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EDITOR'S NOTES 

It's been a while. Perhaps too long since our last issue. The reality 
is that some of the historical research we do takes time, and so does creating 
all of our content. To make up for this long wait, we present to you a mon- 
ster issue that come in at 382 pages! We too prefer shorter issues and a 
more regular schedule, but this is sometimes affected by our staff and their 
real-world responsibilities. Sometimes this means delays, but sometimes it 
also means better and expanded content. We hope you enjoy our efforts. 

Our readers like to get great content, and if so, then this is another 
great issue for you! Issue #21 is a chance for us to share with you some of 
the earliest Doctor Who related gaming info that was ever produced by fans. 
Steven Dieter is known for his role-playing related column "The Celestial 
Gamesroom" in the Canadian Doctor Who Information Network (DWIN) 
publication Enlightenment, which he helmed during the 1980s. But he 
should be better known as one of the co-founders of Time Meddlers, the first 
Doctor Who role-playing related fanzine produced. With the generous assis- 
tance of Steven, who helped distribute and edit the Time Meddler's fanzine, 
this issue features a look at how that original fanzine was devised, created, 
and distributed. With his generous approval, and efforts in scanning to mak- 
ing them available, we are also proud to present to you the reprints of the 
run of Time Meddlers. Additional assistance in helping track down informa- 
tion on the fanzine goes to Brett Easterbrook whose own historical research 
helped us in our effort. A special big thank you to Steven Dieter who has 
worked so hard to keep the legacy of the fanzine he and his team produced 
in the 1980s. We hope you enjoy this great historical time capsule of Doctor 
Who gaming history! We will keep working on contacting other members of 
the Time Meddlers team who we would also love to interview and get more 
historical perspectives from. 

But this issue is not limited to only that classic gaming fanzine. We 
still give you reviews, event reports, adventure modules and a ton of other 
great materials that we hope are of value to our anxious readers. We have a 
number of new contributors who have presented us with some amazingly 
solid content and we hope to see more from the likes of Justin Miller, Tim 
Hartin, Jay Libby and Brian Swift. Their additions are top notch and we look 
forward to future contributions from them! 

We are always looking for people to contribute to our fanzine, 
whether it is an adventure module, GM tips column, event report, or review. 
We welcome your content to help us put together a great 'zine. 

Happy travels in the TAR D IS, 

-Nick "Zepo" Seidler [Editor, DDWRPG] 

LIKE us on facebook to get updates on our fanzine: 
www.facebook.com/ddwrpg 

Download our fanzine online at: 
httpV/homepages.bw.edu/^jcurtis/modules.htm 



THANKS TO CONTRIBUTORS Steven Dieter, Lance Ducker, Brett Easter- 
brook, Kash Engineer, Mason Eperly, Eric Fettig, Jeff Johnson, Dennis Kyta- 
saari, John Lavalie, Jay Libby, Jeff Miller, Jeremy Miller, Pete Murphy, Zach 
Page, Mark Anthony Quested, Neil Riebe, Amy Savela, Chris Shaw, Bridget 
Sharon, Siskoid, and Brian Swift. 
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REVIEW: THE FIRST DOCTOR SOURCEBOOK 
SUPPLEMENT 

gg^g ^ gg^gg DOCTOR WHO-AiTS RPG SUPPLEMENT 

CUBICLE 7 (2013) - PRODUCT #CB71105 
ISBN 978-1-907204-97-5 
MSRP £23.99 /$34.99 

The first of the various official Doctor Sourcebooks from Cubicle 7 
has been released. This is planned as the first in a series of 11 (perhaps 12 
now?) sourcebooks each focusing on the tenure of one of the Doctors. 
With the branding of the 50th Anniversary year prominent on the cover 
(the Pertwee/McGann logo with the Hartnell howl-around affect in it, and 
the BBC's "wedge" tag on the bottom), we are greeted with The First Doc- 
tor Sourcebook. Some believe that the cover itself has an Easter Egg on it 
as William Hartnell is featured as the Doctor on the main artwork, but 
some people have said that the BBC have used a photo of Richard Hurndall 
(who portrayed the first incarnation in "The Five Doctors") on the spine 
and the bottom wedge photo. As it turns out, it is not Hurndall but an older William Hartnell from "The Three Doc- 
tors" photo shoot. What an opportunity missed. So what wonders are underneath the high quality hardcover? 

Other than the covers, the rest of the sourcebook is in black and white. This of course serves two purposes. 
One it sets the tone for offering placing the sourcebook in the retro-styled setting of 1960's television. Secondly, 
and much more practically, this allowed the use of screen captures from episodes to be used to show the charac- 
ters, equipment, and other detailed items that appeared on screen. The results of this decision are brilliant, and 
make the sourcebook a well illustrated, yet stylistic achievement. As a side note, subscribers who pre-ordered the 
full set of sourcebooks ahead of time received an electronic PDF file of the sourcebook before the print or elec- 
tronic versions of the sourcebook were available. The only difference between this early version and the following 
ones is that the second page of the release features different artwork, layout, and the wording "Subscriber's Ad- 
vanced Copy". Page two of the subscriber page copies were quite different but no other changes between versions 
were notable in the rest of the content. This subtle change was the sort of special incentive that subscribers de- 
serve. Add to this the fact that subscribers were given a link to the final PDF version as well, and it shows that Cu- 
bicle 7 are treating their most devoted fans properly. By providing them both advance and unique access to their 
products and also giving them access to the general release version that might have a few subtle changes, they are 
doing it right. That is the sort of good will that wins them a solid following. 

The supplement itself begins with a chapter that gives context to the first Doctor's era of the series. It gives 
an overview of how to use the book, it introduces the basic themes of that era, as well as a new trait and gadget or 
two, as well as stats for the First Doctor's TARDIS. Also included is a page of wholly original adventure seeds. In 
the chapters that follow, each story of the First Doctor is followed in order of broadcast. Each story features a sec- 
tion called "Synopsys" that gives a broad rundown of the story. 
The section called "Running the Adventure" gives Game Masters 
advice on how to create a similar adventure to each story and 
how the story's themes can be used in an original adventure. A 
section called "Characters, Monsters & Gadgets" gives stats for 
specific characters, monsters and villains, and also covers gadget 
stats and special equipment that appeared in each story. Lastly, 
a section called "Further Adventures" gives a few adventure 
seeds for sequels to the on-screen adventures that the Doctor 
^^^^H f 4|^IH&J ex P e|r i encec l- Each First Doctor televised story gets the full treat- 
L J^H ment anc ' oven/ i ew ' n this manner, which means that almost no 
(Left) page 2 of the subscribers advanced copy PDF detail S ets overlooked. There is a final section of the book de- 
(Right) PAGE 2 OF the standard edition PDF voted to character sheets for the primary companions as well as 




3 




EXAMPLE OF A STANDARD PAGE 



the First Doctor and a blank version in the style of sheet presented for this era. 

Overall, The First Doctor Sourcebook is exactly the sort of reference book 
that Game Masters can benefit from. Almost every important character and 
special piece of equipment introduced during the William Hartnell era of the 
show is covered in the book. For some, getting this information in episode or- 
der might be a bit daunting, but many Whovian gamers are familiar with story 
order so we had no problem with this approach. However, it does not always 
make finding information as easy as one might wish. There are an abundance 
of new traits and gadgets throughout the book allowing GMs to add many new 
elements to a game. The actual look and feel of the book is a work of beauty. 
Crisp pages, clear photos, and the high quality product that gamers have come 
to expect from C7 are all put together here in a great package. Some of our 
staff wish that the format might have grouped gadgets and traits away from in- 
dividual stories, and that preference shifts the offering away from a perfect 
score. At the end of the day, this supplement gives stats, information, and 
equipment that will enhance any Doctor Who RPG. 

4 out of 5 TARDISes. g 
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DOCTOR WHO-AiTS RPG SUPPLEMENT 
FAN MADE SUPPLEMENT 
FREE at www.siskoid.com/websites/siskoid.com/ExpandedWho/ 



The fans on the DWAiTS proboards forum have worked together to 
create a supplement of their own to complement the official release of The 
First Doctor Sourcebook. In a project organized online, the fans have worked 
to create a supplemental sourcebook that takes into account the First Doc- 
tor's extra-canonical adventures — that is adventures that are covered in 
comic books, novelizations, and other non-TV sources. It is meant as an un- 
official addendum to the official sourcebook's release and is available free as 
a labor of love from the fans that worked on it. 

The look of the layout mirrors the style, font, and tone of the official 
Cubicle 7 release almost exactly. With a layout that was done by Siskoid, the 
final PDF (which can be downloaded in either a high resolution or low resolu- 
tion versions) looks beautiful and true to the original source supplement. It is 
illustrated by scans from comic strips, book covers, and other materials that 
are directly covered in the sourcebook itself. 

The sourcebook does not follow the format of the original The First 
Doctor Sourcebook in that it does not cover story by story. This would be 
very difficult because First Doctor adventures continue to be added to con- 
tinually. Instead sections on Allies, Monsters & Villains, Gadgets, and even 
some adventure seed are included. The overall quality of the write-ups is 
fairly strong with a large amount of material covered. The sourcebook ac- 
complished its goal of supplementing the original with flying colors. 

DOWNLOAD THE FREE SUPPLEMENT IN HIGH OR LOW RESOLUTION AT: 
www.siskoid.com/websites/siskoid.com/ExpandedWho/ 



EXAMPLE OF STANDARD PAGE 



4 out of 5 TARDISes. 



4 




REVIEW: THE SECOND DOCTOR SOURCEBOOK 

SUPPLEMENT 

UHHH ^ DOCTOR WHO-AiTS RPG SUPPLEMENT 

CUBICLE 7 (2013) - PRODUCT #CB71107 
ISBN 978-1-907204-98-2 
MSRP £23.99 /$34.99 

The second of the various official Doctor Sourcebooks from Cubi- 
cle 7 was the expected 'The Second Doctor Sourcebook" which was in 
many ways similar to its predecessor in that the cover design was similar 
and the interior would once again be black and white to echo the TV se- 
ries' look (and to assist in providing photos and images that needed to be 
sourced from the series itself). Is it up to the same standard of the first 
sourcebook? 

The first thing readers of The First Doctor Sourcebook will notice 
is that this second book is not organized in the same style. This might 
throw some Game Masters and players off as it will make searching for 
information a bit harder when trying to use the sourcebooks as a general reference work. In some ways this is a 
grand opportunity missed on behalf of the line, as it seems it should have been easy to set a style of the source- 
books and ensure that they all provide information in the same manner. On the flip side, it is clear that Cubicle 7 
gave the green light once they assigned writers to their Doctors Sourcebook project so that the work could begin 
work right away. It ends up being a trade off between the style and getting the book in a timely manner. 

With all that said, the sourcebook presents the Troughton era with an overview of the feel of the era and 
its importance. This opening section gives the character sheets for the Troughton Doctor and his companions 
(rather than at the end of the book as is the case with the first sourcebook). It is a bit disappointing that these 
sheets are not full or half page as they were in the first offering. One improvement over the previous edition is 
that the second section of the book compiles all the new characters, traits, gadgets and 
monsters into their own easy to find sections. Another section that was quite welcome 
is a look at the types of adventures that the Second Doctor had as well as Game Master 
tips on how to give adventures the right feel for the Troughton era Doctor. 

As with the Hartnell version, The Second Doctor Sourcebook then takes a story by 
story look at the on-screen adventures, giving stats for important characters and a syn- 
opsis. It is still odd to see the suggestion of running a story as an original adventure 
(we already know how those adventures turn out and most fans are going to know what 
to do), but at lest this is consistent from the first offering. We really liked the addition of 
the "continuity entries" that give important information about the setting of the story so 
that it can be expanded upon in one's own adventures. The highlight still seems to be 
the ideas presented for "Further Adventures" or sequels that relate to the adventure at 
hand. These are always a good read for some module ideas. 

One unfortunate element here is that of timing. Not 
long after the release of this supplement, not one but two sec- 
ond Doctor stories previously missing from the Doctor Who 
archives ("The Enemy of the World" and "The Web of Fear") 
were announced as having been found and were released on 
video having been missing for 45 years. Their entries are still 
solid, but a viewing of the actual story might have given a few 
more gadgets and expanded characterizations. This offering 
continues the high standard that the Doctor Sourcebook line 
has so far lived up to. This is another recommended purchase. 

4 OUt Of 5 TARDISes. f&* (Left) PAGE 2 0F THE SUBSCRIBERS ADVANCED COPY PDF 

(Right) PAGE 2 OF THE STANDARD EDITION PDF 
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DOCTOR WHO-AiTS RPG ADVENTURE 
CUBICLE 7 (2013) - NO LISTED PRODUCT NUMBER 

NO LISTED ISBN NUMBER 
MSRP £2.00 /$2.99 
DOWNLOAD ADVENTURE MODULE 



The first of the stand alone adventure modules for the Cubicle 7 
Doctor Who-Adventures in Time and Space RPG, was released on-line at 
at DriveThru RPG (rpg.drivethrustuff.com) on 13 December 2013. Three 
adventures were released at the same time, and all are reviewed here in 
this issue. The downloads were also directly provided to Cubicle 7 Doc- 
tor Who subscribers who were rewarded for their patience in waiting for 
various delayed Doctor Who RPG items. The subscribers received a link 
to download a 3-pack of the adventures entitled "Short Adventure PDFs 
for Subscribers". The first of these adventure modules was titled Cat's Eye by Nick Huggins. The adventure was a 
refined version of the same adventure module that our DDWRPG staff members game mastered and play tested 
for Cubicle 7 at GenCon 2011 (where the module was listed in the GenCon events booklet at "That Old Box"). 

The module itself in an excellent "bottle" adventure where the action takes place in a single location. In 
this case, the players find themselves in current day in an old dilapidated and hotel called the Majestic that has 
been sitting empty since the 1980s. The hotel has become home to a feral cat colony as well as a number of home- 
less people and vagrants who have converted the decaying building into something of a community home. But 
there seems to be an other-worldly influence at the hotel, and some of the inhabitants are beginning to get sick or 
slowly fade into a trance.... 

The adventure is filled with interesting NPCs who add a good bit of life to the atmosphere. These NPCs are 
well rounded enough to have good backgrounds and motivations, without saddling a GM with no room to make 
them their own. The setting of a run-down hotel turned flop-house is unique and not one often seen in modern 
adventures. This helps to create an eerie environment for the game, that is both believable and intriguing. A day 
filled with pouring rain and strange feral cats and you have all of the parts that are needed for a good mystery. 

One of the drawbacks of the published adventure versus the original draft (which we had a chance to see 
due to running the adventure at GenCon) was that the draft specifically identified the scenes to be played during 
the adventure. The section titled "Arrival" was originally called "Scene One - Arrival". This made the scenes easier 
to follow for the Game Mater running the adventure. The inclusion of a general map for the game is a welcome 
addition, though American players might get confused that the maps includes a ground floor and a first floor 
(reminder that in Europe the "first floor" is what Americans call the "second floor"). 

Cat's Eye is an enjoyable adventure module that puts the players into the role of 

investigators, using their power of observation, as well as their social skills to gain the in- 
formation to put the puzzle together. Some of the clues might be seen as looking for a 
needle in a haystack (such as find a certain object, in a biscuit tin, under a bed, in a room 
of a big hotel). However, the strength of the Story Point system in DWAiTS is the great 
equalizer in a situation such as this, and a few story points will get them right back on 
track. Cat's Eye is an adventure worth every cent of its inexpensive price . 

The adventure can be bought at the following link: 

http://rpg.drivethrustuff.com/product/123729/Doctor-WhoAdventures-in-Time-and 
Space— Cats-Eye 

4 out of 5 TARDISes. 
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DOCTOR WHO-AiTS RPG ADVENTURE 
CUBICLE 7 (2013) - NO LISTED PRODUCT NUMBER 

NO LISTED ISBN NUMBER 
MSRP £2.00 /$2.99 
DOWNLOAD ADVENTURE MODULE 



MEDICINE MAN 



The second of the official Doctor Who adventure modules re- 
leased by Cubicle 7 is Medicine Man which is written by Walt Ciech- 
anowski. A look at the cover of the adventure quickly reveals that the 
adventure features the Silurians. A look inside unveils an adventure 
that takes place in the American Wild West featuring cowboys, Indians, 
an abandoned mine, and a gold rush town waiting to be explored. It is 
a fast moving story that should be completed in one night of game play. 

This module is presented with various scenes and locations that 
can be explored in almost any order. While there is a general timeline 
of events that does occur, the adventure is more open to indirect and non-linear exploration than other adven- 
tures that have appeared for the DWAiTS game (in the various box sets and so on). This lets the narrative of the 
adventure be more flexible, and allows a more free-form exploration than may be different from group to group. 

The adventure itself is an American Western. Players find themselves in 1877 Colorado during a mining 
boom. Various interesting characters inhabit the town that the characters have a chance to explore. It seems 
that there was a gold rush in the area, but now it is said there is a monster in the nearby mine. Add to this a tribe 
of nearby Comanche Indians who are getting ill and the players start to add up the pieces of the puzzle. It should 
not be a surprise, by the cover of the adventure, that Silurians are involved. The players need to find out what is 
going on, and will discover that there is more than one dangerous complication that they need to resolve in order 
to save the people of Earth (either the current or former owners depending on how things play out). 

One of the strengths of this module is that how minority groups (black miners, American Indians, and sa- 
loon girls) would have been treated seems fairly accurate. The groups are presented fairly with reasonable and 
realistic motivations while still dealing with a society willing to treat them differently at that time in history. Hats 
off to the author for this effort in presenting a diverse and realistic setting when most would take an easier path. 

It is clear that Ciechanowski must be an American writer as distances in the book are all in Imperial meas- 
urements (still used rather than metric in the United States). However, this should not be a distraction for players 
more familiar with modern metric measurements. After all, the Imperial measurements (miles, feet, etc.) would 
have been the ones used in the setting (even though the United States officially sanctioned metric measurement 
use in 1866, the reality is that no one would have used it). 

This measurement comes into play in one of the odder potential sequences in the adventure. Players 
might try to climb down into the Earth towards the Silurian command center (there is an incentive at this point to 
stealthily do so). This would require players to make a roll every ten feet on their 2,640 
foot climb. That would be 264 rolls at the table to try to complete this action! While 
this might be mechanically correct, this would be a place where the writer might have 
wanted to suggest a roll at least only every 100 feet to make this method a bit easier on 
the players. Small things like this distract from the smooth flow of the game. A quick 
GM may adjust, but newer GMs might struggle to adapt in a timely manner. 

The adventure has a good mix of historical and science fiction elements and puts 
together a fun adventure for the players to tackle. Better than an average module. 

The adventure can be bought at the following link: 

http://rpg.drivethrustuff.com/product/123730/Doctor-WhoAdventures-in-Time-an 
Space— Medicine-Man 

3% out of 5 TARDISes. 
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DOCTOR WHO-AiTS RPG SUPPLEMENT 
CUBICLE 7 (2013) - NO LISTED PRODUCT NUMBER 

NO LISTED ISBN NUMBER 
MSRP £2.00 /$2.99 
DOWNLOAD ADVENTURE MODULE 

The third of the newly released PDFs is entitled The Ravens of De- 
spair and is written by Steve Darlington. Though part of the "Short Ad- 
venture PDFs for Subscribers" release, this offering is not so much a 
stand alone adventure as it is an introduction to a new race that can be 
used in the game. Drive Thru RPG better describes this offering as a 
"supplement" rather than an adventure. Inside, we are introduced to 
the stat-sucking race known as "The Ravens of Despair". 

Taking on a new direction in their releases, Cubicle 7 have pre- 
sented to us their first original monster supplement for the game. This is 
an excellent direction to go, and the possibilities of new monsters and villains for this game are endless and wel- 
come. This release is sort of a single entry AD&D Monster Manual release, giving an overview of a new threat, 
along with their background, details, and a number of suggested adventure seeds. 

The Ravens of Despair as a race are interesting in their own right. We are introduced to a race of energy- 
beings that feed on the sorrow of other creatures. The Ravens of Despair slowly drain the Resolve of their victims 
through various means. One of the more interesting yet inconsistent effects of the Ravens is that they succeed in 
affecting a victim in a certain range of actions with their Despair Aura. The Ravens' drain a point of Resolve from a 
character when a character succeeds or fails in a task but only in the range of "Yes, but..." and "No, but..." results. 
This is interesting, but it also means that if a character abysmally fails a roll when the villains use this sort of attack 
that it does not affect them in any way. This does not make sense with the game mechanic. To avoid the draining 
affect of the Ravens of Despair, one simply could fall into a deep depression after a failure (with a "No" or a "No 
AND bad things happen result) and one would be safe from their effects. It would be much more logical that the 
affect would be greater for someone actually feeling greater despair. 

A few other inconsistencies crop up, such as the fact that the Ravens are near formless energy beings, yet 
they weave "cloth" shells for themselves and have a tiny organic brain-like organ suspended inside their neural ma- 
trix. In some ways it seems as if the best of both worlds is wanted — an invisible, formless, energy threat, but still 
with a shape and form, and even social structure. The seeming lack of consistency creates a less interesting threat. 
Also in the write-up, a suggested tie in to the televised episode "The Mind of Evil" seems forced, as it is suggests 
that the race that created the Ravens of Despair (known as the Alturons) may have also engineered the mind para- 
site creature housed inside the Keller Machine. This sort of shoe-horning of original RPG ideas into existing Doctor 

Who lore is what drew so much fan criticism of the FASA version of the game in the 
1980s. The possible connection simply seems a bit out of place in this write-up, but in all 
fairness if one wanted to connect the two one could. There are only five adventure 
seeds and not a single full adventure presented. The three stand alone seeds, and two 
connected (story-arching) seeds seem incomplete. None of the seeds present a definitive 
way in which the Ravens of Despair are defeated. At least one full example could help. 

There are still enough good ideas to make this worth a purchase, but this offering 
tries too much to be too many things, rather than just present one very useful monster. 

The supplement can be bought at the following link: 

http://rpg.drivethrustuff.com/product/123731/Doctor-WhoAdventures-in-Time-and 
Space— The-Ravens-of-Despair 

2Vz out of 5 TARDISes. 
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Our fanzine had a chance to catch up to the Cubicle 7 team this year at GenCon in late August. This gave 
us a chance to learn more about the state of the Doctor Who-Adventures in Time and Space role-playing game. 

Perhaps the biggest news is that the game recently won, not one but two, Ennie Awards at the game fair. 
The Doctor Who game was recognized with a Gold (1st Place award) in the Best Family Game category for the 
Doctor Who: Adventures in Time & Space-llth Doctor Edition\ Dominic McDowall, Cubicle 7's CEO, remarked 
"We're most excited about this. If there was one category that we hoped to win it was Best Family Game." The 
game also fared well by being the Silver (2nd Place) Ennie award winner in the 
category of Best Supplement for the Doctor Who-AiTS supplement The Time 
Traveller's Guide. Congratulations to everyone involved, and to all the staff 
who were recognized for their efforts. 

Given a chance to talk to interview staff members Dominic McDowell, 
Andre Peregrine, and Walt Ciechanowski about the Doctor Who-AiTS RPG, here 
are some of the news highlights worth sharing: 

Cubicle 7 have released a new game called Rocket 
Age, which uses the Vortex game system (the same system 
used in Doctor Who-AiTS). The game was launched at Gen- 
Con and is now available to order. As with the Primeval 
RPG, the game can be a stand alone game, but can also be 
used as an unofficial supplement to Doctor Who-AiTS. 
Rocket Age includes new spaceship rules that can be used 
within the Doctor Who game, and has a pulp sci-fi setting. 
We were given updates as to the status of the upcoming Doctor Source- 
books. Apparently the Second Doctor Sourcebook has been printed and will 
soon be delivered to those who have ordered it. The Third Doctor Sourcebook 
has now gone to proof, while the Fourth Doctor Sourcebook has been sent for- 
ward for layout. All of the supplements through the Sixth Doctor Sourcebook 
have now been written, with Andrew Peregrine having finished the Seventh 
Doctor Sourcebook's text right before GenCon. Writing is being done on the 
Eighth, Ninth, Tenth, and Eleventh Doctor Sourcebooks. The Third Doctor 
Sourcebook itself is now near PDF release and should be available soon. 

What is next on the docket for the Doctor Who line? Dominic 
McDowall explained, "Our priority is the sourcebooks." After getting the full 
set of sourcebooks released, Cubicle 7 plans for them to be followed by the 
long awaited adventure modules in PDF format. There are a number of other 
supplements that are being lined up for consideration. A supplement called 
The Gamemaster's Companion is being worked on and may even be released 
this year, which expands rules and information for GMs. Dom informed us that 
there are 12 more products under consideration for the Doctor Who line. One 
is a product called The Five Hundred Year Diary, also being considered are cam- 
paign sourcebooks putting together adventures into a fully usable story arch. 

With the announcement that Matt Smith is leaving the series and being 
replaced by Peter Capaldi in this year's Christmas special, the question comes 
up on whether the Doctor Who-AiTS game will need to once again be re- 
branded slowing releases. Cubicle 7 have already been in touch with the BBC's 
branding department and are expected to stay on track. They will be allowed 
to sell through the 11th Doctor Edition Box Sets. When rebranded, the game 
will be released as a hardcover rulebook (featuring the 12th Doctor), and C7 
plans to release an introductory box set for new players interested in getting 
into the game. The future looks bright for the Doctor Who line! 




DOM CELEBRATES DOCTOR WHO 
RPG ENNIES RECOGNITION 




C7 WRITER WALT CIECHANOWSKI 
WITH PETER DAVISON AT GENCON 




WRITER ANDREW PEREGRINE 
WITH DDWRPG EDITOR NICK 



INTERVIEW: STEVEN E. DIETER, 
TIME MEDDLERS FANZINE CO-FOUNDER 



Steven E. Dieter was involved with Doctor Who RPG gaming from the earliest days when FASA first an- 
nounced their original game. As a member of the Doctor Who Information Network (DWIN) fan club in Canada, 
Steven did some of the earliest reporting on the release of the game. The DWIN fanzine Enlightenment, Issue #9 

(Jul/Aug 1985) carried an article by him reviewing the con- 
tent of the newly released RPG. With issue #13 Enlighten- 
ment carried a bi-monthly column written by Steven which 
would cover the game and its related releases in each issue 
for the next two years. Even after FASA brought the line to 
an end, his columns continued in Enlightenment into 1989 in 
support of the role-playing game. 

But Steven's involvement in supporting Doctor Who 
role-playing games went beyond this. In 1986, he became 
one of the co-founders and the primary distributor of the 
first known fanzine to exclusively support Doctor Who role- 
playing. This fanzine was called Time Meddlers and featured 
usable content for those fans interested in enlarging their 
Doctor Who gaming experience. The various issues featured expanded rules, new adventure modules, reviews, 
news reports, and information useful to add to a campaign. In many ways Time Meddlers was the grandfather of 
our very own fanzine. Time Meddlers ran for six issues with Steven's involvement. The Time Meddlers fanzine re- 
mains the earliest known support material for Doctor Who role-playing games outside of the official line itself. 

In order to put some context to the early days of gaming, and to understand the origin and creation of this 
important part of Doctor Who RPG history, we present to you an interview with Steven Dieter. 

DDWRPG: Steven, thank you for your time. We've been wanting to do this interview for a long time and are 
happy to catch up with you. Can you tell us how you first got involved with role-playing games in general? 

STEVEN E. DIETER: Thank you very much for the opportunity, Nick. 

Back in 1981, give or take, I recall my Grade 6 teacher purchasing the Basic Dungeons & Dragons box set for 
our class. We were a creative bunch, gifted so the school board said. As an outlet for our imaginations and creativ- 
ity she bought the box set for the class. 

Now, some of my classmates - we were 11, 12 at the time - went full tilt into the AD&D world - modules, 
supplement books, figurines, and so on. I enjoyed D&D but never fell that hard for it. I had interest in the board 
games of Avalon Hill at the time, although they were difficult to obtain. (I lived in Owen Sound, Ontario, a city of 
18,500 people which was two hours from several major metropolises.) 

So, why wasn't I into D&D? Part of it, unfortunately, was that I was never really invited to the weekend 
game fests that people held at their homes. Now, to be fair, I was invited to a couple, but never went. My parents 
never quite got the weekend-long gaming sessions - so I lost out. 

That was painfully apparent in the fall of 1985, my Grade 10 year of high school. We had a teacher's strike, 
and for the weeks we were out of school, sessions took place at the local library throughout the week. Once again, 
opportunity lost. 

DDWRPG: The FASA's Star Trek and Doctor Who RPGs were the first games you learned about. How did you 
transition from board games to RPGs? 

SED: I regret as a teen never really having the board game experience. Sure, I played the Parker Brothers staples - 
Monopoly, Clue, Sorry. I also played Strotego and Battleship. I think Diplomacy would have been cool to play. 
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Same too for Axis and Allies, but of course it didn't come around until the mid-1980s. And, once again, required a 
group of people and lots of time. 

RPGs were easy enough - a couple of books, some dice, and imagination. Graph paper for the days of D&D 
was always helpful, too. 

I'm still a fan of board games, although I haven't had much chance to play them. Once again, the lack of a 
group of people. 

DDWRPG: Your article on the release of the FASA Doctor Who RPG in the Doctor Who Information Networks' 
Enlightenment fanzine was some of the earliest reporting on the game. How did you first find out about the 
games release? 

SED: Of all places, through FASA. I learned of their Star Trek RPG (which I still have) through a local hobby shop. 
Given my interests in sci-fi this seemed to be a good fit. In time I learned about the Doctor Who Role-Playing Game 
through FASA. 

DDWRPG: Was it difficult at all to get DWIN to include your report in Issue #9, or were 
the editors welcoming of the content? 



SED: I had been a member of DWIN since 1982. When news of the RPG came my way, I 
wrote to Steve Peers, then-editor of Enlightenment for the chance to write. Like a lot 
of fanzines of the day, editors were eager for content. 

DDWRPG: In March/April 1986 the staff at Enlightenment gave you your very own 
column devoted to the Doctor Who RPG called "The Celestial Gamesroom". Was this 
an idea that you pitched to them or was it suggested to you? 

SED: I can't completely recall if I pitched the idea to Steve or vice-versa. Looking back, 
this was a daunting task. There was no Internet for research. I typed my columns on a 
typewriter. Snail mail was 34 cents a letter, and the Canadian dollar was at its lowest in 
exchange to the U.S. Dollar. 

DDWRPG: Were you playing the FASA game in a group at that time, or just reporting on the game's release? 

SED: I was only reporting on the game. We had a DWIN chapter in my hometown of Owen Sound, Ontario but the 
focus of the group was more on videos and socializing than on the RPG. Strangely, many of the members of this 
group were my classmates when that boxed set of D&D was purchased years previous. 

In all fairness, I can't honestly recall a time when the RPG was played. I think the columns ended up reflect- 
ing that, being more factual news columns than ones of supplements, character sheets, and creativity. Mind you, I 
don't think Enlightenment would have had the room for exceptionally long columns. 

DDWRPG: We remember your column being well received. What sort of feedback did you get at the time about 
the column and the game? 

SED: Well received? Well, I certainly was never sent threatening letters to cease and desist. In fact, I really don't 
recall any sort of feedback. That includes any direction from Steve Peers or DWIN on how to focus the column, or 
even to cease writing it. 

DDWRPG: Well it seemed well received by us. Some of our staff remember looked forward to that column in 
particular as they got each issue of DWIN. 




ENLIGHTENMENT ISSUE #9 
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THE DWIN ENLIGHTENMENT FANZINE'S "THE CELESTIAL GAMESROOM" HEADER ARTWORK 

SED: As I say, that's mind-blowing to hear that nearly 30 years later. I don't recall much feedback - either positive or 
negative. It's nice to know the effort was appreciated back then. Mind you, I wasn't doing it for recognition but 
more to ensure that fans knew that the game existed - and so too did those who were interested in it. 

DDWRPG: "The Celestial Gamesroom" column features reviews and news of releases that FASA had planned for 
their game line. We remember getting some of our earliest gaming information from that column. How did you 
get the news items and information that you were including at that time? 

SED: Most of the news I received was coming from the same sources as everyone else - the publisher, certain mail- 
order shops, and the owner of the local hobby store. 

DDWRPG: In an age well before the internet, how were you able to create a fan network that shared Doctor Who 
gaming ideas and information? 

SED: The Doctor Who Information Network was much like today's - a group of like-minded, like-interested folk rally- 
ing together. I think that was especially true for DW fans in the 1980s as we dealt with the hiatus and then the can- 
cellation. It was also true for the fanzine network. Many of us who produced a 'zine might have written for another, 
or would buy someone else's. The RPG was just a niche compared to, say Cosmic Hobo (the newsletter of the Patrick 
Troughton (Doctor Who) Preservation Society, fan fiction like Myth Makers or some of the short story fanzines like 
Jaime Bridle's Gallifrey Gazette or Michael Dawber's Glass Wind. 

DDWRPG: Eventually in late-1987 FASA discontinued the Doctor Who line in favor of their own products. Even 
after the game went out of print, your column in Enlightenment continued for almost two full years. Was there 
still interest in the Doctor Who RPG? 

SED: I think there was still interest in the game. After all, creativity knows no limits once the ground rules are set. 
Think about it. BBC and Virgin continued with novels after the 1989 cancellation. Big Finish has extended the series 
chronology - including writing a story which occurs before "An Unearthly Child". 

DDWRPG: In Issue #14 (May/June 1986) of Enlightenment there was a report that you included that mentioned 
that Mark McMillan, who had contributed some reviews for your Enlightenment column, was going to be work on 
a new fanzine devoted to the Doctor Who Role-Playing Game. This fanzine would become Time Meddlers. Please 
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tell us how the two of you came up with the idea of collaborating on the fanzine. Be- 
tween you and Mark, what roles did each of you have in the production and work on 
Time Meddlers? 



SED: Mark and I met through the Pen Pals section of Enlightenment. We starting writ- 
ing like normal pen pals, then elevated to audio letters recorded on cassettes. For the 
life of me, I cannot recall how the audiotapes began, although I think it was Mark's ini- 
tiative. The same can be said about Time Meddlers. Mark was the creative brains; I 
handled the business side of the house. Mark was the hands-on editor, writer and 
creative mind. I wanted to be creative, but there was enough stuff going on in my life 
that interfered with that chance. 

So, I ended up being the office manager. Mark created the issues using the Pa- 
perclip software on a computer in his local library. Once completed, they were printed, 
and then sent to me for production and distribution. 




ENLIGHTENMENT ISSUE #14 



DWRPG: So with the idea of Time Meddlers brewing, what logistical problems did you have to overcome to make 
the fanzine a reality? We understand that you and Mark McMillan lived in different cities. Where were each of 
you, and how did you overcome that? 

SED: Bear in mind, this was the mid-1980s. Photocopying was pricey, and home produced 'zines were relatively 
brutally expensive. I had managed to secure the use of the photocopier at my step-father's workplace at a very 
reasonable price, so were had that base covered. We still had to deal with Canada Post for sending things back and 
forth. I lived in Owen Sound, and Mark was in Port Perry, Ontario - not a huge distance, but big enough. 



DWRPG: Did you and Mark always communicate by distance, or did you ever meet face-to-face? 



SED: Always by distance, through our letters. I never recall us chatting by phone. The concept of frivolous expen- 
sive long-distance calls was never something my folks would have supported - even if I had paid the bill. A face-to 
-face meeting never came up in discussions, at least that I can recall. It, too, never really was an option. 



DDWRPG: The first issue of Time Meddlers was labeled the "Prototype Issue". 
On face value this seems as if you were testing the waters to see if the fanzine 
was viable. Is this the case, or had the team planned on more issues from the 
start? 

SED: The term 'prototype' can be taken two ways. First, was this a viable 'zine? 
Many 'zines didn't last past one or two issues - lack of submissions, level of work 
required, and then the ability to distribute effectively. Second, was the format 
viable? Remember, this was the infancy of desk top publishing - Commodore 
computers with clip art, Word Perfect in its infancy (3.2, 4.1 and 5), and dot ma- 
trix printers. 

With Mark's ingenuity, I figured we could tackle two issues. Ultimately, it 
came down to the readers to tell us (in terms of orders and contributions) if we 
were on the right path. Apparently, we were. 

DDWRPG: The fourth issue of the 'zine was called the "Backlog-ish '87" issue. 
We take this to mean that the issue was printed to get submissions and other 
materials that were on the editor's desk out to print, giving us two Spring-time 
issues (#4 and the #5/6 Spring/Summer double issue). Is that the case? 




"PROTOTYPE ISSUE" (ISSUE #1) 
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SED: We tried to run on a regular print schedule for quarterly issues. But remember, this 
was still old-school in terms of operations. Any promotions in Enlightenment, if they 
were going to be ahead of the print date had to be timed to be relevant rather than old 
news. 



DDWRPG: That's a great point. When working on Time Meddlers, did you have a target 
release schedule that you hoped to hit (ex. three issues a year)? 

SED: I don't recall there being an absolute hard-and-fast production schedule. I think we 
both agreed that without content, there was no point in trying to generate an issue 
which could result in losing dedicated readers. However, that never really seemed to be 
the case. 

DDWRPG: The fifth and sixth issues were combined for a monster "double issue" offering. What prompted this 
oversized issue? 

SED: We also never set ourselves on a fixed size - which as we know has its good and bad. We weren't a commu- 
nity newspaper running weekly based on how much advertising was sold: every page was ours, to do with as we 
chose. That also meant that, ultimately, every page we added to the publication resulted in an elevated cost - 
more photocopying, more postage - a cost which was borne by the consumer. However, by the time we hit 1987, 
there was enough material to clear the backlog and run the double issue. 

I also anticipate part of the push to publish material was the result of natural evolution. FASA and the game 
were having their challenges, reducing the core information on which we could create. On the production front, 
access to the photocopier was becoming limited. As well, out personal lives were changing. By this point I was 17, 
juggling school, work, sports - and challenges at home. 

DDWRPG: What was your favorite part about working on Time Meddlers? 

SED: Time Meddlers was great for the ability to communicate ideas about the game with others. It also reinforced 
in me some basic tenets on time management and financial control. 

In terms of the issues, I always loved Don Ferguson's columns. This was a true example of Mark's creativity. 

DDWRPG: What was the most difficult aspect of being a part of Time Meddlers? 

SED: Our largest challenge was the limits of technology of the day. Had we been in possession of e-mail and the 
Internet, who knows if this would have taken off at all - or if we could have gone longer. 

DDWRPG: If you had a chance to go back in time and change, add, or delete anything to the Time Meddlers fan- 
zine now what might you change? 

SED: Nothing. It's not fair to take thirty years of real-world experience, combined with technological advance- 
ments, and try to impose it on the model from then. Deep down, I think we all hoped the FASA support would 
have lasted longer. I don't know how successful Time Meddlers would have been if we had been bigger. Remem- 
ber, we were just a couple of young lads. Could we have generated more issues, bigger issues? Sure, of course. 
Would it have taken a toll in terms of printing, speed of distribution, and so on? I don't know. 

DDWRPG: Do you remember roughly how large a print run was done for each issue of Time Meddlers? One 
thing that we admire about the fanzine is that you offered back issues for quite a while after they were printed. 
Was this because of demand, or because you had them on hand? 
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SED: We never had a set print run. Remember, with access to the photocopier, the only limits were time, paper, 
toner and the ability to cover costs. That was the beauty of self-publishing. It also meant that we weren't stuck 
with inventory, nor the bill to purchase copies which might never sell. As a result, when an order came in, I ran the 
issue. Never recall refunding an order because I couldn't fill it. 



DDWRPG: Judging by the prices given on the covers, it seems that the fanzine found a 
readership from various places around the world (as you had to give pricing for mailing 
to the USA as well as overseas). Can you remember where some of the inquiries came 
from? 

SED: Most of our queries came from Canada and the US. I was only a member of DWIN 
back then; while there was the Doctor Who Appreciation Society in the UK and the North 
American version in the US, I stuck with DWIN. I recall Enlightenment reaching across 
the continent - which probably reflects our range of subscribers. 

DDWRPG: We now live in an era of self-publishing on the internet and easy access to 
on-line distribution. Many readers may not understand the historical circumstances of 
making a 'zine years ago. In general, what was it like to work on a fanzine in the 
1980s? 




TIME MEDDLERS ISSUE #2 



SED: When I was six, two of my Grade 2 classmates (both of whom would be in the class where D&D was bought, 
and one would be part of the Doctor Who group mentioned above) had a newspaper which we wrote, printed 
(well, ran on a mimeograph machine) and sold. When I started working on Time Meddlers, a lot of that same en- 
ergy came back. 

Looking at 'zines today in comparison, the software and printing opportunities are way beyond anything we 
could have envisioned. I mean, a colour dot matrix printer was a luxury, and an inkjet printer for home was that 
much more a luxury. 

DDWPRG: From a production standpoint what were the most difficult and rewarding elements? 

SED: I've alluded to a lot of it above. The joy of controlling the production was countered by the delays with manu- 
scripts coming from Mark. However, since we weren't on a hard schedule, governed by shareholders, we could run 
the issues when we wanted to. 



DDWRPG: A number of different writers contributed to Time Meddlers. 
really helped the fanzine grow or whose work you particularly admire? 



Are there any standout writers that 



SED: I think all of our contributors should be admired for their creativity and ingenuity. As I've said, all of them 
should be applauded for their efforts, just like all those who worked on 'zines in the past 
- and those who continue to do so today. 

DDWRPG: It seems your involvement with Time Meddlers came to a close after Issue 
#5/6. What was the reason for this? 

SED: I'm not sure what exactly happened around the time of the final issues. That would 
have been in 1987. Things in my life were changing and my time for hobbies was dwin- 
dling (although not by my choice). Mark and I certainly never had a falling out; there's no 
juicy scandal to expose. 

Honestly, my teen life was changing. Support for my hobbies from family was 
dwindling. In fact, my step-father thought my hobbies, especially my sci-fi and fictional 

TIME MEDDLERS ISSUE #5/6 




15 




hobbies, were a sheer waste of time and money. Mind you, that was equally applicable 
to my desire to purchase almost any books. 

DDWRPG: In Enlightenment issue #28, you give an update on gaming fanzines that an- 
nounces that "TM #8 is out". We presume this to mean Time Meddlers Issue #8. Do 
you know if there were more issues of the fanzine after you left the team? 

SED: I can't say if Mark carried on with Time Meddlers simply because I can't remember. 
I don't recall writing about it in the column - and it is inherently possible that the refer- 
ence to #8 is a typo. 

Mind you, by 1987 we Doctor Who fans were in turmoil - the paused series was 
coming back, but on life support. Many PBS stations seemed to be lessening in support. 
FASA's efforts ground to a halt. 
As Bob Dylan sang, "Oh the times they are a changing." 

DDWRPG: Time Meddlers seems to be the first fanzine entirely devoted to Doctor Who role-playing games. It 
predates our own efforts, as well as all of those bloggers currently contributing materials and the various web- 
sites that are adding content. Your fanzine holds a unique place in Doctor Who gaming history. Did you think 
that twenty-five years down the road you might be interviewed and appreciated for all of the work you put to- 
wards the 'zine? 



ENLIGHTENMENT ISSUE #28 




TIME MEDDLERS ISSUE #3 




STEVEN E. DIETER IN 2013 



SED: Absolutely not! I kept the manuscripts part out of love for Doctor Who; the RPG 
was one of the few things I retained during the dramatic pause between Classic and New. 
I kept them also because of pride. Sure if was fan-based but it was - and is(!) - an excel- 
lent add-on. 

Looking back on the columns and Time Meddlers - no, I never felt it was of value 
or would be of interest to others. When I asked Steve Peers for the chance to write what 
became The Celestial Gamesroom' I saw it as a chance to be a part of something at a 
time when I really didn't have much else. (Ironically, that chance has morphed into an 
irregular column in Enlightenment now called The Celestial Toy Soldier/) 

I didn't have a lot of friends back then - in school or out. I was an only child, and 
so books and fictional worlds were my playground, my friends. 

When you called me and said, "Hey, listen, I'd like to run a feature on your ground 
-breaking efforts from 25 years ago," I genuinely thought this was a joke. 
I'm honoured to know that the columns meant something to folks back then 
- and also right now. 

DDWRPG: What have you been up to in the years since you left produc- 
tion on Time Meddlers? 



SED: Whew. What have I been up to? Quite a bit, actually. I finished high 
school, and went on to study history, and then later went to teacher's col- 
lege. I actually just finished my Master of Arts in Military History degree 
from Norwich University in Northfield, Vermont. As I was working on my 
degree in history, I spent five years volunteering and working at the mu- 
seum of Canada's first Victoria Cross airman [NOTE: The Victoria Cross is the 
British Empire's highest decoration for valour in the field of battle. It would 
be comparable to the American Congressional Medal of Honor]; those five 
years, combined with efforts to preserve that airman's image from being 
tarnished resulted in recognition from the Canadian Air Force as an Associ- 
ate Air Force Historian. 
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For the last 13 years I have been an officer in the Ca- 
nadian Armed Forces at both the Reserve and Regular Force 
levels. I am currently a Public Affairs Officer, posted to Cana- 
dian Joint Operations Command in Ottawa. 

I do still write. I mentioned the irregular columns for 
DWIN. I also write articles that relate to topics at work, or to 
military history. Prior to my posting to CJOC, I finished a two- 
year posting to 8 Wing Canadian Forces Base Trenton, where 
for 18 months I was the editor of the weekly newspaper. 

I also keep busy as the Chief Communications Advisor 
for the Royal Canadian Air Force Association, which includes 
being part of the editing team for their publication Air Force. 
I am heavily involved in veterans' issues, including volunteer Steven dieter (Right) at work 

work in the Royal Canadian Legion at Branch, Zone and Dis- 
trict levels. I am also an active participant in the Order of 
Saint Joachim, Order of Saint George, and Order of Saint Lazarus. 

DDWRPG: Are you still a fan of the Doctor Who series? 

SED: Oh my giddy aunt yes! Its return was a day of joy. My book collection, once purged, has now regenerated 
and has grown to include CDs, DVDs, and toys. My wife, Beth, is a big fan of the series as well. 

DDWRPG: Are you still involved in gaming or Doctor Who fandom? 

SED: I haven't got many, if any, fellow gamers that I know of here in Ottawa. I would love to do some gaming. 
There's no Doctor Who club here in town, which is unfortunate. 

DDWRPG: We want to thank you for your time and effort in this interview. It has been invaluable in our under- 
standing of the early days of Doctor Who gaming and a pleasure in so many ways. 

SED: Thanks for this opportunity. I greatly appreciate the chance to share with others. 




Thanks to Steven Dieter, and with his permission, we are able to present complete unedited reprints of the full run 
of the Time Meddlers fanzine. After each issue is also an overview and analysis of each 'zine. @ 



MISSING TIME MEDDLERS NO MORE ! 

While Steven E. Dieter was the fanzine's co-founder and was involved in helping us find the first 6 issues of 
Time Meddlers, he no longer had copies of, or even a sure memory of, the last three issues. Thanks to the hard 
work and archival efforts of Brett Easterbrook, we were able to track down the last 3 issues of the fanzine as well. 
Brett's historical research and assistance in getting us to the right places has allowed us to complete the set of fan- 
zines and even return scans of the missing issues to some of the original founders and contributors. Hat's off to 
everyone who helped us in our research for this Time Meddlers history project. 



NO NOT THOSE TIME MEDDLERS 

To clarify on the origins of the Time Meddlers gaming fanzine, it was a Canadian based fanzine devoted en- 
tirely to Doctor Who role-playing games. The fanzine should not be confused with the well known Doctor Who club 
called The Time Meddlers of Los Angeles who have been active in Whovian fandom just as long, and who are best 
known for their association with the annual Gallifrey One Doctor Who convention. 
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THE TIME MEDDLERS FANZINE 

The Time Meddlers fanzine is the earliest fanzine devoted to Doctor Who role- 
playing that we have been able to identify. The fanzine's subtitle lists it as "The First Doc- 
tor Who Role Playing Game Fanzine (as released by FASA)" and time seems to have sup- 
ported the fanzine's assertion. It is known that various Doctor Who related one-shot 
games were played at game conventions such as GenCon (using other system rules), but 
until FASA released their game in 1985 no official Doctor l/l//?o-related role-playing game 
existed. While there was interest in Doctor Who as an RPG, no materials for such a game 
were published or presented before FASA formalized their rules. About one year after 
this, Mark McMillan, Steven Dieter, and Adam Cookson set out to present a fanzine to 
those interested in extra materials for Doctor Who gaming. 

Time Meddlers offered reviews of products, adventure modules, discussions of 
gaming concepts, additional rules, artwork, and fun banter. As far as providing materials 
for a Doctor Who RPG, Time Meddlers succeeded. Each issue offered roughly 20 pages of 
material in typewriter and word-processer type-set format. The production value of the 
fanzine itself was on par with the best amateur fanzines of the day. The fact that the 'zine 
was photocopied rather than simply mimeographed meant that its quality in reproducing 
some photographs and artwork was better than many fanzines of that era. 

The content of the Time Meddlers fanzine revealed the youthfulness of the various 
contributors. In the scheme of things role-playing games were still very new and not 
many content creators existed for RPGs. Game Masters and players often craved new 
and expanded information for games and talented amateurs stepped up to fill the need. 
The writers of Time Meddlers were young adults and teenagers who took the time to sup- 
port their hobby and interest by creating materials themselves. The fanzine reveals quite 
a range of quality in its articles. Some adventure module plots and ideas seem borrowed 
directly from existing Doctor Who TV stories, while others are wholly creative and origi- 
nal. Besides giving stats and expansions for existing Doctor Who monsters, the fanzine 
also added original villains and creatures to the game's resources. These original materi- 
als show the real possibilities that the fanzine offered. The introduction of new races and 
original adventure modules fulfilled a need that was present within the fandom of Doctor 
Who role-playing games. While some may argue that the quality of these write-ups are 
not as strong as modern offerings, these represent the first amateur materials ever pro- 
duced and therefore are of historical significance. 

One should not take the inclusions in Time Meddlers only on face value. The fan- 
zine may look like an amateur production because quite frankly it was. It looks dated, be- 
cause the fanzine itself is now already a quarter of a century old. The writers and produc- 
tion team had none of the technology and resources available to fanzine staffers nowa- 
days. However, many of the ideas in its content are quite worthy of consideration. Not 
all, but more than a fair share. While the writing may seem a bit raw, many of the ideas 
are timeless and continue to be useful for Doctor Who role-playing games even now, 
twenty-five plus years later. Time Meddlers is still as relevant now as ever. 

Time Meddlers as a fanzine gives us a chance to understand the earliest days of 
Doctor Who role-playing. It serves as a time capsule to reveal the state of gaming in the 
mid 1980s, which had an emphasis on charts and mechanics over the modern style of sto- 
rytelling. It helps give us a look at a time when the FASA game was the only version avail- 
able and how the action elements were often emphasized. More than that, it shows us 
the creativity, effort and worthiness of the Doctor Who gaming fans who put forward such 
an independent effort. Time Meddlers is a diamond in the rough waiting to shine again. 

On the following pages, enjoy the full run of the Time Meddlers fanzine... 
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"Time Meddlers" is an amateur non-profit production dedicated 
solely to the Doctor Who Role Flaying Game by FASA and is also 
dedicated to the celebration and promotion of the Doctor V/ho 
Role Flaying Game and to the TV series Doctor Who. It in no 
way attempts to infringe on the rights held by the BBC, FASA or 
others * 



COMING KEXT ISSUE: 

i 

Submissions(hopefully! ) from our readers in the form of Adventures, 
articles and artwork, etc. 

Introducing the most deadly Foe: "THE DESTROYER" Can your PCs 
survive a renegade Time Lord more powerful than the Master, the 
War Cheif and Morbius combined?! 

More FASA Reviews! 



STOP THE PRESSES! : 

In addition to the already exist sing FASA adventures (5 total) 
there are now two more available: "City of Gold" and "The Warrior s 
Code". Hopefully they will be good, the latter sounds excellent. 
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EDITOR'S DESK 

Mark McMillan, Editor 



1' L like to welcome everyone to the preview issue of "Time Meddlers", 
the only and first Canadian Doctor Who Role Playing Game fanzine* Each 
issue is designed as a supplement to Fantasimulation' s DV/RPG and I do 
hope that each issue will be informative and entertaining for our readers, 
both Gamemasters and Player Characters, 

You'll note that this issue is different than our future issues will 
be as there ;ire two differnt typestyles. This is due to the rush to get 
our introduction issue ready for ,r V/ho Party 8" in Toronto. The computer 
type takes about 15 minutes per page to print out plus alot of extra 
time devising the format, Gince I don't own a computer I have to go 
to the local library and they only allow % hour per session. Having a 
job and only getting two days off per week therefore makes it impossible 
to finsih the issue on time for WF8. Future issues will have their 
format done completly in this format. 

Speaking of future issues, Time Meddlers, is going todrasticly 
altered from what I had originally intended. I had intended a quarterly 
production of about 20 pages when 1 first decided to do this \> '■• ' G 
' zine but now due to many time-consuming things that I do, I'm going 
to have to make it a bi-annual production coming out each January and 
June with a size of about 60-75 pages and selling for around $5. So 
you are getting about 10-15 extra pages for the same price as two 20 
page issues! In the long run it pays off. So all I can say is stay 
tuned for January 1987 when the second issue of "Time Meddlers" is 
releasedl 

As for future issues, contributions are drasticly needed and in 
particular, artwork! Anything related to the DWHPG is accepted in 
terms of articles and adventures can be no graeter than 30 typed (about 
50 hand-written) pages. As for artwork, anything involving Doctor Who 
or the characters of Doctor V/ho is acceptable. The only way you are 
going to improve future issues is to submit, after all it is your 
fanzine L 

I also feel I must apologise for the lateness of this issue to 
people who have been waiting for a considerbale amount of time while 
I held their BiiSEs. The reason was that I had lost my data disk with 
all the data for "TM" on it while I was writing up an article( wouldn' t 

you know it, Die last one )• X^ater I found out what happened to it: 

Don Ferguson, an avid eater, thought it was a weight-watchers pizza that 
had been a little overdone and that someone had forgotten to put the 
toppings on so he ate it, I later forced him to throw up by feeding 
him a Pan-G a lactic gargle blaster and hence my disk was recovered from 
a mouth more ravenous than the famous Bug-Blatter beast of Trail L 
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But anyway, I did eventually find it and started printing inmediatly. 
however there was no \\ray the issue would be finsihed before \/T8 so hence 
I had to use my home typwriter. I like typewriter script better than 
computer text anyway..... 

Anyway I'd like to point out that all enquiries re^ardin^ purchasing 
issues should be done via Steven Dieter at 2130 - 9& Ave. E. , Owen Sound, 
Ontario, N4K 3HJ (Canada)* When buying issues absolutely no foreign 
cheaues and in Canadian funds onlyl 

So I'm EoinR to step aside and let Don Ferguson, my Editorial 
Advisor, make his report. So until next time: 

Hay you never be eaten by an 
Andro^um, 

Hark McMillan 
Editor 



By Don Ferguson 

.■hey told me that they wouldn f t Give ne a bannerhead for my report 
this issue for some reason or another (probably because they hate me) 
but I hop* they did. But anyway onto ray report.... 

I'm Editorial Advisor to the Editor of Time Meddlers. Ply job is 
basically to advise Hark on things or to be there when he needs advice - 
I'm also tfoing to be writing for "Time Meddlers" along with Mark, as 
we did this issue with the "Deathworld" adcenture. I advised hi ft to 
put that in, even if Hark thought it was a bit of a cheat using a 
modified DW scenario. 

I'd like to say that I am president of the "Nimon Fanclub"! If 
you will send me one Hew Zealand nickel(frotn New Ze aland, no cheating! ) 
I will send you a photocopy of the "The Morns of Nimon" Target bookcover 
and a drawing by my 3 year old sister of the power complex(or a copy 
thereof)! T^ifey are in" very short supply(Yeah, not many people want 
them - Ld! ) ro hurry and order today! More great "Iiimon" offers 
in future issues! (Not if I hove anything to do with it! -Ed). 

^o I'll thank you for buying the fxrst issue of "Time Meddlers" 
as it gives me something to do besides eat! 

Ninons would beat the crap orit 
of Ogrons, 

Don Ferguson 
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DISTRIBUTOR'S 
REPORT 



Steven Dieter, 
Distributor <arxd 
Printer 



Now that summer has arrived there should be more time to enjoy 
playing the Role Flaying Game and hopefully this fanzine will help you 
greatly. 

There is a new hobby shop here in Owen Sound that deals with the 
FA&A gaming items, including Star Trek: The Role Playing Game and the 
Doctor Who Kole Playing Game* Next issue will contain a list of items 
available for order. Anyone wanting a list before then should write 
to me, enclosing a SiUSE* and I'll send you a list. If its something 
specific that you are looking for let me know and I! 11 enquire. The 
store 1 s. motto is "We can get our hands on Just about anything". 

Send all enquires to me, Steven Dieter, at 2130 - 9th Avenue 
East,. Owen Sound, Ontario, N4K 3H3- DO NOT send them to Mark McMillan 
as thi s will only delay your reply. 

Until next time, keep those orders coming in! 

-Steven Dieter 



EDITOR'S NOTES; Steve's mail order service is to be used only if you 
can't find the item youself anywhere else. We are not trying to make 
a profit from this nor are we trying to break any laws. It is being 
done by Steve simply to allow people greater access to the RPG materials. 



FINANCE MANAGER'S HKPORT - Time Meddlers 

Total Cost of "Time Meddlers 11 - 3 2.00 ($1 at conventions) 

postage: 30.68 Knvelope: $0.15 Photocopier charge: fl0.8S 

Overchage*: SO. 32 

♦Overcharges cover many things: excess postage if it should 
exceed 68 <£ , rental of printer, letters without SASE, materials 
to make the 'zine(typing paper, ribbons, etc) and many more. 
It also rounds off the price to an even amount. 
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GAME AIDS 

For Your DtfRPG 




Submissions for this column are always 
wplrnm^ If you'ue done something to 
enhance your RPG play, send it inl 



ADDENDUM ON ENERGY 

WEAPONS By Zen Faulkes 

One f JN major flaws ift th« 
Doctor who Role Playing Game , 
concern«s blasters, lasers, particle 
biAlU and their like - *H energy 
weapons in particular in fact. 
Specifically, how many shots can you 
f Ire" R5 it stands in the Game now, 
the number of rounds is unspecified 
ana A PC has virtually unlimited 

r 1 r e P o ir «sr 

How to handle this is purely GM's 
choice, but hare iff one system to 
consider: 



_apon, but more powerful <. 
should have fewer free shots. Ag*in, 
the exact number is up to the Gil, . 
hut anywhere froja six to a dozen is 
a good general starting Feint. 

For each shot after that, have 
the player (or HPC as the^oase way 
be> make &n a^io roll on 2Db, 
according to the table below. If 
roll is greater or e^jual to the 
number specified, below - "click!" 
instead, of "Sfaf^r. 



the 



SHOT DUMBER 
(AFT 



frea shots) 
1 + 2 



9 
9 

if 

12 and up 



AMMO ROLL 
(On a 2DG) 



Hote that with this system, a 
character could theoretically keep 
going almost indefinitely - although 
the odds are very much against it- 

A successful Ammo roll means the 
shot was fired; a failure means that 
the shot was not f&#4' the weapon is 
out or power and will hav* to foe 
recharged before it can be used 
again, fl critical success could mean 



that the character gets another tree 
shot, no Ammo roll needed, before 
resuming on the Ammo roll table in 



the same place as before. And a 
critical failure? The sidearm he.s 
suffered a minor malfunction from 

Sveruse and will need a minor repair 
arqre it can be recharged and uted 
again. 

Note that the Daleks and s< 
forms of Cyoermen have their- 
weaponry built into then, and 
presumably they have a much 
r reater power supply to use as not 
o have this problem. 



ome 





TIME MEDDLERS ISSUE #1 (PROTOTYPE ISSUE) - PAGE 7 



24 




ty: Mark 
McMi 




the review 
the fans me. 
reviews for 



Here is 
section of 
Here st.re 
three of the 
adventurer 

I havn't .r , T - . , , 

so if sniae of you could sand 

fn reviews t or the other adventure* 
we would surely appreciate them. 



?V£ulablj 
rem FAS A. 
seen the rest 



THE HURTLE WICK HORROR: 

This adventure rates right 
between the two FoUowmg A 
adventures:, ,r Lords of Destiny' 1 and 
"tytean Meanaae" in terttf of 
enjoy ability. Although it does 
resemble the story "Trie Daemons' * it 
differs a little bit so that it still is 
full of surprises for the player. 

It is well presented and does 
include maps of the appropriate g&vim 
playing areas. It is a $10.00 well 
spent- Rating is 7 out of 10. 

LORDS OF DESTINY: 

This is a bad example of an 
adventure. Upon pjaymtf it Uf 
friend and I were bored with the 
gatfi* 15 xainutes into play. It is 
poorly written and based on a bad 
idea. This adventure is not worth 
purchasing and I would only 
recommend you read it on condition 
that you borrow it o±f the poor 
who did buy it. Rating d out of 



Here is a description of "Before 
nd After" play with "Lords of 
estiny": 




Well Rounded 
* - Alert 
V- Satisfied 



Strong 




Pointed 
Glazed 



Disappointed 



Meek 



BEFORE AFTER 
"I used to be strong, fiappy and 
satisfied with role playing until I 
Eiad the misfortune of playing T Lorda 
of De*tinv\ But now I look like *y 
co-writer, Don Ferouson 11 

-If ark McMillan 
** UARNIHG **: The Surgeon General 
has declared Lords of Destiny unsafe. 



IYTEAN IJEANACE: 

This is a great contract to "Lords 
of Destiny". This if the best FttSA 
module to date as far as 1'ioa 
concerned and it is well written and 

r resented with maps. This is a must 
or all Role-Players and I highly 
F«comflL«nd it to eveyon* Heck, even 
if you don't own the DWRPG you d 
enjoy the story by just reading it- 
Rating is 10 out of 10. 



These reviews are but *ay humble 
opinion of the adventures and I 
welcome any disagreements or 

reeaiients you xaay have with we for 
_e upcoming "Letter? to the Editor" 
section. Dojcft be shy, write ! 

Plot outline? could not be given 
for the af ornentioned adventuures 
because it would spoil the rola 
playing for the characters and 
peoplf involved. It would have b*en 
bemrtcial for Ga»eM.aster» but if I 
ruined the adventure for the PCs 
that would t 
the playing. 



,ake all of the fun out of 





Just outside Mark's^ 
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DEATHWORLD 

Bv: Hark McMillan 
& Don Fergusori 




SCENARIO: 



:ity on 



s ^Unet Karm.has one s*f*ll 



no thing? else except the 
ms on the outs- 
nd the hills? <behind which^ is 



city 



$1cirts of thi 
_iind which is 
desert) about 2 kilometres f rouft the 
dfty. The city had a population of 
about 200 people. , , _ 

The people arQ extremely rich as 
thev have the "omens", a grefttiioise 
like' wind, and the lights at night 
ch * aging. After each of these omens 
precious ge*as appear ip the town 
square duriai the nights that follow. 
The people of this city ara rich, 
prosperous and happy and. ha — 
knowledge or desire bo know 
anything of of other worlds o 



Lich 



r space 

T The people are currently, having 
trpuhle thougn. , They are being, 
attacked by a ginat monster whi 
they call 
"The Great 
Beast" but 
is actually 
an animal 
captured 
and 

controlled 
by the 
Sontarns. 
The 

Sontarans 
LOpe to 
Weaken 
the city's 
population 
so that 
their 
waiting 

attack forge can ta.ke oyer the city 
and thus the planet so the minerals 
can b% used to aid them in their war 
against the Rutons. 

The Sontaran battle group and 
the cage which holds the bgast is 
located behind tl) 





Sontaran's location and. destory them. 

The attack will cone about 1DB days 
after the PCs arrive. . 

But the biggest surprise of all is 

its chameleon circuit activated on a 
aiassri^e scale. This par tioular ThRDIS 
is run by a renegade Time Lord 
known as the Controller ******* 
The Controller stole his TARDIS 



trom Gall if rev but shortly 
afterwards the Ti*EDl5 r power system 
broke down and therefore immobilised 
it. To find power he then converted, 
the interior areas of the TARDIS into 
a giant killing machine where he 
' ! ~es around smaller wdfid, 
s the needed mineral f rgm 



exerialises around smaller worlds 
tien mines the needed mineral:* i-rc 
them. The valuable minerals that he 
doesn't need are discarded to th# 
s u r f a 0 e 

He allows affairs on the surface 



E 



_un undisturbed, to lun tn.e 
uspicion of the Time Lords and look 
ike a normal planet. 

The omens, a great noise like 
wind <TARDIS demat and remat modes* 
and the lights in the sky changing 
are due to the planet's movement. 
The controller has his TARDIS 
entrance hidden at the back of a 
cave located in the mountain range 
and these are guarded by many 
defenses which the natives have 
built into superstition 



QFENIHG STORY: 

The omens had come again. A 
great wind and the lights at night 
changing. Tommorow the people would 
find the ginat wealth which followed 
each omen lying in the town square 
waiting to be divided up by the city's 
inhabitants. 

The most respected man in the 
town, Qmas, was walking down the 
streets of the city reflecting on how 
rich he was <not that he wasr an 
exception to everyone else). 




out -anl the beast devoured most of 
him lea ving only the r&vialrL& which 
would otherwise have -stuck in the 
beast's throat. 

Other cltesens gathered around 
the remains as the oeast calmed down 
and casualy walked out of the city, 
no one dar ed tr y to stop it. This was 
the fifth attack by the "Great Beast" 
and the citizens were terrified. 

Deep in the heart of this so- 
called planet the madman known as 
the Controller was working at the 
console, liming was commencing once 
more and currently he had enough 
energy in reserve for 12 time-space 
jumps. However he needed more if he 
was going to rule the universe.— 
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'ft* 



opened . l. J in" walked tl±& hufich- 
backed CrOftf the Controllers loyal 
<but semi-inielleg-ent) servant:-. Urog 



knew all 
to know 
minm^ 
alfo the 
RFC the 
the 

for the 
find in 
corning. 
Master! 
area 2 
broken 
11 ifouT« 




there was 

about 
Grog was 
one wjtio 
gams m 

people to 

"Master i 
Mining 

Sown/ 
the expert 



Grog, fix it! Ill jom you m a 
wnnant," ordered th* Controller. 

T Tes Master- Production targets 
will be set back 7 cycles though. All 
e-?uiptment has to be shut down while 
I repair the damans. 

,r If it nu*t be don* it must be 
done, but hurry! 1 ' m 

•'Yes Master.-," said Grog, exiting. 
The Controller went over to his 
console to commence shut down- 
"Nhat a. stupid beast,' 1 , he thought. 

In the gpa.ee surrounding the 
planet (TARmS) the Ruton ship was 
.-■r hiti ng "We have almost fixed trie 
position of the Son tar an scout fleet, 
Commander" reported Ruton I 

"Excellent. Prog rani the ship f or 
re-entrv of the Atmosphere. r We mi:I1 
destory the Sonfcaran menace?" replied 
the Commander. _ 

There were only about 10 Rutons 
in the expedition but that would be 
enough. 

The animal re-entered the 
3ontaran camp. One of the Sontarans 
Has manning an instrument bank- 
At the Sontaran's signal the beast 
returned to its cage. 

"It should not be long before we 
are ready to attack the city, 
reported the bontarans- 

"Excellent. The minerals found 
here are needed to tin^iic^ our war.' 
replied the Commander, "Since our 
clone machines were damaged we must 
resort to this method- 

Salos was climing the mountain 
where the Cave of wonder? was said 
to be located. "Salos the Doubted" 
* hey called him. He would prove to 
1 hem all their superstitions were 
f alse. He had heard many tales of 
lied inside the cave and beyond, but 
it would all be worth it if his reports 
were true. If his stories were true 
then once his Qot to the back of the 
cave he wound find the souce of the 
planet's wealth. , 

t J p. n t- * a c h j n -=r the tfi o u t h o r tIM 
cave the man came to the entrance. 
Beyond the cave entrance lay power- 
arid wealth — and many dangers 
aloivjs the way. Salos was about to 
realise how dangerous the cave was- 
Upon stepping into the cave 



Slumped t;o tne ground **iiu. uiwu 
the most intense pain around 

HPCS IN THIS ADVENTURE^ 



T u.ore . i.he h- t*d NFC_ _ j/xake- - 
the adventure more interesting. 
However, GMs are going to have to 
make up the character data for th* 
below characters anyway, HFC data 
sheets are supplied only for the 
Controller and Grog. 




anyone. A mechanic by trade he 
gladly listens to the PCs and will help 
them, all he can.. 

TELA is Clomas' gir lfriend and she 
shares his views. She is the 
daughter of Eyscot and a volunteer 
policewoman by tr ade, 

DOM AS is the leader of the town 




In the Sontaran fleet of 10 
scout ships there are ten sontarans 
consisting of 1 General Class 
Sontaran, 3 Officer class Sontar ans 
and 6 Soldier class Sontarans- 

On the Ruton chip there is a 
group of 10 Rutons, two of which lead 
the rest. Statistics for Rutgns and 
Sontar ans are found in the 1 r ? ",h 
Operations Manual pages 22 and. 23. 

GROG, The Controller's Loyal Servant 



STR: VII <28> 

Bix* iv im 



cha: in m 

HHT" IV am 

iht: in <e> 



PERSONALITY: Squeamish, gently brave 

APPEARANCE: A male human of short, 
stocky build and homelv in 
appearance. Appears to be Mature 

Rault but actual age is 26. He h as a 
unched back. 



SKILLS: Hegotiation^Diplomacy^ V<1R) 
Leadership- II (3) 
Triva, tlmmq Operations: VI<21> 
*tvtl Engineering: III <6> 




lfhipff^Chain«= VI <21> 

§xe»= IV HO* 
aces/ Clubs: VI <2i> 
Spears: V lm 
Polearm::: V <15) 
Gr appling: VI <21> 
Climbing: VI <21> 
Wilderness Survival: IV *10> 
Brawling: VI <S1> 



Triva explanations" 

Mining Operations: Knowledge of 
anything to do with mining ana its 
operations. Includes repair of 
e<iuiptm«ntp Building new equip tment, 
ms.itenan.ee, etc. 
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THE CONTROLLER Data Sheet 

STR= V «6> 
EKD: <15> 

PHHBHALITy: Inpatient, Boastful 
APPEARANCE: Male SaOlif rmn. l#J 
APFMri to be tall of average bulla 
ana striking looking- w?fw*L , 
&PP*&rAnfl« Is flOjp.ture adult; actual, 
Age is 3uD with 3 rft^en aration* usad- 
Facial 9ppe^ranc* is close to that or 
the renegade known as the Master,, 

SPECIAL ABILITIES: Hypnotism 
Level: itt bating: 13 danger Eye- 
Exidur -ance Cost: see page 46 of the 



Level- itt Toting: 13 ^angej Eye^ye 
Endurance Cost: see paw 
Gaia© Operations Manual 

SKILLS: Armed CombatUll weapons): ft? 
General Medicine: IV <10l 
PsvcoLogy: II <3> 
Ordinance Construction . 

^"RW* 3 t;n <2y> 

Trap Discovery: u (151 
Trap/Ordinance 

Disarmerment: IV U0> 
plawutMp VII <28l 
Lockpicfclng: V Jra) 
Navigation: IV <lp) 
TARDTS Syst^ias: IV (jui 
Fore* Feild Systems: V <15> 
Taiapora.l Science: V ClOJ 
Grappling: IV 
Martial Arts: V <15> 
Ground Vehicle Operations^ IV 




Game masters mav wish to have 
f.ha 1 nnt, roller re- appear at a future 
rigfe hi some of their adventures. 

he 




r T ARDISp 

that wav the Controller could appear 
in future adventures. In esicence 
f.hp Controller could he to the Pis 
waht the Master is to The Doctor. 



AREA DESCRIPTIONS: 

Although maps are included and 
descriptions or individual roosis? this 
section covers the g-eneral areas. 

CAVE OF WONDERS is a cave set 
into the sids of a hill. At the back 
is the entrance to the 
TARDIS. The entrance to 

cave 
force 
guard- 
which 
anyone 

not 
ing a. 
tor 

&ift<«ia.de by the Controller and, are 
found, inside his storerooms It Is a 
level IV task to disarm the 



at the cave 
Controller's 
the 
has a 
feild 

tng it, 
tills, 
who is 
waar- 
protec 
belt' 




instrument bank which is located 
under a trap door beneath trie cave 
entrancefunder where? the PCs are 
standing Inside the cave are many 
traps all of which can be passed 
through if the person has a 
protector belt. More on these traps 



ts found in the room descri ption .±, 

The natives regard this as t 
holy area uhar« their grod, 2oas ? 



strikes down all who enter. They 
also believe that in the deepest area 
of the cave there lies the secret to 
the the planet's great wealth/ this ois 
sort of true as they will find the 
door to the Controller's: TttEDlS. 

SOHTAEAH CAMP: The ten 
Sontaran ships ?,re arranged in a 
Small circle with the caae for the 
beast in the center of the circle 
beside the control bank. To d.estory 
the .bank is an easy task but it will 
set the beast free. The beast, 
however, is harmless unless provoked. 

RUTOH SHIP: This will be an 
accesable area to players when it 
lands. Ho one has ever been inside a 
Ruton zrnp and lived to tell us about 
it so GKs will have to design thl* 
area themselves. The hull, however, 
is electrically charged and one touch 
cuases instant electrocution. 

KARM CITY has it* boundaries 
surrounded by the habitations of 
the people. In th& center are the 
town f acilites such as parks, town 
gathering places, etc, 

CONTROLLER'S TARDI5 can be 
entered, through the door at the 
back of the Cave of Wonders. The 
door leads to the console room, sod 
the console room door leads to 

Quarters and supply areas, in a 
eeper part of the TARD1S PCs mil 
discover the giant ninino area where 
the regains of the planet are. 

OBJECTIVES OF THIS ADVENTURE: 



the 



triple 

most vital task is the disarming of 
the Controller's TARDIS so that no 
more worlds can be destqryed.. 

Then the PCs must stop the 
Sontaran's attack on the city nad 
the Ruton^Sontar an war on this 
planet. 

It is not likely that the PCs will 
discover all their mission* at first, 
fhey will be sent by the Time Lords 
to stop the Sontaran attack on the 
planet and then the city's population 
night tell them of the Cave of 
wonders. It is most likely that the 
PCs will stop the Sontarans and. 
Rutons first before dealing with the 
Controller, 

ROOM DESCRIPTIONS: <se* naps) 

CAVE OF WONDERS: 

L Entrance - - Guarded by a force^ 
feild. ComwLunicatipnf bank which 
controls the field is located in a trap 
door outside the entrance. 
2, DAlek Room: This room contains J 
Daleks which attack on sight unless 
you are wearing a protection belt. 
3- Cybernen: Contains a Cyberman 
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of th« mines.. Players must reACh tne 
door without geting blown up- , 
Protector belts or modified some 
screwdrivers can tell the post-ion of 
the mines. c . 
EL Ilovellan room: contains 6 
HoTTellans armed with lasers;, 
6- Secret Passag*. , 

7, Square roo^ a. checkerboard hai 
heen drawn on the floor in black and 
white. Stepping on the white ones Is 
safe, black ones cause 
Mma terms at ion to the en trance of 
tne cave. . w 
ft, Ring room- Sitting on * silk cusion 
in the center of this room<on a 
plinth) is a ring. The nngr if af* and 
acts as a key to all future doors. 
Placing the ring in slots embedded on 
the door, open? tjhe door 
3- Force Fields: Force ieilds are 
eu«P«ndred froa th« roof likf 
curtains crashing into one of these 
causer 1D6 damage points m wounds. 
Wearing a belt allows the s heads to 

m m ftrmy Room: Kidnapped hostile life 
forms are hare. There are: 20 
Sontarans, 10 SM-D«vils, 1U Silurians, 
In Cvbermen, 5 Ilovellans, and 
DaleTks. 

11. Door- This door lead;-: to the 
Controller's TARDIS and it is openable 
by a TARDIS key only- 

SOHTARAH 3HIPS- 




CQNTRQLLER'S TARDIS: 

1- Console Room: Controls to operate 
the TARDIS as well as a console added 
in which stands against the wall, 
this controls mining operations and 
power controls. 

2. Hallways. 

3. Armorv: Contains various 
weapons: from various civilizations 
and societies. 

4- Storeroom. 

S« Controller's sleeping quarters. 
6. workshop. 

7- Cr^gr* sleeping quarter*. ^ 

5- Mining area: Surface of the dead 
planets can b* seen underntat-h 
machinery which is extracting* ore- 
's. Food producing araa" Food 
machines are lpgatad here. 

ID. Uxygen machines: producing 1 
oxygen for TARDIS.. 



KARM-- 

L Meeting place: 
areaigommunity c 
activities 

2* Farm ^^^BSSS 
3. Town 
merchant 
here, 
are put 
stages by 
troops, 
th* 

activity. 



town qathering 
:enter). Community 
are of tan 

Fields- 
square: 

s sell goods 
performances 
on '{makeshift 
acting 
etc. This is 
center of 




EKCOXJKTER AS 

PC ARRIVAL: 

The PCs will materialise lust 
outside the cit^r and it will be the 
only thing they can see, bar the 
hills in the distance. Therefore they 
ara most liekly to head for the aiiy 

The inhabitants of the city are 
unfriendly to th* PCs and will 

?en*rally ignore them and wait for 
he police, led by Donnas, to arrest 
them. 

Before the police get a chance to 
lead them awav the "Great Beast" will 
attack tne fity and trns will cause 
mnouuh confusion for Clomas to come 
and take the PCs to his place. 

MEETING WITH CLQAMS AND TELA: 

Shortly -after the attack by the 
Great Beast, Clomas will rescue the 
PCs from the guards and tak* them 
to his place where they will also meet 
Tela. 

Cloifcas and Tela are eager to talk 
of their theories. They know 
eyerything everyone else in the 
village knows.<about omens and the 
appearance of jewels* arid will talk of 
anything fuch as the cave, Great 
Beast, etc. 

MEETING WITH THE SOMT ARAMS: 

Pes will have no torufole following 
tha BrQat Beast back to its lair at 
the Son a tar an camp- The creature is 
crenerally stiupid and won't attck for 
no reason. The Sontarans on ♦■■he 
other hand are another matter 

The entire Sontaran camp can be 
observed from from ona at the hills 
but you must beware of Sontzrzri 
scouts. 

If the PCs get close enough to 
hear what they are saying the PCs 
will learn of the Sontaran comi'iander 
and his plan* for attack. _ 

If the PCs get captured by the 
Sontarans the Sonataran* will assume 
that they are Ruton and agents and 
proceed, to interrogate them, to 
oeath<literaly>. 

EHTERIMG JHE CAUE OF WQNDERS: f 

The PCs will hit the force field 
before ftnUrin^ th<a cave and once 
inside they will be attackedby the 
dangers waiting for them. 0&* thing- 
will pe clear to the PCs; This is not 

M^&Bfc TH^f cSStrOLLER'S TARDIS: 

After gaining access to the 
TARDIS the PCs will arrive in the 
console room. There is a IDG chance 
that the Controller is present and 
starting to do another space jump. 
If it is a 3 then Grog is about to 
leave for the surface. 

Every ten minutes the PCs are m 
the TARDIS there is a IDG chance they 
will be discovered. 

PCs must rember their mission at 
this point: stop the slaughter of 
innocent worlds. 

If the PQs are caught, the 
Controller will assume that they are 
CIA agents sent to spy on him. 
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Here are some more scenarios which 
Gaaaemasters can create adventures 
from. These ara basic id«*s froft 
which to create your own Aavtnturw 
which are uniquely yours. 



dl* 




{il Us the ^Cs 
discover the asteriod* tre all that 
remains of their favorite Planet 
which has been destroyed W sow© 
unknown creature . - . 



THE CORPORATION: The marketing 
division of the Sirrius TJrinfc CotoiP*riY 



is producing its new drink, something 
which creates, immor tality. JfU%. *s 
the PCs soon disj^ov^E, the 4rin$c fiat 



which creates, immor tality. 
the PCs soon discover, the 
been poisoned. "Hie PCs must get to 
the factory and stop the sabateur 
from poisoning the popular drink and 
killincr millions of people. . . 

THE flSSASSJHATIDH: * high-up 
Gauifreyan is about to majte a speach 
to all Cfk agents when ha If 
assassinated and all PCs are put 
under arrest for attempted, murder. 
PCs must find the killer and clear 
their names. 



INTELLIGENCE: a computer whidh 
runs all defense systems on the 
planet Jacos has determined that its 
inhabitants must die. The PCs must 
reach the top of a skyscraper to 
destroy the computer. But the 



o.esT,roy me compu^Hi\ n*ws l. 
machine has rigo-ed defenses. 




TIME GATES: the PCs TARDIS is caught 
outside or time in a freak accident. 
There a mysterious creature meets 
them and decides to send them hoxae. 
But first they must complete a 
mission for him. has doorways in 
this void- and one leads to the 
mission whereas the other* lead to 
feeing trapped in a certain time zone. 



MIND DEVOUR ER: a new machine has 
been invented which erases people's 
_ st memories. A vilhar 
: re ate ?Uvec. to =:$rv€ 



minds* of all past memories. H villian 
Is using it to create slaves 
him/her- The PCs must stop the 
villain, destroy the machine and stop 
the plans which, the villain is using 
the slaves for . , 

We welcome submissions; for this 
column as well, have you got a good 
idea you don't want to write an 
adventure ror but would lik* to pass 
on? Then send it in! 



These 

extremely 
outlines of 
adventure, 
are to 
into full 
and add in 
and turns. 




are .but 

basic 

a possible 

Gattema&ters 

write these 

adventures, 

new twists 

Have fun! 



Coming in future issues: 

-more adventures for 
the Doctor Who Kole 
Flaying Game including 
"Time Tear", "The Games*, 
and 'Invasion Force". 

-"Dalefc Hunt*, a full 
length board game 

-more scenarios 

-and much, much more ! ! 
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We didn't devise a colmn heading for this "because we didn't want 
to draw attention to our top-secret: 

i:i;-l'A-A :1EDS 

WAITED : Submissions for the next issue of "Time Neddlers" • Send 
them to: Mark IleMillan, 289 Simcoe Street, Trince Albert, 
Ontario, LOB IPO (Canada) • Anything related to DVffiPG accepted. 

W ANTED : Submissions for a 1 zine dedicated solely to the Jon 
Pertwee era as Doctor. A one-time special. Send submissions 
to the same address as above. 

V/ ANTED : Upon Robert Holmes' death we would like to rt lease, 
for Lhe first anniversary of his death next year, a Robert 
Holmes memorial 'zine for his contributions to Doctor Who. 
Anything related to the Holmes era accepted or to Bob Holmes 
himself. Addrer.s same as above. 

AUDIO^INE: Read in a submission for a Doctor Who ' sine on an 
audiotape and send it to us( leave a 10 second gap between 
different articles.) Address same as above. 

nITCH-KIKEK'S SPECIAL: Steven Dieter is editing a "Hitch-Hiker 1 s 
:h.dJe to the Galaxy" one-time 'zine. Anything related to the 
HKGTTG is accepted. Send to Steven at: Steven Dieter, ?.130 - 
9th Ave. E. , Owen Sound, Ontario, N^K 3H3(Canada). 



: fe:/L.. T _^ /j 

f . t^—i^!!,., .■ . : a-io'iU'if h\-, . .J 

r ; . : ^ — , jj . ; ; rr^t^J?^^ 




L ■< j~...,><~/-»1. 



re* 
i i. 



- ** V v'*fA> 
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OVERVIEW OF TIME MEDDLERS ISSUE 111 (PROTOTYPE ISSUE) - JULY 1986 



• While this was the first issue, the fanzine is listed as "Prototype Issue" on the 
cover, as well as "July 1986". The cover lists this as a "mini issue". 

• The cover of this issue is a photocopy of the second (or third) edition box cover 
of the FASA Doctor Who RPG with the Doctor and Leela replaced by the fanzines 
title and detailed information. 

• Cost of the Issue #1 was $1.00 (Canadian) plus postage. One page 6 of the fan- 
zine it explains that the $1 cover price is the cost for purchase in-person such as 
at a convention. The cost for mailing is $2.00. While the fanzine is a not-for- 
profit venture, the breakdown shows that a $2 cost results in a $0.32 overcharge 
that covers other mailing and production costs. This sort of transparency was 
very rare in fanzines in the 1980s. 



• This issue contains a "Stop the Presses" announcement on the third page that lets readers know that the FASA 
Doctor Who adventure modules "City of Gold" and "The Warriors Code" have recently been released. 

• The adventure "Deathworld" is listed as having being written by Mark McMillan and Don Ferguson. Likewise, 
Don Ferguson is listed in the issue as the Editorial advisor to the fanzine, and claims to be the head of the "Nimon 
Fan Club" as well. It would be revealed in issue #5/6 that Don Ferguson was not a real person but a pen name for 
editor Mark McMillan who created the alternate persona as way to bring some levity and humor into the fanzine. 
Including Don Ferguson as a co-writer of the adventure module was an additional way to make it seem as if he 
was a real person. 

• The "Deathworld" adventure module uses some ideas already seen in Doctor Who as a series. The appearance 
of precious gems that are found after there are "omens in the sky" appears borrowed directly from the episode 
"The Pirate Planet". The adventure itself primarily features the Sontarans and Rutans (misspelled "Rutons" in the 
write-up) as well as a villainous Time Lord known as the Controller (who is suggested to be an adversary to the 
players akin to the Master). The adventure also includes Movellans, Daleks, Cybermen, Silurians, and Sea Devils 
that the Controller has been collecting as an army. The style of presentation of the adventure is very much a blend 
of styles. It falls between D&D adventure modules from the era (featuring maps of certain areas, with encounters 
that occur when reaching that area) as well as a linear storyline (for the events that occur at certain times with the 
main villains) akin to the style being adopted by many games at that time such as the James Bond 007 RPG. 

• The fanzine features a number of reviews of FASA Doctor Who RPG adventure modules. The reviews include an 
overview of "The Hartlewick Horror" (7 of 10), "Lords of Destiny" (2 of 10), and "The lytean Menace" (10 of 10). 
All of the reviews were by editor Mark McMillan. 

• Zen Faulkes wrote an "Addendum on Energy Weapons" column as a game aid that expanded on ammunition 
usage for energy weapons. Zen Faulkes would be involved in a number of other Doctor Who Role-Playing Game 
columns and offerings over the years including additional reviews featured in Steven Dieter's Enlightenment 
"Celestial Gamesroom" columns, as well as creating his own Doctor Who RPG adventure modules which were re- 
leased as fanzines ("Desert of Tears", "Sign of Ibis", "Travelogue" Issues #1-4+). Faulkes would later cover the re- 
lease of the Time Lord RPG in the DWIN Enlightenment fanzine as well. 

SUMMARY: The first issue of Time Meddlers would have been a welcome addition to gamer's catalog back in the 
mid-1980s. It presented capsule reviews, shared new rules, and presented a full-length adventure module. Over- 
all, the issue suffers just a touch from a lack of content and original ideas, but it was the first issue and really just a 
test to see if there was interest in the fanzine. A successful prototype when all was said and done. 
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"Time Meddlers" is the 
fanzine dedicated solely 
to the FASA Doctor Who 
Role Playing Game. 



MM 
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Role Playing Game(DVRPG) and of the TV series Doctor Who. No attempts 
are made to violate copyright laws held by the BBC , FASA or others. 

All materials contained herin are the property of the writer/ artist 
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EDITOR'S DESK 

Mark McMillan* Editor 



Welcome one and all to the first? iszue of "Time Meddlers". Our 
prototype issue did surprisingly well(at least to me) and enforced my 
belief that DWKPG is strong and alive, even in areasflike here) where 
FASA products are scarce or even non-existant . We here at "Time Meddlers" 
have a simple purpose: to spread knowledge of and enhance RPG play 
accross North America and overseas. We hope you'll take the opertunity 
to spread your knowledge and discoveries by contributing an article or 
piece of artwork. 

This issue features a mini-supplement on the Dominators and Quarks 
from the Troughton story "The Dominators" (available on Target books). 
We hope that any of you who have written supplements will submit them 
as mini-supplements(ten pages or less) for "TM". We are also planning 
on starting a "Tire Meddlers Supplements Series" for large supplements 
(10 to 50 pages) but as yet an editor has not been found. Anyone who 
would like to apply please get in contact with rae. We only require 
three supplements per year from you and you will be given complete 
control* 

A guest editor has been found for "Time Meddlers Full Adventure 
Series" in the -persona of Zen Faulkes! Zen has agreed to take on 
the job of editor of this TEMPORARILY and will be leaving us shortly. 
Therefore we need a new editor for this, anyone who wishes to apply can 
get in touch with me. We only require two adventures per year(minimum) 
from you if you want the job( adventures are between 20-60 pages) (mini-adventures 
are to be submitted for TM) . 

Starting this issue everything is gitren a numberf Game aids #4-5, 
Adventure #4, etc) for cataloging purposes here at editorial H.Q. . 

TM needs submissions desperatly. We can't keep production up 
with out help* 

A new feature in "TM" is called Foe File. If you've invented a new 
alien menace, send it in! 

Also included in this issue is a reader's survey. I urge you to 
send the completed one back to us. This is our way of knowing what you 
think of TM and how we can improve it. 

TM has now established a regular policy regarding publication. 
Each issue is released thrice yearly in the months of March, July and 
November. Each issue is this size and will sell at this price. 

Also, beginning -this issue is the DOCTOR WHO ROLE PLAYERS NETWORK, 
or DWRPGNet , co-ordinated by "Glass Wind" editor, Michael Dawber. We hope 
our readers will take advantage of this service. Mike will have a column 
each issue. 

On the news front: Don Ferguson( Editorial Advisor) will be guest 
editor for an upcoming issue! I've told him to not ramble on about Nimons 
if he does. 

"DonJt worry, the three won't hurt you!", 
Mark McMillan 



TIME MEDDLERS ISSUE #2 - PAGE 4 



39 



I 



DISTRIBUTOR'S f- 
REPORT fifeV^ C ' j 1 



s= r- i Jo u t-o r- a ii d N, ^ 



I hope you a] i. had a great RPG summer* Sorry to all of you who were 
expecting us at Who Party 8 in Toronto but problems will be problems(yeah, 
and D. Ferguson is the biggest! - Ed), 

Last issue I said I would have a list of mail order items- Well, 
there isn't much merchandise in Owen Sound, but I have compiled a list of 
everything related to the game from FASA, as of September 50, 1986. 
This list is featured elsewhere in the issue. Good luck in completing 
your collections. 

Hope you enjoy this issue. For those of you interested in how well 
the prototype issue went, an executive treasurer's report has been 
prepared. Send a SASE or ask for one with your next order. 

One final note: To Don Ferguson — Ogrons are just as tough as Nimons. 
I've also seen his sister's drawing of the Power ComplexCYou 1 ve got my 
sympathies - Ed.) Looks like something Don would do, he can't even stay 
in the lines! 

Beware of Weng-Chiang, 
Steven Dieter 



TREASURER'S REPORT 

Issue One November 1986 Vol. 1, #2 

Photocopy: Si. 25 Paper: $0,15 

Postage: $.068(in Canada) (US — 8*085; Overseas — SI. 65) 
Envelope: 80.15 Overcharge: 80.27 

Total: $2.50 

Totals Elsewhere: 82,75 in the US, 85. 50 for airpostage(Canadian Funds) 
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THE 

ED-VISOR 

REPORT ^ 



EDITORIAL ADVISOR'S REPORT 

I'd like to welcome everyone to the second column of the Editorial 
Advisor's Report, written by myself , Don Ferguson. 

Unfortunatly not alot of people have sent in their New Zealand 
nickles for a photocopy of the "Horns of Nimon 11 book cover and a drawing 
from my 3-year-old sister of the power complex. I'm afraid that offer 
is now terminated. But I have some new news on the Nimon Front: 

"Clones of the Nimon" is a 6 hour fan-made video which sells for 
the low, low bargain basement price of 10 grand. Its subtitle is 
"Nimon Invasion of Earth" and it features everal gripping events that 
occur wrien the Nimons land herei You can watch as the Nimons offer 
Candian Prime Minster B.M. Free Trade for a sacrifice of soveregnty, 
watch as; the Nimons help the US fund the major threat to the galaxy: 
Nicaraugua! Nimons also feel that they are a threat to the free cosmos. 
Also: The Nimons join a certain Australian fan leader in helping assassinate 
the producer of DW, rumour has it that the new power complex is located 
in the Aussie outback and the most thrilling bit, season 45 will be the 
loi^st DW season ever, 5^ weeks and will feature on massive 54 part 
story titled "Trial of a Nimon". I, for one, can hardly wait! Tte group 

making this video "Erato productions, Inc." is also planning several 
sequels: "Parents of the Nimon", "Teachers of the Nimons", "Nimon, Nimon 
burning bright — .", "Nimon From the Pit", "Ressurrection of the Nimon", 
"Destiny of the Nimons", "The Unearthly Nimons", "The Web Nimons", 
"The Nimon Masterplan", "The Nimon Maker", "Tomb of the Nimon", "The Nimons 
of Death" (Cls there any other kind, ed)), "Colony of the Nimons", "The Green 
Nimon", "Ark of the Nimons", "Terror of the Nimons" and much more! 

These are about to commence filming on a budget of $5. 

By the way, I may be guest-editor for the first anniversary issue 
of "Time Meddlers". Stay tuned for more details on that. 

Nimons could beat the crap out of 
Erato 1 , 

Don Ferguson 
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THE DWKFNet 
By Michael Dawber 

Ta-Tum! From the limestone heart of farmer country, I bring you 
the Doctor Who Role Player's Network. I would like to give some credit 
to both Steven Dieter, who got me going on this insane venture, and to 
Hark McMillan for letting me bung this in "TM". (This will also appear 
in the fanzine Glass Wind every issue) 

So, here goes. The purpose of the network is to allow players to 
trade DWRPG related goodies across the kilometres. It condenses some 
of TM f s functions into a compact , want-ad styled column. What we need 
from you, gentle reader, are short bits about some of the following: 
i)Modules that you've made yourself for trade or sale; ii) short ideas for 
modules that you don't have time to write yourself; iii)modules that 
you've worked over until "Ambassadors of Death" looks like and under-length 
two parter, and would like someone else to muck about with. And perhaps, 
if you live in a DWRPG wasteland like I do and would like some of FASA's 
modules(I can't think why anyone would!), ask someone who lives in a 
big city near upteen dozen game stores to get one for you. As has been 
said "Neat, isn't it?". 

Tally-ho! To get this off the ground, send your goodies to me at 
this address: The DWKPGNet - Glass Wind, c/o Michael Dawber, Box 351 f 
Station 'A', Kingston, Ontario, K7M 6R7. DO NOT send any materials to 
Mark McMillan, Steven Dieter, TM, or anywhere else. As well, I regret 
to say that this is only open to Canadian residents. Hope to hear soon! 



EDITOR'S NOTES: Don't forget "Time Meddlers" needs submissions of adventures 
as welli Also, since I'd like TM to be international, how would 
anyone like to co-ordinate a similar network in the US or overseas? 
Get in touch with me at the editorial address please! Anywho, welcome 
aboard Mike and I hope this all works out for you. 
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ADDRESSES 



FASA Corporation , 
P.O. Box 6930, 
Chicago, IL 60680 
USA 

"TIME MEDDLERS": 



"TM EDITOR'S DESK" , 
c/o Mark McMillan, 
289 Simcoe Street, 
Prince Albert, Ontario 
LOB IPO 

(fcend submissions and your 
comments here)) 

"DWEPNet - The Glass Wind?, 
c/o Michael Dawber, 
Box 351, Station "A", 
Kingston, Ontario 
K7M 6R7 

((Handles the Role Player's 
Network, all corespondance 
regarding this here)) 



"TM SUPPLEMENTS", 

((An oditor is needed)) 



OJrfrite to them and enclose a Self-Addressed 
Stamped Envelope or an International 
Reply Coupon if you live putside the US 
for a catalog)) 



"TM DISTRIBUTION", 
c/o Steven E. Dieter, 
2130 - 9* Avenue East, 
Owen. Sound, Ontario 
mK 3H3 

(purchase your issues of TM from here)) 



"TM FULL ADVENTURES", 
c/o Zen Faulkes, 
Apt. 10A, 

175 Columbia Blvd., 
Lethbridge, Alberta 
T1K 4B7 

((Acting editor of the full adventure 
series. ^ At the moment he receives all 
submissions of adventures which are 
to long for TM)) 



TIME MEDDLERS FULL ADVENTURE SERIES 

All correspondence is to be currently sent to Zen Faulkes. 

Basically what this series does is print advpfttures between 20 and 
50 pages in length, which are too long to print in the regular "Time 
Meddlers" fanfcine. Send your submissions to Zen. 

A new editor is required for this series as Zen desired only to hold 
the job for a short while(as short as possible). We thank him for takinp 
on the task while we look for a new editor. 
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GAME AIDS 

For Your DWRPG 



Submissions for this column are always 
welcome. If you'u* don© something to 
enhance your RPG play, send It inl 



GAMEAIDS #2: HISTORY IN PERSPECTIVE 

Historical adventures play a mjor part of your Doctor Who Role playing 
universe, and if they don't they should. However some Gamemasters have 
ruined these historical adventures with their lack of historical knowledge. 
This lack of knowledge was most evident in playing pre-written adventures 
such as FASA's "Legions of Death". I would now like to *;ive Gamemasters 
a few guidelines which may help them put their players in historical 
eras with a greater degree of accuracy, 

1. If you are writing a historical adventure, especially about a period 
of which you know next-to nothing about, then go to your local library 

or history teacher and research the era. Examine encyclfcpeidias and read 
up one or two good books on the era, I myself find that movies(if you 
can find gonW ones which are accurate - a history teacher can be invaluable 
here) are 'the best teaching aids because you can actually see everything 
before your eyes. 

2. If you are putting characters in a strange era which they are likely 
to know very little about recommend that they get breifly get aquainted 
with the time period. 

J. Customs and religions of the people who you encounter are extremly 
important. Not following customs of the people can get you into alot 
of serious trouble(interesting possibilities here...). For example if 
you are a female PC wearing a mini-skirt in Victorian London you are 
not going to be well received(remember ankles were considered obscene). 
4-. Technology not already invented by the time of the era should be 
disallowed by the Gamemasters(make up some CIA rule or something). Use 
of these items by PCs is usually alright but suppose it gets lor.t or 
something, you c*re in danger of destroying the Time lines, 

5. Interaction with KPCs should relate only to the matters at hand. 
Don't get the Players involved in conversations about time travel or 
advenced technologies, etc. You are in danger of destroying the Time 
lines, 

6. Don't materialize the PC's TARDIS in an important situation either 
important to the adventure or to history. Let them slowly and carefully 
discover the action, it makes for a much better read. And don't have the 
TARDIS materialize durring the signing of the Magna Carta or anything like 
that! 

In short, common sense is needed when putting PCs in Historical 
situations. They should enjoy themselves, rummaging around through 
history, as this is one of the major advantages of Time travel. 

By Mark NcMillan 
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All reviews are by Mark McMillan unless otherwise credited* Below are 
reviews for the series of "Create Your Own Adventure" with Doctor Who 
books* These books, aimed" at both fans of Doctor Who and of Role 
Playing, we' feel are suitable to review in this fanzine* 

Crisis In Space ~_Writ t en_B£ Michael. Holt 

This book concerns a plot by the evil Garth Hadeez to place a 
black hole in our solar system. Only you, the Doctor, and Peri with 
Turlough(how did he get on board?) can save our world from destruction! 
Whew! All that excitement in one book, how can I stand it? 

Well I can't. This book is an absolute' disgrace * Its got a poor 
basic story to begin with but the writing by the incompetant Mike Holt 
just makes this story a chore to read* The book is the most amateur, 
juvenile and childish drivel I have ever had the misfortune to read — 
anywhere! ! A 5-year-old would consider this book childish! 

The author apparently feels that we are idots(we must have been 
to buy this book) as he capitalises all his bad puns. Let me give an 
exact quote: stands a glowering hulk of a huMANoid. Beside him 

towers a stunningly beutiful WOMAHoid," Now if the Author feels the 
need to capitalize horribly bad jokes he goes on to be inconsistant by 
describing the woman as first beautif ul(see above) and then calls her 
ugly for the rest of the novelfapparantley she has snakes for hair — 
whatever turns you on Mike.*-.)* 

In closing I have to say that these books should be burned and I 
now have to go off for therapy. A kindergarten could have written better 
stories(l often did!)! If you do feel compeled to torture yourself 
by buying this book then wrap your head in a towel, you won't miss 
much! 

Search for the Doctor —Jrfri tt en_B^ Dave _Mart in 

I thought I might be saved from having another bomb here when I 
found out that the writer, Dave Martin, is none other than a past DW 
scripter(Bob Baker and Dave Martin: remember them?). In this story 
the Doctor is captured by Omega and you along with Drax and K9 must go 
and rescue him. 

The book is quite enjoyable — almost DW script material(hell , 
JNT will produce anything). I liked the twist of having to rescue the 
Doctor alongside two of the most memorable characters ever to appear 
in DW* You know this book has got to be interesting when you learn 
that Drax's TARDIS is stuck in the shape of a 1956 Cadillac Eldorado — 
pity its now 20^6! The rest of the book holds up as stimulating , and 
Dave Martin should have novelised a script. 

A good book doesn't need alotsaid about it. This book has strong 
characters and an interesting and fast-paced plot, I do recommend it. 
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Reviews/2 



If you'll remember last issue we printed breif reviews of three 
of the FASA adventures. Now I would like to complete the list with 
the two remaining adventures: "Countdown" and "Legions of Death". But 
first here is a brefi summary of the last three: 

The Iytean Menace By J. Andrew Keith: "tLe best adventure to date" 
Lords of Destiny By William H. Keith, Jr.: the worst FASA adventure to 

date, and a disgrace" 
The Hartlewick Horror By Ray Winniger: "good; recommended" 

Countdown Written By_R j^_Wji nniger 

"The sudden appearance of a dangerous gravity buble causes the 
TAEDIS to materialize aboard a ship of the Earth Empire on an emergency 
mission to deliver a vital serum to a plaque-ridden world." 

This adventure is one of the best, second only to "The Iytean 
Menace". An added bonus included with this adventure is a section for 
beginning Gamemasters on how to run adventures and campaigns. 

The one flaw in this game is the cover featuring the Cybermen - besides 
resembling the pitiful FASA miniatures they inside of the book states 
that the arreapance of Cybermen is ment as a surpirse yet here they are 
on the voer for all the world to see! Oh, well its an imperfect RPG 
universe. . . 

The story does have similarities to Earthshock but it has enough 
twists in it to keep your Players interested for a long tirae(relativly 
speaking). Its an excellent adventure and I do recommend it t especially 
for the beginning Gamenaster. 

Legions of Death Written By_Jj_ Andrew ^eith 

"The Legions were on the march but Rome had never faced an enemy 
like this one. An evil renegade Time Lord has allied himself with 
British tribesmen to lure a Rorcan army — and a Roman emporer into a 
deviously plotted trap. History will be changed and an army of fanatic 
conquerers set loose upon the Galaxy if the Time Lord and his companions 
cannot stop the renegade's sinister plans..." 

Sound interesting? Well it is. Its got an interesting little 
scenario but the adventure is not as well fleshed out as" I had hoped. 
The adventure is still highly recommened on condition that the Gamemaster 
play history with accuracy. 

The adventure is highly recommended but only after GMs have several 
adventures 1 experience. 



Miniatures Review: The Cybermen 

First of all let me say that I never wanted these in the first 
place. I had ordered the supplement of the same name but they messed 
me up. But Itook them partly because they were cheap($5) and partly 
because I didn't already own a set. 

I knew I was in trouble when I took them out of the box and one 
fell flat on its face. Still hopeing I picked them out to examine them. 

These three Cybermen have different postions: one has his arms 
spread wide to attack, onehas one hand pointing and the other holding a 
gun and the thrid is lying face down on the table. (It would have been 
holding its gun in the air with the other hand at its side). Oh, and 
they are only an inch high as well. 

They aren't that bad except that each Cyberman has a different 
facial expression: need I say any more? 
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b J eviews/3 



All of the following reviews are by Steven Dieter unless stated otherwise. 

THE DALEKS ( S upp 1 ement ) 

This two book set covers everything and anything a player or GM 
could want to know about the Doctor's most popular adversaries. 

The Player's book focuses mainly on the Physiology and History of 
the Daleks; whereas the GH's book covers the History of Skaro, Dovros and 
the Daleks not to mention the Organization and Mechanics of the Dalek 
unit. Tactical movement, combat and damage figures are also featured. 

If you know little of the Daleks or you wish to confirm all you 
know, I reccomend this set. Even though the price($10 US)may seem a 
bit high for what you get at first, the information is worth it. 

Miniatures Review; Companions Set #1 

FASA's first attempt at companions picks three of Tom Baker's 
companions: Sarah Jane Smith, Leela and Adric. 

With FASA's miniatures you seem to see that the facial features 
are not terrific. However I feel that after seeing half of the sets, 
FASA only wanted to portray the character rather than the person. An 
example is Leela. The facial features are poor, but her <costume fits 
her character(knife, wearing skins). 

If you want the idea of the character then get these. If not, 
try Fine Art Castings. 

Miniatures Review: Ice Warriors #9509 

This set features two Ice Warriors and their commander. 

The idea of the Ice Warriors is well represented in their costumes. 
Since there are no facial features to construct, the miniatures have a 
better appearance. 

I liked these miniatures and at $4.50, these are worth the money. 

The Master (Supplement) Review By M. McMillan 

Although this was my first supplement to see I must say I'm very 
disapointed with it. The artwork is nothing more than a carricature 
of the person(s) they are trying to draw in most cases and photos are 
not used as well as they might have. 

One thing constantly irks me about FASA and that is this desire 
to make up fabrications about the characters in the series. I'm not 
interetested in what the writer's PC has discovered during his encounters 
with the Master!; interesting to note that he is always acompanying the Rani 
during these stories) or any other lies that the writer feels makes a 
good read, most of them out of character for the Master. 

The Supplement also keeps re-stating what it has already said, 
even the artworkCl counted one picture 3 times!). The set contains two 
books: 1-62 page book for Gamemasters and a 16 page book titled "CIA 
Extracts" for PCs' data banks. 

The book also contains many inacuracies for the facts that do 
concern the TV show such as leaving out "The King's Demons" and "Planet 
of Fire" in the TV show listings, even though they are constantly 
refered to throughout the book, perhaps more than any other story. 

I think I may buy one more FASA supplement (Looking forward to 
"The Sontarans" supplement) and if FASA doesn't drastically improve 
these supplements I shall not be buying any more of them. 



TIME MEDDLERS ISSUE #2 - PAGE 12 



47 



Reviews/4 

MINIATURES REVIEWED By Steven E. Dieter 

m O 1 ? #9506 

The two sets go together to form a small band of militiamen. 
The Brigadier sports his cap and a baton while Benton carries a pistol. 
The four troopers carry SMG's with two wearing belts* 

#9507 . ■: 

The one PC looks as though he is wearing some sort of Hallowe'en 
costume ,with a jacket with diamond patterns on it. The second appears 
to be wearing a pendant, while #3 has a tall hat, cloak and sword, 

#9508 

Three querillas sporting weapons and helments. 

An Ice Warrior commander with two soldiers, 

#9510 • 

The first is tall and feminine. The second sports a long cloak while 
#5 props himself up with an umbrella, 

#9511 

Delgado's Master looks on while a wonderfully crafted Davros orders 
a Dalek. 

This set features K9 and what appears to be the first Romana and 
perhaps the second as well. No positive identification has been made yet, 

#9515 

The first PC is wearing a suit and carrying a Teddy bear in one 
hand and a pistol in another. Number two is in some sort of old military 
uniform and carrying a ghetto blaster(Are you serious Steve, -Ed?). The' 
third is wearing gloves and using a sonic screwdriver, 

■PI Uh t • • * - , - - • r jamm niytm vm kkmm^^m'' 

One of the Sea Devils is carrying a weapon while the other two are 
standing in exactly the same postion. 



I have only three complaints about these miniatures: 

#1: The Daleks have 56 sensor globes instead of 52( according to the 
Severn House DW Technical manual). 

#2: The fdLcial features are extremely poor. The costumes, in most cases 
are recognizable. Perhaps they could be improved. 

#3: How would Gallifreyan Time Lords know about Teddy Bears and Ghetto 
Blasters without actually having gone to Earth? 

I would probably rate the sets a 6 to 8 out of 10, depending on the 
quality of each set. I rate the FASA Daleks as an 8 out of 10. 
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FOE FILE #1: THE DESTROYER Created by nark McNillan 

The Destroyer has got to be one of the most powerful rengades that 
the PCs are ever likely to encounter. 

This Time Lord was once a follower of the cult of Morbius when 
Korbius attacked Karn to get the elixir of Life. It is rumored that 
Morbius held him in high regard but this has yet to be confirmed. During 
the final battle of Karn against the Time Lords and their allies the 
Destroyer(as he was nicknamed due to his habits of shoot-f irst-ask- 
questions-iater attitude) was badly wounded by stazer fire. He managed 
to make his way back to the TARDIS where he regnerated for the last Time 
in his Zero Room. 

However the regeneration was a failure and it would become even 
more increasinly unstable until finally the Destroyer would die in about 
a year(a short time to Time Lords). But it was unlike the Destroyer to 
give up quite so easily.... 

Before the Time of his death the Destroyer managed to build a very 
sophisticated life-support system out of the multitude of resources 
available throughout the universe. His suit was a type of metallic frame 
covered in rubber (his suit). For his outfit he choose a combination of 
white/black with a grey cape. On his cheast is mounted a small control 
unit. His right arm is detachable (hook) to reveal a very powerful 
blaster concealed beneath(it has its own control setting along the arm). 
Inside his head contains the only remaining living area: his brain. The 
mask protects his brain and would likely destroy him should it be removed 
or destroyed. 

He can breath in any anvironment via the respirators which adapt 
to any conditions. His eyes are perfectly attuned with infra-red if 
needed. He does not have the feelings of touch and taste(but does have 
smell). He also has no need to eat* 

Inside his upper torso is a small re-char able power system, this 
runs his entire systems. Once charged up fran the Destroyer's TARDIS 
for an hour this system will run his for a week f Provided he doesn't 
use his blaster which subtracts an hour from each shot. 

The Destroyer's TARDIS is a Type 40 Mark II t the same model as 
the Master's and is in perfect working order. 

The Destroyer hates all Time Lords for doing this too him and he is 
no longer a follower of the cult of Morbius. He has basically two 
motives: revenge against the Time Lords and conquest. 

The Destroyer is very boastful and self-confident. He has a genera 
dis-agreeable personality but can be pleasant if he so desires. He 
rarely makes alliances and kills people who are of no further use to him. 
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Destroyer/2 



The Destroyer is servced by the mercinary Ogrons whom he promises 
wealth from his plundered planets which he has been able to pay them 
because he has been doing alot of that lately. 



THE DESTROYER Character Data Sheet 



APFERANCE : N/A Age: 1*500 No further regenerations possible. 
PERSOANLITY:. Boastful* Tempormental , Snobbish* Patient 

SKILLS: "This is up to the Uamemaster although it should be remembered 



that he has a computerised memory bank* a mechanical body, etc. 
Two skills which remain constant between GMs are given below. 
Keep in mind also that he has alct of experience and knowledge 
with him. 

Built In Blaster: VII* 
Infra-Red Range: 100 metres 



*The blaster detracts an hour's worth of energy from the power 
packs and causes 5D6 + 2 damage. It is of the Destroyer's own design. 

Picture of the Destroyer on next page. 



EDITOR'S NOTE: So concludes the first segment of "Foe File 1 ', a new regular 
feature in "Time Meddlers". If you've created an interesting enemy of 
any sort j be it a renegade Time Lord or an alien race then send it in 
and we'll put it in*a future column* Please do not flood me with 200 
renegade Time Lords, if you have created a ^renegade, make sure it is 
something new and original. Just a reminder that submissions are 
always wanted for any part of this ' zine(hintA- hint!) 



STR: VII 
END: VI 
DEX: V 



CHA: III 
PINT: VII 
INT: V 



MAX OP END: 42 

WOUND/FATIGUE HEAL: 6(each) Note that the 
Destroyer never gets tired until 
batteries run down. 
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For 1 Your DWR. : '. 



Sub^sssion^ f or this column ar 
. a q ] c i m e „ y ou s v e d o n e s o m e t. 
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GAMEAIDS Ml DISEASES AND INFECTIONS ON ALIEN WORLDS 

Landing on alien worlds can be risky at times and one of the things 
which may happen to appro adhing PCs is that they could catch some sort 
of alien infection or disease. Below I present some charts which GMs 
could use if they want to trhow in a "extra" to keep the adventure 
interesting. The adventure could stay for the rest of the adventure 
and, of course, the PC should(most times)know of someplace to find a 
cure. Perhaps the search for a cure is an adventure in itself? 

Use of this system is easy. Gamemasters should t at the source of 
contact to get the infection, roll on Chart A with a 1D6. If you are 
refered to another chart roll on that chart until you get an answer. 

This system is designed only to provide an added twist to the 
game and make play that much more interesting. Some of the effects of 
these charts aren't the best and GMs may wish to substitute the present 
infections for more interesting ones. 

This system is also a great way to get back at Players you don't 
like . . ■ m 

A: MASTER CHART 
Die Type 

1 Instanity(roll on chart B) 

2 Nervous Breakdown 

5 Paralysis(see chart 0) 

4 No Effect 

5 Flagues(see Chart D) 

6 Weakness( loss of 5 Fatigue points throughout adventure-constant) 

B: IMS AMITY CHART 

Die Type 

1 Meglomania( thinks he should be party leader, etc) 

2 Hal lucinations( periodic) 

3 Cleptomania( compulsion to take anything whether they want it or not) 

4 Vegetable Mentality for LD6 days 

5 Criminally Insane(enjoy youself GMs!) 

6 Hallucinations(assosiate something for something else always) 

C: PARALYSIS TYPES CHART 
Die T ype 

1 Legs immobile 

2 Can't speak 

3 Arm(s) immobile 

4 Temporary Blindness 

5 Temporary Deafness 

^ * Tr > fee 11 '" ^ in ar m ^ /1 * ft R^ 
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Diseases 2 



D: PLAGUES CHART 

Die Type 

1 Bubonic Plague 

2 Insanity(roll on Chart B) 

3 No Effects 

4 Paralysisfsee Chart C) 

5 GM's pleasure 

6 D e ath after 5 hours unless cure is found 



Here is a chart of some interesting ways to die, use of this is up 
to GMs. 

E: DEATHS 
Die Type 

1 Slow and agonising(GM choice) 

2 quick and easy(GM choice) 

3 Spontaneus Human Combustion 

4 Body temperature drops and you freeze 

5 Brain explodes(yuck ! ) 

6 Dehydration 

By Mark McMillan 



CLASSIFIEDS 



WANTED: Someone to trade videos/audios(including Audio-Visuals) with* 
TIME MEDDLERS: Needs submissions for the March 1987 issue. Deadline 

is Febrary 1, 1987. 
CAHNIVAL OF CREATIONS: A Robert Holmes memorial fanzine is being formed. 
Contributions of artwork, articles, reviews, e t tc are needed. 
NEUTRON FLOW: A DW audiozine needs submissions. Read your articles on 
a cassette tape, leaving 10 seconds between individual articles, and we 
will mix them on this fanzine. 

EXILE: A thiijd Doctor fanzine needs submissions. This will be a one-time 
special. 

Send all of the above care of: Mark McMillan, 289 Sirocoe Street, 
Prince Albert, Ontario, LOB 1P0( Canada). 
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FASA PRODUCTS 

Below is a list of FASA products accurate until September 30, 1986. 
Thanks go to Steven Dieter for compiling this list. 

Note that the second number in the Stock # indicates what the item 
is: 1 is Supplement, 2 is Module, 5 is miniatures. The basic Game is 0 
and the books are #89—* 

Prices are not given as they differ by store and country. But 
generally (in Canada) the Supplements are $15, the adventures are $10, 
and the Miniatures are about $5 to $8 depending on how many. 

#9001 The Doctor Who Role Playing Game 

#9101 The Daleks 

#9102 The Master 

#9103 The Cybermen 

#9104 The Sontarans 

#9201 The Iytean Menace 

#9202 Lords of Destiny 

#9203 Countdown 

#9204 The Hartlewick Horror 

#9205 The Legions of Death 

#9206 City of Gold 

#9207 The Warrior's Code 

#9501 The Five Doctors 

#9502 Companions Set #1 

#9503 The Daleks 

#9504 The Cybermen 

#9505 The Brigadier and UNIT Troopers 

#9506 Sergeant Benton and UNIT Troopers 

#9507 Male Player Character Time Lords 

#9508 Temporal Marauders 

#9509 Ice Warriors 

#9510 Flayer Characters Set #2 

#9511 The Master, Davros and Dalek 

#9512 Companions Set #2 

#9513 Player Characters #3 

#9514 Sea Devils 

DUE OUT FOR OCTOBER: Two Solo Adventure books 

#8901 Doctor Who and the Vortex Crystal 

#8902 Doctor Who and the Rebel's Gamble 



ED'S NOTE: Why does FASA release more Mini at ures( their worst product) than 
anything else? I, for one, would rather see more modules than 
anything else and I hope the two Solo books prove good. 
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ED'S NOTE: "The Cybermen", 
"The Sontarans", "Warrior's 
Code' 1 and "City of Gold" 
are not available in Canada 
as I write(Mid-October) . 



; 3 
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LETTERS TO THE EDITOR 

"Dr. Ruth, I have this problem " (Whoops! Sorry, wrong letter*) 

"What exactly is the job performed by the Editorial Advisor?" 

Don Ferguson, Editorial Advisor 

(frou've started early today, Don, Well for those of you who want 
to ask this question I 1 11 answer it right now. The Editorial Advisor 
is basically what could be called "Assistant Editor", only with less 
power. He advises me on what would make good articles to include, 
the format of the *zine and column headings, etc. He would also 
take over editorship if I go away for a while(Oh, God!). I hope this 
has answered your question, now why don't you get busy and do something 
instead of worrying about Nimons!)) ((On to serious letters....)) 



"TM was rather good; job well done for a prototype issue. I must 
admit that "Deathworld" was not the most original of modules, but I'm 
sure things will improve as time goes along." 

Michael Dawber, Glass Wind Editor 

multitude of thanks for your comments, Mike. Yes I too must 
admit that 'Deathworld' was unoriginal - it was all Don's fault really! 
just kidding D. ! - As I've said, I'm exhausting my creative energies 
and the only way TM is going to get better is with our reader's help 
and submissions.)) 

"I finally saw "TM" and actually, I liked it, although the maps were 
ludicrous. I really liked the computer-generated art, and the module 
was fairly good, if not a little vague. I rather like the idea of 
'adapting' the original teleplays(FASA is restricted by copyright). 
The Gameaids section was interesting - I would recommend a similar article 
in 'White Dawrf #80'. I'd love to join Don Ferguson's club but the 
price would have to be lowered before I do! I'm also curious as to 
whether my favorite character ever in DW is included in the club's 
limits - Proctor Neman from "Keeper of Traken"? 1 * 

Ben Hakala, R.S.P.C.O. Organiser 

((Thanks for your comments. Don Ferguson replies to that last comment:)) 
(${i Ben. You want a humanoid life form to be in the same catagory 

as the Nimons? HA! I'm sure you'll agree that there is nothing like 

the Nimons )) 
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MINI SUPPLEMENT #1: THE DQMIHATORS AM) QUARKS 

Written By Zen Faulkes! 

In this, the first "Mini -Supplements" column, writer and Gamemaster 
Zen Faulkes take a look at one the second Doctor's enemies, The Dominators 
and their robots, the Quarks, Future submissions are always welcome! 

THE DOMINATORS 

"They're a bloodthristy lot, these Dominators, aren't they?" 

-The Doctor 

HISTORY: 

Early in Galactic history, the race that became the Dominators 
developed advanced technology - technology more than sufficient to 
launch them into deep space. A highly agressive and merciless race, they 
set out on waves of conquest from their home planet(The name of which is 
unknown at present). With their robotic Quarks serving as shock troops, 
they quickly expanded their base of power over many less advanced planets. 
It was around this time that they took the name of the Dominators* 

Their invasions continued, until they were by far the most powerful 
force in their home galaxy. They even referred to themselves as T, The 
Masters of the Ten Galaxies" - a blatant overstatement, as they only had 
a few outposts and preliminary expeditions in nine of them. 

But the Dominators made preperations to send war parties on major 
invasions of other galaxies - Mutter's Spiral amoung them. In doing so, 
they required slace labour for their home" planets to free Quarks for 
missions of conquest. This was usually acomplished via a small expedition 
landing on the prospective planet, then evaluating the native race for 
suitability for slave labour. Should a world's populace prove to be 
unsuitable ( as was decided of the planet Dulkis), the Dominators were more 
than willing to destroy the entire world, using it to reful their fleet 
in the process. (Fortunatly Dominators Toba and Rago were thwarted on 
Dulkis by the Doctor) 

The history of the Dominators after this attempt at pushing into 
other galaxies is sketchy. What IS known is that they did not succeed. 
It is more than likely they encountered a superior fighting force or 
forces. Prime candidates are the Sontarans(for their love of personal 
combat, which Dominators dislike) or the Movellans (their knowledge of 
robotics probably more than sufficient to put the Quarks out of action). 
This ended the Dominators* dreams of TRULY becoming "Masters of the Ten 
Galaxies'! . 

Even so, it is almost impossible that the Dominators have been 
defeated as utterly as many would like to believe. No matter how 
severely they have been set back, the Dominators will continue to pose 
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a threat to almost any civilization less advanced than their own. 

PHYSICAL CHARACTERISTICS: 

Superficially, Dominators look very much like large humans - VERY 
large humans. Dominators are tall, averaging just over 2.5 metres in 
height. They are also very strong and muscular, owing to the higher 
than normal gravity of their home world. In addition, the armour they 
wear is designed to make them appear even larger and more impsoing than 
they already are. 

Internally, however, their organ arrangement is radically different 
from humans. Like Gallfireyans , members of the Dominator race posesses 
two hearts. 

Lastly, Dominators, all Dominators, by some evolutionary fluke, have 
green eves. 

MANNER : 

It is important to note that not all members of their race are called 
Dominators. "Dominator" is a title that is very much earned. A success ful 
Dominator must carfully temper the natural agressiveness , callousness, 
and ruthlessness of his race with high intellegence , detachment, and 
pragmatism. Even so, Dominators often retain their instinctive tendancies 
tword destroying any obstacle on the slightest of pretexts. In fact, 
Dominators often say that they only respecf one thing - superior force. 

This is, somewhat surprisingly , true , They are not foolish enough 
to engage in battle without a chance of victory(even if it is an 
extremely slim one). Enemies which do not pose a threat are ignored 
or enslaved. Those which might pose a threat to the Dominators are 
avoided or, more preferably, destroyed as quickly as possible. 

While they are highly intellegent, Dominators are extremly literal- 
minded. They have little intuition and are completly unimaginative. 
Imagination is, in fact, the usual quality which distinguishes Dominator 
leaders from their subordinates. 

In dealing with others Dominators do not negotiate. They 
command #nd expect others to obey their orders. Defiance, especially 
from "inferior" aliens, is taken as a personal insult and is likely to 
provoke swift and violent retribution. Similarly, failure in front of 
aliens or merely beinp; contradicted, is considered humiliating. 

Curiosly, as belligerent as Dominators are, they prefer not to 
involve themselves in direct physical fighting . They do not carry personal 
weapons of any sort and are unskilled in unarmed: combat. Rather, they 
prefer to order about their Quarks for such purposes. 

Dominators are always accompanied by a large number of Quarks. The 
exact ratio is unknown, but is seems to average about twelve Quarks to 
one Dominator. Two to four Quarks are usually in the Dominator 1 s immediate 
presence. This fact has caused some Gallifreyan scientist to speculate that 
the Dominators' race has developed some psycological need to be surrounded 
by robots. However, this remains mere speculation. 

While teams of Dominators have been known to quarrel - often bitterly - 
amoungst themselves, this is the exception rather than the rule. Orflinarily 
such teams work together with ruthless efficiency, scientific detachment, 
and military precision. 

SPECIAL KNOWLEDGE/POWERS a 

The most unique feature of Dominator technology is their discovery 
of a method to absorb and store large quantities of hard radiation as a 
power source. This is done by landing on a prospective planet where the 
crust is thinnest. A series of bore holes are drilled into the core either 



TIME MEDDLERS ISSUE #2 - PAGE 21 



56 



Dora. Supp./3 



by Quarks or local slaves. Rockets are then launched down the holes to 
create a local volcanic eruption. This is followed by the implantation 
of a small atomic fission device, carefully placed to blow the planet to 
irradiated smithereens. The radiation released can then be harnessed 
by a waiting Dominator fleet. 

While clever, this not a terribly efficient energy source, Conserving 
power is a prime concern for any landing party. The use of Quarks for 
combat, drilling and so on uses up the avialable energy fast. 

STATISTICS: (AND GM INFORMATION) 

Dominators wear two types of body armour. One (treat as leather) 
covers all the body except the head and hands. The second, worn over 
the first as a sort of vest, protects the front torso, upperback, 
shoulders, and rises to the neck and back of the head. (Treat this as mail 
armour) 

Dominators do not carry personal we-pons, but will always be 
accompanied by at least six Quarks. The more common ratio is about 20 
Quarks per Dominator. 

Dominators will undergo great stress when their Quarks are not present. 
Reduce all skills by one level for each 48 hour period when their Quarks 
are not present, down to level II. 

Name: DOMINATOR FLEET LEADER 

Attributes: STR: V CHA: V 

END: VI MNT: VI 

DEX: IV INT: IV 

"Combat Statistics and Signficant skills: 
AP: 7 

Unarmed Combat, Grappling: III 

Administration: IV 
Climbing: III 
Engineering, Any 2: IV 
Leadership: V 
Military Science, All: VI 
Phsyical Science, Any2: V 
Social Sciences, Any 2: IV 
Space Sciences, all: V 
Technology: 

Astronautics: V 

Force Field Systems: V 

Any other $: III 
Vehicle Operation: 

Spacecraft: V 
Verbal Interaction: 

Negoti ati on/Diplomacy : IV 

Ordering/Bullying : VII 



Name: Dominator(Solider) 

STR: VI CHA: IV 

END: VI MNT: VI 

DEX: V INT: II 

Combat Statistics and significant skills: 
AP: 10 
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Unarmed Combat, Grappling: III 

Climbing: IV 

Construction: V 

Earth Science: 

Geology: VI 

Any 1 Other: III 

Engineering, Any Three: IV 

Leadership: III 

Medical Sciences: 

General Medicine(Human) : III 
Fsycology: I!I 

Military Sciences: 

Ordinance Con. /Repair :IV 

Small Uiiit Tactics: V 

Psyical Sciences: 

Physics: V 

Any One Other: IV 

Space Sciences, Any Two: V 

Technology: 

Astronautics: V 

Force Field Systems: V 

Any 5 Other: HI 

Vehicle Operation: 

Spacecraft: IV 

Verbal Interaction: 

Interrogation: V 

Ordering/Bullying: VI 



* * * * 



QUARKS 

"They're not much quid without thare Quarks, are they?" 

-James Robert McCrimmon 

PHYSICAL CHARACTERISTICS : 

In contrast to their masters, Quark- are quite short: about 1.5 metres. 
They have two squat legs, a rectangular body, and two built-in "arms" 
which fold in' flush with the body when not in use. The arms are equipped 
with computer hook-ups, some sensors, ultrasound weapons and molecular 
force units. This is topped off by a spherical head with several spikes 
projecting from it. Although the back of the head looks the same as the 
front, Quarks can only see in the direction their "arms" are facing. 
Quarks 1 sight borders on tunnel vision. 

Quarks constantly emit a high-pitched, oscillating sound. They 
speak in a similar voice, described variously as sounding -like a lunatic's 
giggle or a computer's imitation of a small child, 

MANNER : 

Quarks are incapable of almost any independant action; they will 
unquestioningly obey the orders of the Dominators. If the situation is 
changed so that the original order is no longer valid, they will remain 
inactive, only requesting new orders from their leaders. 

If they receive conflicting orders Quarks will merely defer to the 
senior Dominator. 
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SPECIAL KNOWLEDGE/POWERS: 

In addition to their weaponry, the Quarks are equipped with molecular 
force units - a form of directional force field. Molecular force can be 
used to bind one object, person, etcetera to another - a wall for example. 

This process rapidly expends energy and the range is limited. Quarks 
however do not have any other means of manipulating objects • 

STATISTICS (AND GM DATA): 

The maximum effective range of Quarks' molecular force units is 4.5 
metres, and they will operate for 2D6 minutes before recharging is 
necessary. Quarks' donic rifles will function for 1D6 minutes in full 
combat situations and another 1D3 minutes at reduced power. At these 
lesser levels, take 2D6 off the amount of damage given. 

The skill level in Small Unit tactics refers only to the Quarks' 
operation when they have simple been comanded to seek and destroy an 
enemy. When they are given more specific orders they assume the skill 
level of the person they are receiving the orders from. 

Use STR of Level VII in judging the use of molecular force. 

Name: QUARK 

Atrributes: STR: II GHA: I 

END: VII MNTs; I 

DEX: III INT: I 

Combat Stats and Significant skills: 
AP: 6 

Armed Combat, Hanged: 

Sonic Disruptor Rifle: V 

Molecular Force Units: VI 
Military Science: 

Small Unit Tactics: III ( I rid ep end ant Operation) 
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SUBMISSION GUIDELINES FOR "TIME MEDDLERS" November_1^86 

Below are the submission guidelines to keep in mind when submitting 
for this fanzine* These will be permanent, any changes will be included 
in a future issue. Remember that submissions are always needed and wanted. 

1. Artwork: No larger than 8}£ by 11 inches(21 X 27 cm) and we reserve 
the right to shrink artworkf although this will almost never happen). 
Any size artwork is acceptable. 

2. Artwork is to be in black and white only, so that it comes out 
good in photocopying. 

g. People submitting title pages for an issue get a free copy of that 
issue if it is used, if v;e don't use it then you will not receive 
a free issue but it will be included elsewhere in the issue. 

4» If drawing a title page be sure to lewve at least a 1cm space at 
the top(title pages must be 8# X 11 inches). This space is used 
to type the issue # and other information such as the title. 

5. Adventures^ Adventures for "Time Meddlers" can be no larger than 
?0 typed pages(which equals about 35 hand-written). If necessary 
you can make the adventures larger but they will have to be divided 
up between issues. 

6. When submitting adventures try to be original as possible. If you 
are going to steal scenarios from other mediums such as TV, books, 
etc then be sure to add enough twists and turns to keep the adventure 
both interesting and to prevent players who have seen the show or 
whatever from saying ^Well, in the show the Doctor did this..." 

and being right every. time* 

7 . When writing make them as clear as possible, convey your ideas as 
best as possible. 

6 Gameaidsj^ When submitting Game aids make them as clear as possible. 

Gameaids can be on any topic from the practical side of Gamemastering 
or Playing(such as "Addendum On Energy Weapons" by Zen Faulks, #1) 
or to the dramatic side(such as "Diseases and Infections on Alien 
Worlds" by Mark McMillan, #2). There are no length limitations, 

?« Advert s? v Advertising in "Time Meddlers" has two forms: Classifieds 
and Buying Space. In classifieds words are used exclusivly but in 
buying space you can put anythii^g you want in that space( provided 
it meets length limits and is in black and white). 

10. Classified ads are 82.00 for the first 15 words and 50 for each 
additional word. 

11. The following sizes are available for "Buying Space": 8}£ X 11 for 
$15.00 or 4 X 5 for $5*00. Payments made to the editorial address 

for both and cheques/money orders to Mark McMillan, no foreign cheques. 
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Please take the time to complete the survey below by answering the 
questions on a seprate peice of paper(plain, lined, toilet - not used, 
anything ledgible) and send it out to the editorial address. Only with 
your participation can "Time Meddlers" get better, 

1) How many issues of "TM" have you bought? 

2) 0n the whole were they: (a)pitiful t (b)poor, (c)fair, (d) above-average , 

(e) good, (f)excellent f (g)the finest thing you've ever read. (Ed's 
note - if you answered (g) you are lying! ) 

3) What is the weakest area in "Time Meddlers 11 ? 

4) What is the strongest area in "Time Meddlers"?, or has it got one? 

5) What is you favorite feature? Why? 

6) What is your least favorite feature? Why? 

7) Is the cost of "TM" : (a)expensive , (b)good price, (c)acceptable price, 

(d) value for money? 

8) Is the size of each issue: (a)rainisoule , (b)a bit too small, (c)perfect 

size, (d) value for money? 

9) Would you pay more for a larger issue? How large would you make it and 

what would you charge if you had control? (Please be realistic) 

10) Do you think "Tm" should be released more regularly? Would you settle 

for a smaller issue if it was refesed more or a larger issue if 
it was released less(say, bi-annual)? 

11) Do you read the reports of the Editor, Editorial advisor and Distributor? 

Are they any good? Are they too long or too short? Any comments? 

12) Would you like to see more or less or the same of the following features: 

(a)Gameaids f (b)Adventures, (c)Classifieds, (d)Reviews, (e)Artwork, 

(f) GM Scenarios, (g)Foe File, (h)DWRPGNet, (i)Editor, Editorial advisor, 
Distributor Heports? 

13) Should a short(4 pages) fiction piece be entered? 

14) What features, if any, would you like to see sucked into E-Space? 

15) What features, if any, would you like to see added(we want suggestions)? 
16jHave you contributed yet to "Time Meddlers"? If not, why not? ** 
17;Finally, thanks for participating in the survey. Do you have any final 

comments to add? 

**This question is optional but we would appreciate an answer if you want 
to give one. 



NOTES: POSTIONS ON THE TIME MEDDLERS STAFF AY AIL ABIE! 

We need two new editors for our two new fanzines. We need an editor 
for "Time Meddlers Supplements" (run along the same way as FASA supplements 
only shorter and more factual) and an editor for "Time Meddlers Full 
Adventure Series" which features 30-50 page adventures. Each issue is 
to be released thrice yearly , but other than that editors are given 
complete control. Send your resume to the Editorial desk. Enthusiasm is 
all that is needed! 
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OVERVIEW OF TIME MEDDLERS ISSUE It2 (VOLUME 1, ISSUE 2) - NOVEMBER 1986 



• This second issue is labeled as "Vol. 1, No. 2" on the cover, as well as 
"November 1986". Inside, Editor Mark McMillan announces this as the "first" 
issue, and that the prototype issue did "surprisingly well". 

• The cover features artwork of the renegade Time Lord known as the Destroyer, 
who is featured in the Foe File article inside the fanzine. 

• Cost of the Issue #2 was $2.50 (Canadian), $2.75 (Canadian) to the US, and 
$3.50 (Canadian) for airpost (to other countries). 

• The fanzine announces that Time Meddlers is produced "Tri-annually" in 
March, July, and November, with the target release date being the first of each 
month. It seems that these dates were not actually met judging by the dates on 
the covers of future fanzines (which identified times of year rather than months 
for publication). 

• Starting with this issue, every article in the issue is given a number for cataloging purposes (ex. Game Aids #2, 
Adventure #3, etc.). The issue also introduces a new featured called "Foe File" which features a new villain or 
monster for use in games (the first featuring the Time Lord named the Destroyer, as previously mentioned). 

• The Ed-Visor's report is written by "Don Ferguson" bringing some levity and jokes to the fanzine. Nimon jokes 
seem to be the standard for the alter-ego of Mark McMillan who penned the pieces. 

• The Game Aids article focused on "Diseases and Infections on Alien Worlds". 

• The fanzine featured the start of the "Doctor Who Role Players Network" (aka DWRPGNet) which was coordi- 
nated by Michael Dawber who also edited the Doctor Who RPG fanzine called Glass Wind. The network was in- 
tended to allow Doctor Who gamers to trade RPG goodies (adventure modules, rules, ideas, etc.) with one an- 
other to enhance their games. Dawber gives credit of the idea to Steven Dieter. 

• The fanzine features a number of reviews of FASA Doctor Who choose your own adventure books including 
"Crisis in Space" (not recommended) and "Search for the Doctor" (recommended). Other reviews include FASA 
adventure modules "Countdown" (recommended), and "Legions of Death" (highly recommended). Also reviewed 
are the FASA "The Daleks" supplement (worth it) and "The Master" supplement (very disappointed). FASA Minia- 
tures are reviewed including the Cybermen (aren't bad), Companion Set #1 (poor), and Ice Warriors (worth the 
money), as well as a brief overview of the other sets too (with some criticisms). 

• Zen Faulkes again contributes to the fanzine by presenting "Mini-Supplement #1" on the Dominators and 
Quarks. He is also listed as the temporary editor for the "Time Meddler's Full Adventure Series" which hopes to 
publish full adventures between 20 and 60 pages (also reported as 20 to 50 pages) long. 

• The fanzine presents a survey to be filled out and returned about what readers would like for future content. 

SUMMARY: The second issue features a good mix of helpful contemporary reviews, a FASA RPG checklist, and use- 
ful content for gamers to use. The Dominator and Quark article is a standout, and the diseases and infections 
charts are fun to use. The issue suffers from the lack of an adventure module, but this is not entirely surprising 
after the announcement that the fanzine's team hopes to release a series of adventure modules that stand alone. 
The cover artwork is a bit primitive, but of standard quality for fanzines of the era. An improvement over the first 
issue. 
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Issue Three — Spring 1987 
Volume One, Number Three 

$2.50 inside Canada 
$2.75 to the United States 
$3*50 overseas airpostage 
$5 .00 for Special Delivery 
costs inside Canada 



INSIDE: More on the Quarks, Adventures, Supplements, Foe Files, and more! 
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articles by some of the people who have contributed to TM in 
our first year. Regular Size and Price. Planned premier is 
at Toronto's Who Party 9 in May* 
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This is it! This is the third issue of the DWRPG fanzine, "Time 
Meddlers 11 . I'll skip my boring comments and just say: ENJOY WE ISJLUE! 
I have some news to get on with: 

Gary Fedretti will be co-ordinating the US version of the DWRPNet. 
His first column is inside. Michael Dawber still would like to hear 
from some Canadians! 

Zen Faulkes! will be editing the new "TM Periodicals" segment. The 
first release is called "Army of the Cybermen". No release date has beer; 
planned and the adventure promises to be superb. 

Intervention is another fanzine dedicated solely to the DWRPG and 
is edited by a Michael Hopcroft . Send a SASE or an SAE and International 
Reply CouponC available at your post office) to Michael for information 
at: Michael Hopcrof t , 2190 V. Burnside #108, Portland, OR 97210 (USA). 
I've seen a copy of his 1 zine and it is excellent. Although its not as 
long as TM or as good( although I'm biased!) it still is quite good. It 
seems TM can no longer advertise as "the world's only DWRPG fanzine", 
and we are glad of it ! 

A man has locked himself in his house. He is armed and dangerous and 
threatens to kill if anyone enters. However, he has no hostages and 
the Police are not paying attention to him.... 

Police have fired 25 warning shots over the heads of rioting 
demonstrators in downtown Toronto. Not one of the demonstrators was 
injured but the bullets killed 20 people on second storey apartments... 

A Scotsman wearing a kilt got a nasty surprise while standing in 
the lamp department at Sears when a stockboy went around to change the 
lightbulbs (think about it). 

Doctors have reoported a cure for boredom however no-one is getting 
very excited about it.... 

And that concludes our look at the news. Until next time remember 
that a typo in the editor's closing line form last issue can be really 
embarassing. (The "three" should be "tree") Here is a more deep 
closing line. . . . 

"The story of life is a wink of an eye,' 
the story of love is hello and goodbye, 

until we meet again ,r , 

(Jimi Hendrix, 1970) 



Mark McMillan, Editor 

And so concludes our shortest editor's column to date. We must be 
grateful for small nercies. 

By the way, I'm sorry if column headings don't turn out. Starting 
next issue I have a plan to correct this problem! Sorry for the inconvieni :nce 
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And now, here with another of his award-loosing reports, here he 
is — Steven Dieter!! ! ((Jrfell f we can't all win the 'Don Ferguson Award 
For The Preservation of Nimons' can we now? -Ed.)) 

Thanks and welcome to issue number three of the internationally 
acl aimed fanzine solely for the DWKPG, "Time Meddlers" . 

I would like to thank all those who purchased issues of TM in the 
past and I hope to hear from you again. All issues are still available 
and for orders of five or more send (in Canada) a SA&E or (outside of 
Canada) a BAE and International Reply Coupon. If you wish to receive 
information when the next issue is ready enclose a SASE or SAE and IRC. 
This helps cut down costs and gives you the first opportunity to buy 
the latest 11 TM" . 

I hope you have all filled out the survey on page 25 of last ish. 
If you have not because you don't have a copy of TM2, why not order it? 
Some of the results will be printed in the next issue so there is still 
time to respond although we always welcome comments from our readers. 

Ordering Information; 1. Cheques/Money Orders in Canada and only money 

orders from outside Canada. 
2. Gheques/M.O.s payable to STEVEN DIETER only. 
3* Payment in Canadian funds only, 
^. Sent to the Distributor's Address: Steven 

Dieter, 2130 - 9 th Avenue East, Owen Sound, 

Ontario, N4K ?H3 (Canada). 

Issue One (July 1986) : $2.00 inside Canada, $2.50 to the United States, 

S3 .00 overseas 

Issue Two (Nov. 1986) : 82.50 inside Canada, $2.75 from the USA, $3*50 

overseas . 

All prices can change on short notice but this would occur only 
in rare circumstances such as a postal rate increase (fa are? -Ed.)) or 
an increase in printing costs. You will usually be given an issue of 
warning of probable increases, 

I would like to comment on the quality of issues one and two if I 
may. ((Veil I think that's about all we've got time for today, tune in 
next time when..... Oh what the hell, go ahead. -Ed.)) 

Issue One's cover could have been better but it was alright for a 
prototype issue. The column headings were terrific, my congrats to 
Mark and Adam. Artwork was good (fr/e can always use more artwork! -Ed.)). 
The module was obviously written by the junior member of the duo(like a 
recently released Target book reviewed in DWM!). The scenarios were 
well thought out. I'd give it a rating of 7-75 out of 10. 

Issue Two's cover was as bad as issue one's (Don, do your artwork 
in pen and ink, not pencil!). (((Well I kept going out of the lines, Steve 
-Edvisor))) I think that Don Ferguson's space should be limited(Not to 
mention his space on this planet)! ((Agreed! -Ed.)) The DWEPNet was a 
very good idea and I hope it develops well. The gameaids were excellent. 

((Continued on page 6 )) 
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"A Shocking Report! w 
"Electric!" 

-Don Ferguson, your 
Edvisor 



THE DON FERGUSON REPQR' 



Welcome one and all to the third column of the "Editorial Advisor's 
Report". I do hope that you will not be disapointed and broken hearted 
when I report that I will NOT be guest-editor for an upcoming issue 
as was rumoured last issue* 

I had hoped to write a supplement on the Nimons for this issue but 
Mark wouldn't let me* ((A stroke of genius on my part I think. -Ed)) 
He said that "Mostly Harmless" would not take up enough room for a 
supplement. So I then went and asked his mom if I could do a supplement 
on the Nimons and she said "Harmless" would not make an interesting 
supplement. 

Fed up with the McMillans I went to Steven Dieter and asked him if 
I could do a supplement on the Nimons but he said "Mostly Stupid" would 
not make a very interesting supplement. (Cfou've given them too much 
credit! -Ed.)) Fed up with him I went and asked his mom if I could do 
a supplement on the Nimons and she said "Stupid" would not be a very 
good supplement. 

Fed up with both of them I went to Mark's father's brother's daughter's 
friend's sisters aunt's baby boy and asked him if I could do a supplement 
on the Nimons. He said "Waaaaahhhhhhhh! " which, when translated, means 
something like "modern permissive trends are disrupting the moral fabric 
of today's society" — I think. 

Still undaunted I went to my three year old sister and asked her 
if I could do a supplement on the Nimons and she said "Wahhhhhhhhhh! " 
which, when translated, means "Only If I can do the artwork". I did 
not agree to this because, in my opinion, she is far too talented. 

Finally I yelled out "FINE, I WON'T DO A FUNKING SUPPLEMENT ON 
THE NIMONS!". The church congregation hates me now. Next time I yell 
at him it is going to be in a private place — I'm going to sneak up 
behind him while he's at a urinal! ({ley Don, later on you and I will 
go to the men's room and have it out together. I'll show you how 
small you are! -Ed.)) 

But I still have other future enemies planned for inclusion in 
supplements including Erato, Gastropods, Drathro, Grams and Myrkas and 
more! Strike terror into your heart don't they! (Q: think he means 
the enemies folks, not the proposed supplements! -Ed.)) 

I have to hurry up and finish this column, I have a wedding to 
go to and I have to put on my Colin Baker tuxedo, so I'll hurry up. 

I have a problem that has been bothering me for quite some time. 
You know that when you read an article in TM you sometimes see a set 
of double brackets with a comment inside, always ending in "-Ed.)) " • 
My problem is that I would like to know who the hell ED is?!? I have 
a message to Ed — I'm going to find out who you are and stop you! 
I now have a new purpose in life (my last one was to convince the 
producer of Doctor Who to do a 14 part story titled "Trial of a Nitnon"). 
My latest theory is that someone opens the mail at the post office and 
writes these in. I've asked both Mark and Steve about this but all 
I hear is the phone receiver drop to the floor and laughter in the 
distance. I'm beginning to wonder if they are involved in the plot! 
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I'll keep you readers posted on ray findings! 

Something really strange happened to me today. ((Oh, you looked 
in the mirror? -Ed.)) 1 was up in the Himalayan mountains (I try to 
go there at least one time a year) and there were these glowing 
spheres chasing these fuzzy bears around 

I digress • Until next ti 



(OLadies and gentlemen we have bad news. In the middle of finsihing off 
his report we Have found that Don Ferguson has been shot! Apparantly 
someone has taken offence to the reports and has shot Don while typing 
it up. But, gentle readers, the news grows worse! It has also been 
reported that someone has taken the body. Yes, Don Ferguson has vanished. 
We will keep you posted but we can't promise that he is alive. We will 
give you a full report next issue and either an obituary or the gl&d 
news that Don is alive.)) 

(OLadies and Gentlemen we have bad news. For those who hove not yet heard, 
Don Ferguson has been shot. Nore details as they become available.)) 



THE DISTRIBUTOR'S REPORT 
(Continued) 

My apologies to all those who hated the miniatures reviews. I 
promise to never mention them again except in similarities to Don! 
((!-Ed.)) (((Not Funny -Don))) ((Oh, I liked it. -Ed.)) (That is an insult 
to the miniatures) ((True. -Ed.)) (My goodness, what alot of brackets) 

The Foe File was very good, the supplement was excellent and the 
survey was pretty good and well thought out. Rating 8 out of 10. 

Fly only criticism is with the column headings. If printed at the 
top of a page 5cm down(The Editor's Desk heading in particular) it would 
make the issue look better. ((JJhat, nothing about the horrid typing 

and spelling errors? You are far to kind, -ed.)) ({Steve: since you 
didn't leave off your report with a closing line or bit of wisdom or 
something I hope you'll allow me to close off your column. How about:)) 

I could get an army of Ogrons together 
and we could beat the crap out of Don 
and his Nimons, 

-Steven Dieter — your loving distrib- 
utor, passionate printer and 
amazing ad man 

(Ofou don't think I overdid it do you? Don helped me out on that one. 

I guess you'll leave with a closing statement next time, eh? -Ed and Don)) 
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M i c In a. © 1 D & w fe e r 
Gary Pedr-et-ti 
^Canada- T .' ,r ""> 



EDITOR'S NOTES : This issue begins the United States' version of the 
Doctor Who Role Player's Network , USDWEPNet, which will be run 
by Mr. Gary Fedretti* I urge all our American friends to write 
to Gary, if you want this network to get off the ground. 

THE UBDWHFMet 

Greetings from Onalaska! I have taken the resonsibility of being 
the co-ordinator of the DWRPNet in the USA. I will be running my network 
in the same manner as Michael Dawber in Canada, I wish to help gamers 
trade DWKPG materials across the country , so what I need from all you 
US DWRPGers is a list of: 

1. Modules you have written. 

2. Ideas for modules. 

J. Short supplements you have written. 
4. FASA DWKPG products you could obtain. 

All of these items could be for sale or trade* So why not drop me 
a list at this address: USDWEPNet , c/oGary Predretti, W7752 CTH ZN, 
Onalaska, WI 54650. Remember, this network is what YOU make it! 

Good day, Gary pedretti 
THE DWHFHet 

The DWRPNet - The Glass Wind, c/o Michael Dawber, Box 351, Station "A* 
Kingston, Ontario, K7M &R7- 



(tfiichael did not get a column to me in time for publication but I 
understand that he desperately needs to hear from more people! Why not 
help out? This Network is whay YOU make it! Apologies to Michael for 
not allowing him more time to get his column in.)) 
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EN FAULKES* HELF 



F OR GAMEM ASTERS 



THE QUIRKS OF QUARKS AND THE CYBERGONTRQLLKR 

Last time I brought you a supplement on the Dominators and their 
robotic servants, the Quarks. I've made a few additions to that since 
then, mainly on determining Quark damage and such. 

First of all, the understanding, jamming or repairing molecular 
force units require a skill roll in Force Field Technology versus a 
Level VI difficulty base. 

A hit made to the head of a Quark does additional 2D6 damage, if it 
succeeds in breaking the armour. The head, however, stops 1D6 damage 
points. Quarks' bodies, being metal, have an armour value of 3D6. 

If a Quark's MAX OP END falls below 12, or the Quark takes 30 or more 
points of damage at once, it may undergo a systems failure. Roll 2D6 
on the table below to determine the nature of the malfunction. 



Dice 


System Affected 


2 


Quark destroyed outright 
Sonic distruptor rifles 


3 




Sensors 


5 


Computer System 


6 


Communications 


7 


No failure 


8 


ID 6 permanent armour damage 


9 


Mobility 


10 


Molecular force units 


11 


Power link with ship 


12 


Keroll twice and apply both 



Destroyed: The destruction of a Quark will be relayed" to the Dominator ship, 

where an alarm will sound indicating the fact. 
Sensor: The Quark is in effect, "blinded" 

Computer System: Reduce the AP by 1 for each failure to this system- 
Armour Damage: Roll 1D6. From now on, the armour of the Quark will stop 
that many fewer -points of damage. For example, an armour damage 
roll of 4 to the head would give the head a new armour value of 1D6-4. 
Power Link: The Quark cannot re-charge. It will function for 4D6 minutes, 
provided it is not using weapons or melecular force. If either is 
used, the Quark will operate for these times: 2D6 minutes if molecular 
force is being used, and 1D6 minutes in full combat with ultrasound rifles 
(see last issue for further details). 

So much for the Quarks. That's th*. last you'll be hearing of them 
from me. Really! ! ((Oh, knickers. I was enjoying it too. -Ed,)) 

Now on to the second half of this article. Since FASA has not yet 
released their supplement on the Cybermen in Canada, I have a feature on 
the true leader of the Cybermen: the Cybercontroller. 

Name: CYBERCONTROLLER 
Attributes: 

(cont.) 



TIME MEDDLERS ISSUE #3 - PAGE 9 



70 



I 

Faulkes!/2 

STR: VI DEX: IV MNT: VII 

END: VII CHA: III INT: III 

Combat Statistics: AP: ? 

Armed Combat , Blaster Rifle: V 
Unarmed Combat, Brawling: III 

Significait Skills: 
Administration: IV 

Engineering all but Cartography): V 

Leadership: VII 

Military Sciences( all) : VT 

Physical Science: Computer Science: V 

Social Science: Political Science: III 

Space Sciences(all but Astronomy): IV 

Technology: Astronautics: V 

Computer Systems: V 

Cybernetics: VII (30) 

Electronics: IV 
Temporal Science: II 
Vehicle Operation: Spacecraft: V 

Temporal Vehicle: I 
Verbal Interaction: Negotiation/Diplomacy: III 

DUSTINGUISHING PHYSICAL CHARACTERISTICS: 

Cybercontroller is immediately recognizable from the others of hi.s 
race. He lacks the handle-like projections on the head seen on other 
Cybermen. The head itself possesses a rauchtigher "forehead" than other 
Cybermen. In. all other respects, however, the Controller does not 
differ in appearance from his fellows. 

BRIEF PERSONAL HISTORY: 

Unlike the Emperor Dalek, there is only one known Cybercontroller. 
The history of the Controller is largely an enigma. Whether his great 
intellegence was originally natural or whether it was cybernetcially 
enchanced is unknown, as is why he became the leader of the Cybermen. 
This history is further clouded by various interventions in the time 
line, both by the Controller himself and by outside agents. 

The controller has remained the hidden, but unquestioned genral of 
the the Cybermen since the creation of the Cyberrace, His known history 
began with his revival from suspended animation from the tombs of Telos. 
He and his revived compatriots were resealed into the tombs by the 
Doctor. They were buried permanently — or so the expedition thought. 

Cybercontroller did manage to escape eventually, and he resumed his 
control as leader, but his existance was one of the Cybermen' s most closely 
kept secrets. He was believed destroyed on one occassion . He was 
actually severely damaged which he was, given time, able to repair. ,.fter 
that he became more secluded than before, unknown to almost all. He 
may have remained so, except for an unexpected event: the capture of a time 
travel vessel. 

Cybercontroller relai.zed the importance of the thing, although he 
had no idea of its operation nor the laws of Time governing it. As a 
result, he attempted a major transgretion of the laws of time. He would 
use the machine to go back in history to 1986 Earth and stop the destruction 
of Mondas. 

The plan did not succeed, due to the twin mechanisms of the Doctor and 
the Cryons, and alien race on Telos. Once again, Cybercontroller is 
believed destroyed. 

((Continued on page 1 3 )) 
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HIIU-iUJVSIlTUHE £2: THE JAGOHDA SEQUENCE 
Written By Michael Dawber 

One thousand years after the death of Mestor, the Jacondans, now feh 
"jaacossans" , have transformed their planet back into a lush rain forest. 
To ensure that no foreign agressors would conquer them again, the current 
Master of Jaconda(now called "jaacos"), Jihiil, had a defense tower built 
deep in the forests, so as to hide it from invaders. The tow^r, four 
stories high, had a sixth generation computer at its apex, called ^Sol'uja 1 *^ 
This computer had absolute control over the mobilization and deployment of 
all defenses on Jaacos. However, the computer reasoned that if it could 
remove the organic componants of its defense, efficiency would rise 3^%- 
And so, it set out to do so....* 

FUKPOGE: 

The players' objective is to gain access to the Coluja tower, reach 
the apex, and disable it. They will find that trying to attack the wiring 
to wreck it will not do any good: its built in defenses are too powerful. 
The only reasonable option is to use the "Jaconda Sequence", a large 
series of numbers that will, when entered, flush Soluha's system, leaving 
its memory banks empty. This number is known to only one Jaacossan; the 
Master of Jaacos, Jihiil. He is trapped in the Boluja tower, kept there 
for the obvious reason that alone knows the code. Soluja has rigged the 
complex full of traps and is only keeping Jihiil alive because it still 
needs him to program things into itself. 

TOUCHDOWN IK THE TARDUS : 

The players 1 TARDIS will touch down on the planet registered as Jacor.Jn 
in the memory banks. A level IV galactic history roll will bring to mind 
the exploits of Nestor, and how Jaconda was devastated by him. They will 
see a placet resembling an African rain forest (TNP Earth) with strange 
sounds and small creatures constantly scurrying about. It Is about mid- 
morning, judging by the level of sun-light present. The players will 
immediatly notice the extremly damp and hot conditions, which may : 
precipitate a change of clothes. 

After wandering about for a short while they will hear the sound of 
an approaching aircraft. A few Jaacossans, dressed in graceful togas, 
will come running wildly through the brush, followed closely by a hail of 
laser fire. The craft will fly low over the Jaacossands, circle back and 
attack again. The players woll become targets almost immidiatly. There 
is little chance of shooting the aircraft down, and retreating to cover 
would be the best thing to do. If the players do hide( there are some 
shallow caves nearby), the plane will circle briefly and depart. 
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Quite accustomed to alien visitations, the Jaacossans will immediatlv 
begin a babble of "What are you doing here?", "Where did you come from?", 
"Can you help us?", "Do you have guns", etc. It will take them some 
minutes to calm down, at which time they will, if quest ioned( which they 
undoubtedly will be), relate the events mentioned in BASIC PREMISE. (PI ear 
ser* LANGUAGE ahd RELIGION sections). There is little doubt that the 
players will want to help the Jaacossans. There are four in the group; 
Tassi, O'ou(O-o-oo) , Ffcehetf ee-hee or phoebe), and Muo(moo-o); Tassi and 
O'ou being female and Fhehe and Mud being male. The quickest way to get 
to the tower would be by TAEDIS; alternatly, they can go by land if they 
wish, but it may become rather dull trudging through the undergrowth. 

EGHLbS POIHT: 

As the players approach the tower, they will notice that the sounds 
of the airplane can be heard in the distance. (If the rlayers went by 
land, it is the airplane getting the exact location for Soluja's robots 
to pick up the TARDIS. They will take it to the tower to nmke an attempt 
at examining it). Tassi will warn the players that the clearing in which 
the ooluja tower is situated is likely to be loaded with mines. A level 
VII intuition roll will warn the characters of a mine location site UNCE. 
(In fact the"' clearing has bombs set in a staggered pattern, th» mines beir.r 
separated from each other by 1 metre,) The players, if they have a sonic 
screwdriver, can detonate the mines at a range, but this will destroy 90 
of the clearing. Fhebe, a former defense worker, tells the players that 
the mines were put there to prevent invaders from entering the tower(The 
GM should feel free to make random rolls to see if any of the Jaacossans 
or players are 'blown up 1 )* If "they make it across the clearing, the plane 
will begin to fire. The door will take a few minutes to open, as the 
lock on the door will have to be very carefully removed. (It is opened by 
a portion of the Jaconda sequence, which the players have no way of knowir 
yet). The plane will have four oppertunities to shoot one of the charac' 
which should be rolled accordinglyCSee STATS). Once the lock is removed, 
the door will open and the players will be inside. 

SOLU JA : 

The tower door will slide shut again, Soluja's auto repir systems 
already fixing the damage done. The interior is richly decorated as any 
Jaacossan palace: gold, silver, tapestries, rich rugs, the works. ho 
air is not conditioned as the Jaacossans hate such things. 

From here on in the players will have to make their way up through 
the complex; Fhehe has a basic knowledge of the floor-plan, but not enough 
of one to be of much help. The GM has total reign on what may appear; 
all of the maintenance robots have been armed, and traps have been set 
everywhere. It can be emphasized that nothing in the complex may be as 
it appears; Soluja has not overlooked anything in its "efficiency improvement 
project". Electronic eyes are at all hall corners, and one is in every 
room. T&e GM can make it more difficult or easy, depending on the players 1 
experience or wishes. The Master of Jaacos, Jihiil, is in the top level 
programming chamber, strapped to his seat. It is from him that the Jacon^i 
Sequence can be learned, if the players can get him away from the computer's 
clutches long enough. (The Jaconda sequence is thus: 0,1 ,5 ,5,^,13 >S3 , 
1,0,-1 ,-S,-B,-3 and so on- It completes the cycle twice, the Jaacossans 
showing their love for the figure eight. See RELIGION.) 

STATS: 

The Jaccossans have all stats relativly the same, although variation 
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is suggested. 

STB: III END: IV DEX: VI CHA: V MKT: V IStllll 

Jaacossans do not have any set of "basic" skills but most have a 
very good knowledge of art, ie music, painting and a reasonable knowledge 
of such things as electronics and mechanics. The exact skills -ire up to 
the GM. 

The Aircraft - Coluja's aircraft have ranged weapons: Laser cannons at 
level VI, and Ranged Weapons: Machine cannon at level VX« 

Robots - The maintenance robots in the towers have been fitted with laser 
pistols, which the robot uses at Level IV. 

J AACOBSAN BACKGROUND : 

The Jaacossans are decended from bird-like ancestors and are a very 
ancient civilization (55 million years of recorded history). However, 
they evolved much slower than things did on Earth, still retaining many of 
their avian characterisitcs . All but a select few have lost their ability 
to fly; this power may emerge in young adults but will assuredly disappear 
at about twenty or twenty-one years of age. Their bodies have ndopted a 
vaguely human form. Their bones are still hollow, but they hove an 
increased musculature over humans of comparable size. Their bodies are 
still covered with insulating feathers, although these have been reduced 
to a very tiny size over most of the body. They have a "mane" of feathers 
about the head, remnants of an ancient crest. Their hands tend to be 
slightly long and thing, with razor-sharp talons still in place. Their 
mouth is a relativly new development (4-5 million years) and they do not 
have nearly the amount of " lingual dexterity" that humans do; they have 
great difficulty in producing sounds that require the lips: ie m, f , p 
and v. 

Technologically the Jacondans have about the same level of advancement 
modern Earth does, although their work in computers has progressed far 
beyond ours . 

JAAGOSSAN LANGUAGE: 

The Jaacossans have a labguage wich utilize a large number of vowels; 
it developed from the original bird songs of the Jaacossans* ancestors, into 
a very advanced tongue. The following words should be liberally sprinkled 
throughout the Jaacossans 1 dilogue. This will add an element of realism to 
the module. 

rr jaaconda tT and "jaacos": when Nestory and his ilk took control of the 

planet, he decided that "Jaacos", "winged ones", was "in^jiring" ; he 
renamed then "jaaconda" , "defeated ones". Now they proudly call themselves 
jaacos, and will take jaaconda as the supreme insult. 

"soluja": "high one": The Jaacossans considered the defense computer their 

greatest creation and gave it an honour which before then had only 
been conferred upon their emporer. 

"aalia": This word is used as all-purpose word of greeting, applicable at 
any time to any person. 

"eeat jaacos" : "house(of the)winged ones' 1 : the name of the Jaacossans 1 
par] iament . 

" jaahhaooo" : "ones( from) -dark" : The gastropods were referred to as this, 
"yaia": "luck": usually used with "aalia" when two Jaacossans part. 
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"oouuashalla": "light-rise-day" : morning. Evening is "hhaoolla" • 

"gkoyua": "( this) way" : There are no words for specific direct! one, A 
Jacossan mearly points and saks "gkoyua" to indicate direction. 

*uauai ja" : "end-life-one": Danger (of which there is plenty of in this 
module). 

"aeae": an all-purpose of thanks. 

This is mearly a small componant of the vocabulary . Gameraasters ar- 
encouranged to expand this. 

JAACOSSAJj RELIGION: 

The Jaacossans have, understandably, a very nature-oriented religion. 
Their religion and language are very closly related, the latter having 
developed out of the former. . 

' n he Jaacossans prime diety is M Jaa ,r , 'one*. She is really the only 
God that has any considerable worship and her name is often used as a blessing* 
Jaa is the one that travels through what would be translated as "The 
Jaeonda Sequence", the figure eight being a representation of eternity. The 
Jaacossans reach their greatest power at the top of each loop, and their 
weakest at the bottom of each loop. All things , life, the seasons, dny 
and night are all believed to exist this way by the Jaacossans. The 
infinity loop is their favorite symbol. 



THE CYBKBCONTROLLER By Zen Faulkesl (continued) 



PERSONALITY: 

Motives/Desires/Goals: 

The Cybercontroller 1 s goals are simple: to achieve the supremacy of 
the Cyberrace. 

Manner: 

The Controller is, like other Cybermen, ruthlessly logical. How- 
ever, he is more imaginative and more adept at long-range planning. He 
is even occasionally cabable of humour..* 

Cybercontroller is a superb tactician, as well as being quite possibly 
the greatest Cybernetics expert in the universe. 
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FOE FILE #2= THE BAHBHEK 
Created By Michael Dawber 

The legends of Ireland speak of the Banshee, a wailing hag whose 
plaintive cires signal an immenant death* However, the legends of space 
speak of another Banshee; one whose cry signals destruction* 

The Banshee was first contacted by the reconstructed Earth empire 
in about the year 42000 ADel (AD Earth Local), on the far side of the 
Greater Megellanic Cloud* Over a span of twenty years, several sporadic 
reports of "waling aliens" filtered back to Earth, causing some concern* 
In about 42035, a Draconian base station was decimated by one of these 
creatures, putting paid to the myth that the old Terra-Draconia antipathy 
was back- And so, the two former Empires combined forces ami set about 
analyzing the creature. 

The Banshee appears as a pitch black, slightly insubstantial hooded 
cloak, with nothing (apparently) inside it. The cloak always has its 
arms folded across its chest, and it is always emitting faint moans. 

The creature moves by what appears to be levitation, at a very errat 
speed (anywhere from 1 to 40 km/hr ) * As a Banshee approaches, all 
electrical systems in the area begin to fail. Any creatures (including 
Daleks and Cyberinen) who rely upon life support systems will find them 
totally inoperative, and will take whatever damage is appropriate. 

Within a 10 metre sphere around the creature, all electrical fields 
fall totally dead. As well, heat is drained from the area, to within 
several degrees below zero at the Banshee's "skin". The Banshee is an 
energy feeder; the above effects are part of its natural feeding cycle. 
Its main appetite is, however, living beings; and the way it abosrbs thai 
energy is by its scream. 

The scream does not seem to come from the Banshee, but from her (all 
Banshees are f female) general area; she usually emits a very elc?ctronic 
sounding scream, byt she occasionally speaks words in an incomprehensible 
language. V/hen the Banshee screams it pulses from positive to negative, 
and within a few seconds is engulfed in a grey sphere of light 12m 
across. Any living being caught within the sphere takes 6END points, 
that is skill points, damage and 2 dexterity points damage; as well, 
there is an additional D6 STR point drain. Any mechanical beings (Daleks 
come under this category) will take double the above effects. As the 
Banshee drains the energy, the targets will begin to bleach of colour, 
their clothes, skin, hair and eyes all turning, if sufficiently expound, 
to white. If a being is killed by a Banshee, it dissolves into a pile of 
white ash- Outside the sphere, the damage is halved, out to a maximum 
radius of 40 metres. After the scream is complete, the Banshee will 
move very slowly for a few minutes, and it digests the power. 

The Banshee is a terribly erratic, and not particularily intellegent 
creature. It has a tendency to just aimlessly wander about; it is 
irresistably drawn towards large concentartions of living things, like 
spacecraft or a space station. Banshees are normally nun-host-n e when 
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not feeding, but are known to attack without provocation. They are 
very solitary; only once has a pair of Banshees been observed together. 
There are no ideas as to where they cof^ from, how long they live or 
how they reproduce* 

Banshees are difficult to damage; their constant feeding will 
absorb all but the most powerful energy rifles 1 shots. Projectiles do 
not seem to damage it at all, but a blade will do twice normal damage; 
the metal shaft will disrupt her energy fields considerably. Curiously, 
Banshees are helpless against force fields; their cries cannot even be 
heard through them, although other sounds are. They will just sit there, 
moaning, until they are released. 

There is a hypothesis that a similar creature, sighted twice, is ver; 
likely related to the Banshee. Dubbed "The Black Nun", the creature is 
garbed in what appears to be a dark black nun's habit, again being apparently 
empty. The Nun does not share the Banshee's erratic behavior; it acti^eL^/ 
seeks out food, and will always attack any living being nearby . Instead"^ 
of screaming, the Nun points tword a target, which is then eagulf ed in a 
black sphere, taking the same damage as the Banshee inflicts. When 
attacking, the Nun can be heard chanting violent oaths in a similar tongue 
to the Banshee. 

There have also been reports of invisible Banhsees, ones which appear 
only when they scream. These creatures appear to inflict considerably 
more damage than the regular ones. 

In conclusion, I would strongly suggest that the Banhsee be used only 
against those players who are quite experienced; novices will find that 
her wail really does spell doom. 

THE BANSHEE (Stats for Black Nun and Invisible Banshee are the snme) 

Environment: can survive in a vacuum, up to twice normal Earth conditions 
Atmosphere: Nil 

Body Form: Unknown, but cloaks vaguely humanoid(The Nun more defined 

than the Banshee) 
Size: about mature humanoid female 

STR: N/A MNT: I 

END: V ITN: N/A 

DEX: V 
CHA: N/A 

Appendages: 2 

Body Covering: unknown 

Senses: energy field detection 

Life Style: erratic; could be termed "erratic energy -vore" , the Nun beinr 

an agressive one 

Behavior: also erratic; usually attacks( always so when threatened), but 
also wanders; the Nun always attacks 

MAX OP END: 30 Combat Proficiency: VT 

Damage: 6/6/11 END ; 2/3/S DEX ; d6/d6/d6 +1 STH 
Attack: Scream; directed energy drain 
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All reviews by Nark McMillan. More reviews next issue including 
the "Warrior's Code" adventure, and the FASA "Five Doctors" miniatures. 

The Daleks (Supplement) 

FASA's first supplement attempts to cover the Doctor's oldest and", 
most famous enemies, the deadly Daleks. The supplement contains two 
books: one 58 page Gamemaster book and a PC book, "The Dalek Problem — 
A Symposium" which is 24 pages long. 

I'm glad to say that this was a pleasure to read and was far superior 
to the pitiful "Master" supplement, reviewed last issue . It was well 
written and contained alot of factual and interesting views and I'm sure 
it will come in handy for almost everyone. Lets hope that this is the 
precedent for future supplements and that "The Master" supplement was an 
unfortunate accident. . 

However it seems as if FASA has a constant problem of using bad artwo 
I can name two or three fan artists who do better jobs. Every piece looks 
like a comic strip or a carricature and is not really worthy of the 
usually otherwise excellent script contained in adventures, supplements, 
etc. Photos really would be alot better to look at as well as giving an 
actual impression of a creature/event rather than th^se sick comics. 
Other than the artwork I can not see anything wrong with this supplement, 
it comes highly recommended. 

FlByer Character Time Lords (Miniatures set #950?) 

For some strange reason FASA has decided to market its own PCs, and 
with some success in this first set, but for the life of me I can't see 
when I'd use them. But anyway, here is the review: 

I shall dispense with descriptions of the miniatures here for two 
reasons: l)They were described last issue, 2)1 probably would get you 
confused, as I can't really tell myself. 

The miniatures are not bad, especially since they don't have to look 
like anything we know already, and J£ASA seems to have captured a sense 
of character quite well. If you should have to need such miniatures then 
they are worth getting but unless you are trying to assemble a full set 
of miniatures or have a use for them, don't buy them. Rating is 7 out 
of 10. 

The Daleks (Miniatures set #950?) 

Not bad at all. The set contains three excellently crafted Daleks, 
which require short asserabling(don' t worry its very easy, you don't even 
need instructions) of the "head", "Body", and lower section. The only 
thing wrong with these Daleks is that the head is not at tached( because it 
is supposed to move) and only sits on top of everything else. This makes 
them rather flimsy but if they are not required to move and simply sit 
on your shelf, they can be quite good luoking. Certainly a product worth 
buying. Rating is 8*5 out of 10. 
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LATE_VI EWS_QN ISSUE ONE 

"I did get a copy of TM number 1. Not bad at all. Layout wise, I 
think there are some things which could be improved , made a bit more 
neat, but quite clean overall. The computer print looks OK, but I agree 
that plain 'ol typewriter script will look a bit better than that fancy 

font. Content wise well, it is a bit slim. I'm hoping the next, 

larger issue will have a bit more meat on the bones as it were- By the 
way, thank Lisa Truant for the picture of Marvin that went with my 
article, loved it! n 

-Zen Faulkes! , 

((Thanks for your comments, Zen. Again: readers, I always love hearin 
from you! Its the only way I can improve an issue and know what you 
think! Negative comments always welcome, as the next letter illustrates.. 

NO FAN 0 F_D ON_FEKGUSON 

"Who is this Don Ferguson guy? If find your fanzine to be quite well 
done, except for that annoying column by Mr. Ferguson. It is downright 
silly and not very funny at all and it does not deserve a place in your 
otherwise good fanzine. Cut out the childishness, axe Don!" 

-F.I. Dean, Editor "Terminus" fanzine 

((Thanks for your comments, even if I don't particularly agree with 
them, but then again everyone has an opinion. As a matter of fact 1 
am thinking of killing Don - not in the literal sense! - what do you, 
the readers think? Write me and if there is enough positive response, 
Don will return.)) 

VIEWS ONJTWO 

"Iusue two was a two-fold improvement on the prototype issue; I 
think you've done a huge amount of work and I'm very impressed. I'm glad 
you've got plenty of stuff for TM3, because I've got more here as well* 
One module called "Lamaguia" (That's Laa-maa-GUY-uh) , which is full of 
really deep and moral stuff ( oooooh! Ahhhhl). As well, I've included a 
Foe File feature on my own creations, The Banshees-" 

-Michael Dawber, Glass Wind editor 

((Thanks for your comments Mike* And I guess our readers are just 
going to have to stary tuned for the next issue for that great stuff....)) 
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:-^:;i-;.irVEK?uHE #3: jklly babies?? 

l/ritten By Gary Pedretti 




Earthy The Doctor's favorite planet and home of his beloved Jelly 
Babies, 

TKg iiarter. The Doctor's arch enemy , a renegade Tim^ Lord ]ike 
himBelf, who hns a record of being the most evil dude in the univ ps« . 

About a month before the FCs arrive on Earth the Master had fcateriali 
here with a plan of domination. He had developed a nind-^lterin " I rag m 1 
iWeversebie effects in his TARDIS . now he has decided to put it to ur^. 
He promptly went to the main Jelly Baby factory in Sheffield, Sagland and 
drugged the pilfesidarit of the company with a drug that maker: all who tain 
it obey fcfoc? ::ar'ter. He then took over the factory and secrv.tly diJaggjad 
all the employees. Then he set up two small sections of the factory fee 
mass-produce the drug which would then be put into the Telly 3t-\rj r.iy^ur . 

He now plans to distribute the drugged Jelly ±5abier and take ov^er 
.;ritain. L'urth America, Australia and eventually the world. 

He will then present a plan of his to the Galactic Federation. The 
plan basically states this: if he is not given complete power over th** 
Federation, he will destroy Earth via their nuclear weapons. 

Can the Haste r* 3 plan be. Mapped? What wi 11 Happen to the Fe&eryitfnr * 
r ^ni rjort o £1 all, wh'*t will happen to the repuation of Jelly Babies? 
is for 1 the players to decide 

liKSDED I:;K''1H^.TI0K: 

For more * information on Jelly Babies^ look on page SI of t ; "notircebo 
for Field Agents". 

Statistics on Haster are on pagu 16 of the "Sourceb^V and you 
could also refer to the "Master Supplement M from FAG A. 

,f ]§ertxe" fy^^sented later in this adventure) is the mascots nf F-^sr-et : , 
the candy company who makos Jelly Babies, lie is pictured at the end o*" 
the adventure . 

mmim^p c?-l,hactf:h^ : 

The suggested characters for this adventure are the Doctor in hi j 

fourth incarnation and any companions* If other characters urod vr>u 

may want to change the 1 aster to the character's favorite vi "H i\;r;(tht? 

Destroyer (TK?) or The Controller(Till) perhaps?). 

TIH, fITCKY; 

Obviously, the characters have to materialise on Earth to start tin 
adventure. It may be r or a vacation or to bring back a companion Jf the 
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Jelly Babies/2 



players can not be pursuaded to go to Earth have the TAKDIS malfunction 
in some way and force them to materialise somewhere at rand om( Ear thl ) . 

When they do materialise they will be near Sheffield , England in a 
civilian's home. The civilian's name is Humphery Levy and he works at 
the Jelly Baby factory in Sheffield. He will see the TARDlfc materialise 
right m front of nis "face and become paranoid causing him to ^et a 
shotgun and load it. When the PCs come out he will threaten them with 
the Run and demand an explanation of what is happening. He will believe 
them to be evil aliens, evil spirits or something similar. The characters 
must talk themselves out of this situation. Once Humphrey trusts the 
characters he will unload his problem on them. He will tell them about 
the happenings at the factory, but only what he knows. Something like 
this: 

He was sick one day and missed work. The next day he noticed that 
many things nad changed. All the workers had become zombie-like . A man 
named Dr. Retsam has taken charge. He has noticed many vials of a pinkish 
fluid in the ingrediant centers. And a person dressed up as Gertie has 
been walking around like a guard watching everybody with a machine gun 
in his hands. He doesn't know what is happening or wants to. He will 
beg the PCs for help. 

Here are the statistics on Humphrey: 
Name: Humphrey - Male. Human 
STtf: IV OH A: III p 

END: III MKT: IV ,^ e: *\? * 

Dt;X: III fflT; IV Brown hair, blue eyes, average bui 1 1 and looks 

Combat: Arred - Shotgun IV 

Rifle III (More stats may be developed if 

Unarmed- brawling III desired) 

The next logical thing for the characters to do would be to go to 
the factory to figure things out. (Humphrey drives a Jaguar and drives 
very fast and wrecklesily! ) He lives about 7 kilometres from the factory. 

When they get there, Humphrey will show them the factory. Humphrey 
knows where all the rooms are and where everything is in the" factory. All 
workers appear zombie-like and are obviously drugged. After IDfi minutes 
the characters will encounter Bertie. Here are the stats: 

TTnrre: Bertie, factory mascot 
STR: VI CHA: I AP 

END: V RNT: III * Z / 

SEX: IV 1 1ST; I 

Combat: Armed, Machine Gun V 
Unarmed, Brawling III 

Bertie is actually a captured Cyberman that has been modified md 
disguised by the Master. His voice circuits have been removed nnd main 
circuits have been altered so he can only obey the Master. 

Gertie will force the PCs to the main office, where the Master is 
sitting. The Master will immediatly recognize the PCs and vica-vona. 
The Master will spill the beans to the characters, as he is extremly ^roud 
of h:s plan. He then locks up the characters in the northeast inrediont 
center on the top floor and continues with his work. 

rT1 he characters must now find a way out of the room and thwart the 
Master's plans. 

ENDINGS: 



The players should think of some plan to stop the Master. Here are 
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SOme ?!^S U up n ??ie : dru C storage room and the drugged Jelly Babies 

-Di"arm P Bertie and reporgram him to take orders from the PCs and 

t-h^n n^f hin arninst the Master* . 
Outrirnt violence against the Master should be discouraged and is 

almost impossible, for he has Bertie and his Tissue Compression i,lxmna- > . 

AFTERMATH: 

or course, should find a way to escape at the end of the 

«,torv Bv the way his TARDIS is in the shape of a large red model of a 

JelS'Bal? in th/main office! The players should develop or have someone 

develop an antidote for the drugged employees. ^ _ . , . 

develop an an i ^ destroyed . numphrey should play some part 

in thwarting the Halter, and, at the end of the adventure, could become 
a companion of the characters. 

AREA DESCRIPTION: 

InLediant Centers: This is where the ingrediants arc stored before 
use The main ingrediants are: sugar, glucose, syrup;, water and gelling 
a -en--.; "here are also colourings and flavorings. In each inrrediant 

S th ;; L«e many vials of the pinkish mind-altering drug, From here 
tie SgJelienS are piped to the mixing tubs. All of the pipes are 7 
feet hi^h and can be easily walked under. , , ™ 4 v 

SSnr -ubs: Where the ingredients are mixed and boiled, .hose tubs 
are about 15 feet high with ladders to the tops. After the ingrediants 
are mixed they are piped downstairs to the molding room. 

Matinence Center: On the walls-of this room are guages and dials 
that tell the weight and temperature of each of the tubes and pipes. Th 
is also a main control panel that regulates operations ol all machines. 
There is one employee here that checks the guages and regulates the control, 
accordingly. 

Bottom Floor: 

This is where the majority of the employees are. There are only about 
?S employees total because the machines do most of the work. # 

' Moldinr Room: ^he ingrediants are piped here from upstairs and put ir. 
molds to harden. After that they are taken to the packaging and boxing 

room by employees. , .-»-.• 

Packing and Boxing: Here the Jelly Babies are put m plastic wrapper-r- 
and boxed by employees. From here they are carried to the storage room 
bv employees. „ , , , . , ., . 

Storage: This room contains rows and rows of the drugged Jelly Babies. 
There is a large sliding overhead door on the north wall where semi-trucks 
load up the Jelly Babies. . 

Main Offices: This is where the Master heads his operation. In the 
middle of the room is his desk. Behind his desk on the west wall are maps 
of the world. In the middle of the south wall is a large, red model of a 
Jelly baby, about 6 geet tall and 3 feet wide. 

NOTE: Descriptions of the molding and packaging machines should be made 
up by the GM if the players desire. 
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WEAPONS SUPPIKHKN'ip GUIDKLIHEL 

Tn urcoming issues we will be featuring columns devoted to "V/eaporu; 
Supplements" m ^hese columns will reveal several of the n^wer and Strang* 
weapons encountered by various CIA Operatives. PCs and GKs are invited 
to send them in for inclusion in a column or to write their own column 
about some o.^ thier weapons. However we would appreciate t i f you 
could class them by the following system, below of which is an example. 

Laser Energy Storage: ?3 shots 

Damage: 2D6 per shot Frequency: Very Common 

Weight: Light Value: 50 credits 

Sizes ftmall 

Uescription: This is the common laser. And I think the stars -ire 
self-explanitory, as there are no special damages or anythinr. 

Now here is n description of how some of the statistics will he based 

Energy storage: Describes how many shots the laser or weapon can hold 
until a re-charge is needed. 

D&mages how much damage the victim recieves upon being hit. "Special" 
in feints catagory is described in the "Description" section. 
For example, if this weapon turned its victim into 3 ^vv^ 
it would be "Special" under damage and in the Description seei 
it would describe all the details. 

Weight: How heavy the weapon is relative to an average human on Earth. 

G?Is should note that the V/eight of the weapon charges wi+~h the 
physical strength of the user and the gravity on the planet. 

Sizes r,el f-Kxplanitory. A "snail" would be a common hand la^er, a 

"Medium" would bo the size of a Cybermen blaster, a "large" woul 
be something really cumbersome like the Son tar an blasters seen 
in "Two Doctors" and an "Extra-Large" is about the size of 
a cannon. 

Frequency: describes how common the thing is to the average p^son. Phese 
range from "Very Common 11 (lasers and bows & arrows) to "Very 
Scarce" such as an outlawed weapon or something unique to one 
person such as a Tissue Compression Elimina + <r- . 

Value: How much an item would cost on the common market in terms of galad 
credits. If an object is outlawed then this rating would bo 
in terms of the black Market and very expensive. 

Description: Describes the weapon and all "Specials". 

We hope to start this column next issue so get to work and send in 
your submissions for this column, and alert other CIA Operatives to the 
danger! 
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SUBMISSIONS ARE ALWAYS WELCOiiE FOR THIS COLUMN. IF YOU'VE DONE SOUTHING 
TO ENHANCE YOUR ROLE ^LAYING GAME FLAY, WHY NOT SEND IT IN TO US???? 



% ^1 GAME AIDS p*-V 

I For- Your DREPG J 



GAMKAIJS rfft; THE RASTON WARRIOR ROiiUT 
Written By Gary Pedretti 

Do you remember that funny looking robot who slaughtered a whole 
s iuad of Cybernen in the story, "The Five Doctors" (1983)? That was 

itoston V/arrior Robot, and I have taken a liking to him (it), 
therefore I have written short piece on him. He'd make a fp?ea% addition 
to scenario, so here is that stats for it (him): 

I^-me: Raston Warrior Robot 



EKDs VII 
Di^X: VI 



GKAi I 
UiT: III 
IKTs III 



AP: 14 



Combat Statistics: 
Armed Combat, Ranged 

Arrows: VII 

Bolts: VII 



((Of course Gaiaemasters may wish to 
add or change statistics ;<s they 
see fit or depending on ci^cumstanc ;.)) 



INFORMATION : 

The Raston Warrior Robot has been called "The Ultimite Killing 
I lachine" and for a very good reason. It looks like a slender, r.nr.cular 
human with white metallic covering and a metal mask, which hides; all 
facial features. It moves very fast and gracefully, and ntt^cks by 
simply throwing the arrows or bolts( stored in his arms) at very high 
speeds. Arrows do Table A damage and bolts do 4D6 damage- The Raston 
robot often has to re-fill its arrow tubes and bolt tubes, therefore 
it has a stack of them nearby. It takes almost no extra tin** to rr*-f ill 
thes^ tubes so people under attack are not likly to notice, However if 
you were to steal his supply.... 

The Raston robot can only detect things by sensing movement, there- 
fore, if a potential victim holds close to completly still, the robot v;Ll 
not be able to detact him or her hs the robot can not talk or prop- ;\h 

The Robot can not be turned off once activated and is programmed only 
to kill and nothin- ; else. It also has a very special ability — it can 
jump into the air and while in the air it is invisible, Vhilp in the 
air it can function normally but can not be harmed by contact or ragged 
weapcms. When it lands, it becomes visible again. It usually will 
do this once it detects movement, in or^er to "play with" or confuse 
its victim (see "The Five Doctors" for an awesome demonstration of him 
and his abilities). How it becomes invisible or who first made these 
'<:-' undirig robots is cur^-ntly known only to a few in this universe... 
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V/elcome to the second column of "Gameraaster Scenarios" . We've 
made this issue's column even longer, to make up for an absense of one 
during last issue. I hope you can use some of these as basic premises 
for your GM adventures, best of luck! Concepts by Hark hchillan. 

COhl'URATluiN : When a super-corporation attempts to create the uJtimate 
administrator to run their affairs they end up making a type of 
mutant-human which is the ultimate descision-maker. Unfortunatly 
once placed in charge of the corporation's affiars, it roes mad..* 

MU:ANT PHASER A new type of Drain implant has been created ' hat is 
designed to wipe all the abnormal tendancies from mens' minds. 
This device can be implaneted at birth(or any time in your life) 
but this world soon learns that it has some rather nasty side 
effects when the brain begins to decay, and the body to BtatejL. — 

AIXr.ALY": When the PCs are in their TARDIS they encounter a froak cist ur\>' r ;e 
m the Time stream which causes all their past regenerations to 
force their TARDIS onto a strange alien world, at which point those 
past regenerations will try to kill their present self — . 

khOriliKiiATOK: When the P(Xs) f s body decays to the point where they may 
be forced into a regeneration, they decide to pay a visit to 
Analonia V where a fabulous "regenerator" has been invented that 
will restore the body's cells, without inducing a natural regeneration* 
Of course The Master is interested. . . But soon both the Master 
and the PC will learn that not all is as it seems... 

liUhBLH OF THL BEAST: V/hen archeologists on the planet Micro II decide 
to take an interest in their heritage they accidently release a 
creature from their most horrific legends. This creatre has almost 
godlike powers and is soon to be a threat to Gallifrey, as it can 
actually • "< at" time...* 

lUUGT^UKK: When an alien worlds 1 sun goes nova the inhabitants of their 
< ncmy planet offer to save their sun with a new process they have 
devised. When the planets' scientists investigate the bomb which 
is to be dropped into the core of this sun to save it everything 
seems Okay. But when the enemies add wateK something so simple as to 
be overlooked) to the core of the bomb, the sun will give off another 
type of ray, one which tills only the inhabitants of that world.... 

KIGHT;XAPL: V/hen one of the PCs is accidently administered a dangrrous 

n; ire otic they rank into a world of fantasy, the TTightscape. Unf ortunafcly 
what the mind believes -affects the body.... 

WAlflTKi) : V/hen the PCs' TARDIS accidently runs into a temporal anomaly 

in the vortex they soon discover that all sense of perspective inside 
their TAHDIS has changed. '.That once seemed a simple walk from the 
door to the console takes longer, what once took a second now takes 
5 seconds. What is wrong with the TAHDI^? Why are distances lon^e^- 
or shorter than they once were? The answer lies within the TAKi;I^' 
power core itself..,. 
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OVERVIEW OF TIME MEDDLERS ISSUE 4*3 (VOLUME 1, ISSUE 3) - SPRING 1987 



• This third issue is labeled as "Issue Three" on the cover, as well as "Spring 
1987" and "Volume One, Number Three". The inside says the issue was released 
in February of 1987. 



• The cover features artwork of a Quark robot (and the TARDIS). The issue in- 
cludes an expansion of rules and information for the Quarks by Zen Faulkes. 

• Cost of the Issue #3 was $2.50 (Canadian) inside Canada, $2.75 (Canadian) to 
the United States, and $3.50 (Canadian) for overseas airpostage, and $5.00 
(Canadian) for Special Delivery costs inside Canada. 

• The issue announces news that Zen Faulkes is editing the new Time Meddlers 
Periodicals segment and the first is to be named "Army of the Cybermen". The 
issue also announces the discovery of another Doctor Who RPG fanzine called 
"Intervention" and edited by Michael Hopcroft from the USA. Gary Pedretti is announced as coordinating a US 
version of the DWRPGNet that was launched the previous issue. 

• Zen Faulkes contributed and article called "Zen Faulkes' Help For Gamemasters" which covers the quirks of 
Quarks and stats for the Cybercontroller. 

• Michael Dawber contributed a few items. First he penned "The Jaconda Sequence" an adventure module that 
takes place 1000 years after the events of "The Twin Dilemma". The adventure has the players finding a defense 
tower built on the planet and shutting off the computer to render it unarmed. The adventure features a great 
deal of cultural background and even language for the native Jocandans (called Jaacossan in the write-up). Sec- 
ondly he added the second Foe File article on a race called the Banshee. 

• Gary Padretti contributed the adventure entitled "Jelly Babies??" in which the master plans to use drugged jelly 
babies to gain control of the world and the galactic federation. The adventure features a Cyberman dressed as 
Bertie the Basset Company mascot and animated, a year before the similar character of the Kandyman would ap- 
pear in the Doctor Who episode "The Happiness Patrol". Padretti also contributed the Game Aids #4 column cov- 
ering the Raston Warrior Robot. 

• Mark McMillan wrote a column on scenarios, that feature numerous story seeds that could be developed be- 
yond the one or two sentence outlines initially presented. He had done the same in Issue #1. 

• Reviews are given for "The Daleks" supplement (highly recommended), Player Character Time Lord miniatures 
(7 of 10), and the Daleks miniatures (8.5 of 10). 

• Feedback letters are included from some of the contributors (Zen Faulkes, Michael Dawson). A letter critical of 
Don Ferguson is included that came from F.I. Dean, editor of the Terminus fanzine is included. 

SUMMARY: By issue #3 Time Meddlers has come into its own as a fanzine. The amount of useful content contin- 
ued to grow by featuring multiple adventure modules as well as GM aids and rules. This was helped by the in- 
crease in contributors. Both adventure modules ("The Jaconda Sequence" and "Jelly Babies??") are based on 
original ideas and still hold up. The depth of effort made in describing the culture on Jaconda is a strength for the 
first adventure, but like many RPG adventures concentrates on details not completely necessary for the flow of 
the story. The other columns also improved. The overall content of the fanzine varied more and the level of pro- 
duction improved across the board. The staff of Time Meddlers had a good product to share. 
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The Fanzine Dedicated to the Doctor Who 
Role Playing Game by FASA Corporation 
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Dear Readers: 

Because of a backlog of submissions for "Time Meddlers" we have 
decided to release this "Backlog" issue to clear up some of our files. 
More submissions are needed and always welcome but by doing this issue 
we get a chance to clear up some old ideas and get some new ones. I do 
hope you'll enjoy this and stay tuned for the next regular issue of 
"TM n . Regards, Mark McMillan, Editor 




VOLUME ONE, NUMBER FOUR SPRING/SUMMER 1987 



$2.50 (inside Canada) 




CONTENTS 

The Rani 02 

Lamagiua 05 

Superbeings 11 

Spectrox Seduction. 13 

The Actrons 21 

Computron 22 

The Imps 23 

Writers in this 
issue include Mark 
McMillan, Michael 
Dawber, Gary Fedretti 
and Michael Hopcroft 



Next Issue is the 
"T11 Yearbook" special 
due out for hay or June 
also the Summer 1987 
issue due out for 
the summer. 
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M INI -bUFFLEMEK T ^2: TfjE RANI 
Written By Hark McMillan 

STORY REFERENCES: 

For the story which feature the character of the Rani view with 
1985 st£>ry "The Mark of the Rani" starring Colin Baker as the Doctor and 
Nicola Bryant as Peri* Also has Anthony Ainley as the Master. 

THE DOCTOR'S FEMALE ARCH-RIVAL: 

The Rani was one of the most interesting enegades to come out of 
Gallifreyan exile in a long time. She ij not evil, but amoral - and a 
dedicated scientist(chemist in particular). But whereas the Doctor 
posses a morality conerning science and experimentation, the Rani does 
not. (Incedently "Rani" is a Hindi word for "Queen" or "Princess" for 
those who care) 

The Rani will carry out experiments without regard for how her 
sub jectsC usually intelligent creatures) are feeling or treated. She also 
keeps to her own interestes, rarely helps anyone such as the Master unless 
blackmailed or forced into it or it helps her own plans, and does not 
desire conquest. 

She already owns a planet( apparently an accident) called Miasymia 
Goria(this spelling from the "Master" supplement by FASA but the Novel 
spells it Miasimia Goria) and is quite satisfied by it, although humans 
from Earth are often the best experimatation subjects, she feels. Shk 
also wants to make the Time Lords tegret 1 exiling her. 

DESIGNING ADVENTURES: 

As I mentioned before, the Rani is not actaully an evil character 
but an amoral one. Therefore adventures can not be based around the 
premise of "She wants to rule the universe". She may seek domination 
over a world if the inhabitants can be used in experimenation, although 
these instances are very rare. 

Everything the Rani does must have a scientific or reseach value as 
happened in her premier story. Research is always done for one of two 
reasons: l)research because of a need(rarely of scientific curiosity), or 
2) revenge against the Time Lords. 

We have also leanred very little about the Rani as she has only 
appeared in one story(novel by the same name). Alliances are also very 
rare and occur only because of a need or due to being forced into a situation 
(either because she needs help - she's not stupid - or blackmail). 

Conquest almost always arises only due to a side effect. In her view 
all other life forms are inferior - usuable in experiments and people like 
the Master are insane. 
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THE RANI' a TARGETS; 

The Rani loves to use Earth(TNP) as a base of operations. She has 
been known to arrive in times of confusion(Wars, crises, etc) to set up 
a secret base of operations( something which usually brings her victims 
to her) and carry out her experiments. She is under the impression that 
humans make one of the best guinea pigs in the universe. 

She is also in possession of the planet Miasimia Goria which is 
currently in a state of anarchy because the Rani, during her experiments, 
removed the chemical that promotes sleep causing them to become restlcr,:-. 
and agressive. It is probably unsafe for her to return for any length 
of time. R 

The Rani's prefers planets with large populations where a few subjects 
can vanish unnoticed, keeping out of view of the Celestial Intervention 
Ageney. 

When carrying out her experiments she rarely goes out on the "attack" 
and instead prefers to let her subjects come to her and her base of 
operations. By doing this she doesn't get caught and can lull suspicions. 

Once in her power she either drugs them for her experiments or 
hypnotises them with her genetically conditioned maggots. 

ALLIES AND ENEMIES: 

The Rani only makes allies of convienience. In her opinion everyone 
is inferior and they can't serve her any real value. If she does indeed 
require someone to aid her she will backstab them at the first oppertunity. 

If one of her- plans is failing she often decides to "cut hor losses 
and leave" unless she has a pressing reason to stay. 

The Rani's only real enemies are the Time Lords who exiled her. She 
seeks revenge on them, and perhaps to rule Gallifrey. Unlike the Master, 
if she ruled Gallifrey she wouldn't unleash them on the rest of the 
universe . 



THE RANI'S E^.UIPTMKNT: 

So far we have seen very little of the Renius behind the Rani's 
devices and doubtless she has other wonders of which we have not seen. 
Here are some of the items we have seen. 

MATTER CONVERSION MINES: These look much like the landmines used on Earth 
during the early twentieth century, except that they have a keypad on the 
top. Instead of blowing people up these mines convert animal matter into 
vegetable matter(humans turn into trees!). The keypad activates the 
mines and deactivates them and also controls the amount of pressure needed 
to cause the mine to take effect. These are a product of the deranged mind 
of the Rani and she actually turned one CIA operative into a tree. Diferent 
races and sometimes different people turn into different things. Some scientists 
hace speculated that it acts on the general attitude of the person(this 
agent theorises that Sontarans would turn into seaweed, etc). 

HYPNOTIC MAGGOTS: These are genetically condtioned Earth maggots which 
are eaten by the intended victim. Once the maggot is swallowed the victim's 
mind is taken over completly and he will carry out his orders until the 
death. The proccess is irreversable, although the Rani has a antidote it 
is rumoured. 

bRAIfl FLUID EXTRACTOR: This device attaches itself to the side of the 
victim's neck and extracts a desired chemical from the brain. It is qui+-e 
painless but when it is removed it leaves a bright crimson mark on the 
neck. The Ram then has the option of killing them with a special device 
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KNOCK-OUT DUST: This material is stored in tablets and when the tablets 
are broken a dust comes out of them, which causes the victim to pass out. 
The tablets are often stored m a wrist-band. 

RANI'S SCANNER: This acts much like a regular scanning device but instead 
of a person looking for someone by checking locations, this scanner actially 
homes in on the person* How it works is unknown but it is definitly a 
product of the Rani's making. 

TARDIS CONTROLLER: This is a remote control device for the Rani's TARDIS. 
Once activated the Rani's TARDIS materializes in front of her. Such a 
device has not yet been perfected by most Time Lords and it has evaded 
such people as the Master and the Doctor. 

RANI'S TARDIS: The Rani's TARDIS is one of the most advanced available to 
Gallifreyan technology(plus a few modifications). 

TIKE LADY IN EXILE: 



Name: Unknown NICKNAME: The Rani (pronounced Ron-ee) 

STR: IV CHA: III MAX OP END: 42 

END: VI MNT: VII FATIGUE/WOUND HEAL: 6 

DEX: V INT: IV AP: 9 

APPEARANCE: Race: Gallifreyan Apparent Age: Mature Adult 

Sex: Female Actual Age: 2^0 

Height-: AVerage Recognition Handle: Long dark hair & eyes 

Build: Average Notes: still on first incarnation 
Looks: Striking 

PERSONALITY TRAITS: Stubborn, Snobbish, Patient, Energetic, Pessimistic 
SPECIAL ABILITIES: None Known 

SKILLS: (GameMasters choice, proffiecient in Chemcistry and sciences 
especially* ) 



INFORMATION ACCURATE AS OF 1986 10 13 
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MINI ^ADVENTURE #4; LAMAGUtJA 
Written By Michael DaVber 



BASIC PREMISE: 

Torel-ora-toran is a small time drug smuggler in the Andromeda Galaxy* 
His ship, the Aren-ka-togul, and its crew of five, have just come from a 
rich Terran colony station with a load of Vraxoin. Their job is to 
deliver the vrax to another Terran station about 24 light years away. Along 
the way, the Aren-ke-togul developed some minor engine problems, 
culminating in a blown out console on the bridge* 

Torel-ora-toran landed his ship on a remote, rugged world, noted in 
the data baks as 1 AGR(ANdro»eda Galaxy Register) 000 003 123 876'. Upon 
touch-down the smugglers informed the next ship in the run that they would 
be a bit late, as the repairs would take a few days. 

However, on "AGR 000 003 123 876" , Torel-ora-toran and his arew 
discovered the Lamagiua; large, intellegent birds whose diet consisted of 
bone shards. They found that these birds, as they were feeding, were 
particularly easy targets. . . . - • 

PURPOSE : 

The players must (a) stop the slaughter of the Lamaguia, (b) destroy 
the cargo of Vrax, (c)take Torel-ora-toran and his mates to the proper 
authorities. 

TARDIS TOUCHDOWN: 

Upon arrival, the players will find themselves atop a wind-swept 
stone cliff. From here, they can see down into a depp valley, filled with 
dense, scruffy trees and tall grasses. As well, the cliff continues on at 
the left and right for several kilometres at least, terminating at the 
face of a very tall, snow-capped mountain* 

The data banks will say that this planet is registered as Lamagiua 
to the time Lords. As well, it is noted that the planet has been sealed 
off to all non-Time Lord time vehicles; the native Lamagiua have the 
potential to become a very powerful race, and they do not want any 
interferance in their natural life cycles at all. This instruction is 
listed as special order "11 019". 

Exiting the TARDIS the players will be able to see a Lamagiua feeding; 
please refer to the notes under "alien races" for proper description* If 
they are carrying any manner of portable energy detector > they will pick 
up the trace mentioned below* 

If they do not exit the TARDIS they will find that the energy scanners 
have picked up a large reading a few kilometres away, indicating the 
presence of a relativly advanced trans-light drive. Under the provisions 
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of "Special Order 11 019b M * "All Time Lords happening to land upon the 
planet Lamagiua, finding that other vehciles of temporal or other nature 
are present, must ensure that all parties are removed from the planet 
immediatly The players have little choice but to obey the order. 

The cliff will be particularly difficult to navigate , as the face of 
it is so sheer. It is sugggested that the players use the TARDIS to move to 
the valley floor, as it will save considerable time and energy. If they 
decide against this, they can follow the cliff to the left for about 1/2 
kilometre, where they will find the slope easy enought to navigate. It 
will take about 25 minutes to reach the valley floor in this manner. Upon 
reaching the floor(or while walking), roll upon this Najtura^ Encounter 
table: 

1. Null 

2. A Lamagiua is seen over head, scavenging for carcasses 

3. *A Gillisamphalo rolls out of the grass and attacks, 

4. *A Grass snake slithers out of the grasses 

5. A Lamaguia is seen attacking a carcass in/on a rocky outcrop. 

6. Null 

* A Gillisamphalo is a hary, brown sphere, about one metre across, with 
numerous tentacles, each tipped witha sharp point. The creature normally 

hunts Grass Snakes, contacting its body, waiting for one to approach, and 
then skeeering it with the spikes. The creature is not a great threat and 
can be discouraged with a minimum of effort. 

* The Grass Snake is considerably more deadly, The creature is a long, 
thin cylinder, with a large mouth at one end. The creature is omniverous 
and will eat anything it can find, including the PCs. It has a single, 
razor sharp bone ridge, which will caus* a cresent shaped wound of 1-5 
points damage. If the creature bites continuously for more than 10 seconds, 
there is a severe danger that a severe wound of 5-10 points will be 
inflicted. The creature itself would not stand more than one shot from 

any energy handgun, and probably no more than three or four hacks from 
a sword. 

ENCOUNTER WITH TOREL-OKA TORAN: 

At the velley floor, the players will soon hear the sound of an 
approaching ground car. There is plenty of natural cover, and the PCs 
will have little toruble in dodging them. As the car passes them, it will 
contain Troel-ora-toran, his crew, all armed with high powered laser 
rifles. They are chasing lone Lamagiua, which had ventured down to look 
for bones to eat. The crew is all firing at the creature, one of them 
eventually downing it. ANY PCS with Empathy or Telepathy, the later 
including ALL Time Lords, will get a very strong wave from the Lamagiua 
as it is hit. The men will then take the bird, and begin to pull its 
feathers out. 

The PCs are well advised not to do anything, as the crew outnumbers 
and outguns them. If they do make a move, they will have to act very 
quickly indeed (See NPC stats at rear). In all likelyhood, the players 
will not be able to overcome the crew; go to CAPTURE. 

If the PCs decide to go and investigate their craft be either following 
its energy trace or going the opposite direction to the car, the crew 
will take the dead Lamagiua, and fo off in search of more, giving the 
players a golden oppertunity. Go to FROESTS OP LAMAGIUA. 

CAPTURE: 

Torel-ora-toran will not be particularly amused by the PC's interf ereance 
(during which the Lamagiua managed to escape, albeit wounded). He will 
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immediatly demand the typical questions asked (ie who are you, what are 
you doing here, etc). If the PCs' relate the special order, Troel-ora- 
toran could care less and will suspect the PCs of being Security Officials. 
Despite all denials, Torel-ora-toran will feverently believe that is what 
they are, and will decide either to have them shot, or have them taken 
prisoner. The PCs will have to make a Level IV Charisma or Negotiation/ 
Diplomacy roll in order to save their lives. If they fail they can make 
an attempt to break loose with a level r.Brawlingiroll . As well, make 
the PCs take a level IV Intuition or Mentality roll; if succesful, they 
will notice that Torel-ora-toran and most of his crew are either 
intoxicated or under the influence of Vraxoin. 

If they are taken prisoner, go to AEEN-KA-T6GUL. If they are to 
be shot and succeed the Brawling rool, go to the FORESTS OF LAHAGIUA # 

If they are to be shot and fail, the module ends here. 

THE FORESTS OF LAHAGIUA: 

The scrub forest in the valley is very dense, and difficult to pass. 
The crew have blasted out a rough trail with their guns, which is always 
growing over- If they are escaping from the crew, they will have to 
take to the forest to be save; there is almost no possibility of being 
shot in the thick planets. The road is about 1/2 km long, and is in 
a dead-straight line through the forest. 

If escaping, their best bet is to try and reach the ship, or back 
track to the TARDIS. Heading for the TAEDIS will bring them closer to the 
crew, however, and may prove too dangerous (GM's discretion) 

Either way, the crew and Torel-ora-toran will be taking another 
dose of Vrax, making them particularly violent and quite dangerous. Two 
of the crew will be sent back to kill the PCs while the rest go on hunting 
if the PCs are escaping. 

Regardless of this, roil on the Natural Encounters table below: 

1. Null 

2. *A Ygzalla comes flitting through the undergrowth, wildly pursued 

by a Taraanzoa. 

3. Several dead Lamagiua are found, all shot by the crew. 

4. A Very lost Gillisamphalo is rolling about aimlessly in the thick 

growth. 

5. *By a scuddy lagoon, a Cyryn is calling for a mate. 

6. Null. 

A Ygzalla is a three-legged creature, appearing vauguely like an Earth 
antelope. The creature is quite fast, but has difficulties in thick 
planfclife, due to the imbalance of its legs. It is normally a plains 
creature, which is harmless if left alone ; this one has been chased into 
the forest by the persuing Tamanazoa. 

The Tamanazoa is another three-legged creature, about four metres 
high, rather like a greenish Dodo. The creature's toes (2 to each foot) 
have huge talons, which can rip open a liuman with a single blow. It 
is also a plains hunter relying more upon its strength than its speed 
to kill; it feeds upon more slow moving targets, but can be driven to 
kill almost anything if food is scarce. PCs are advised to leave any 
such creatures well alone, as only concentrated fire from a half-dozen 
laser rifles is likely to slow the gargantuan thing down. 

The Cyryn is, with the Lamagiua, one of the planet's more intellegent 
creatures. It is a large, bloated things, looking more like a hippopotamus 
with a humanoid head than anything else. The creature is amphibious, 
although moving on land is quite difficult for it. The Cyryn has 
developed quite advanced vocal chords, and can sing like a human. The 
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PCs will find that as they approach the singing (likely to cause some 
curiosity anyway), they will begin to fell weaker and weaker as they 
approach. The Cyryn kills with sound; it normally uses this ability 
to stun other creatures long enough to Lit it. Its normal singing is 
still dangerous, however; prolonged exposure to this bizarre animal 
will result in death. (The Players will suffer one point of damage 
every 10 seconds or so they are within range. With a 10 metre sphere, 
damage will be quite considerable, but they will liekly scare the 
Cyryn out of its wits, and it will dive back in the pond.) 

These encounters should be spread out over the time it takes the 
players to reach the ship. 

AREN-KA-TOGUL: 

Eventually, the PCs will arrive at the ship, Aren-ka-togul. The 
vessel is a small, and fast, cargo carrier. Its touch down point is 
almost smack dab in the middle of the woods; the heat of its landing 
has burnt out a sizable clearing, in which there is little but black soil 
left. The ship is little more than an oval with landing gear, and a 
door set low on its lower half. 

If they are prisoners they will be taken inside and thrown in the 
cargo cell. If they arrive. by themselves, they can investigate the 
ship at their leisure. 

Their purpose here is to destroy the vraxoin, and the easiest 
method of doing that would be to destroy the ship. Unless the PCs them- 
selves are carrying weapons, they have no means of ,just destroying the 
drugs. 

The two crew members will remain outside the cargo cell (which has 
a one-way view port on the outside), taking more vraxoin and drooling 
over pornographic material until Torel-ora-toran returns. The PC's have 
no potion but to sit and wait unless they have some concealed weapon to 
blow the door with; the walls are quite solid. 

If free, they can destroy the Aren-ka-togul with little difficulty; 
the destruct controls are located by the captain's chair, and anyone with 
Astrogation of II or better will immediatly realise what it is. After 
they destroying the ship they will have to try and find the crew, and 
stop them from killing the Lamagiua. Go to SEAECH FOR TGREL-QRA-TQRAN . 

Torel-ora-toran and his cronies will soon return to the vessel from 
their hunt, and will immediately wish to see the prsioners. This will be 
their last oppertunity to try and escape. Torel-ora-toran and his crew 
are so high that dodging them might not be too difficult (GM discretion). 
If they chose to not try and escape, they will most assuredly be shot. 
If they escape, go to HUNT. 

SEARCH FOR TOREL-ORA TO RAN: 

Torel-ora-toran and his group are out hunting the Lamagiua (and 
other animals) for sport. They have abandoned the ground car temporarily, 
and are scaling the cliffs; a large heard of Ygzalla is crossing a 
plain area of the valley, and they are planning to shoot the animals from 
the cliff tops. As well, there are a few Lamagiua feeding up here. 

If the PCs return to their TARDIS, they are able to pin-point the 
hunters easily, and transport • them on top or near them. If they try and 
scale the cliffs to reach them, a good portion of the Ygzalla will be 
dead before they get there. As well, all the Lamgiua on the cliffs 
will be long dead. 

If the PCs are scaling the pathes up to the cliffs, they will get 
several sharp telepathic impulses from the Lamagiua as they die. If the 
players think of it, or the GM suggests it, they can try and make a 
telepathic contact with the Lamagiua. If they try it it will be almost 
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immediately sucessful; the PC will be able to communicate with the bird 
using very simple thoughts or commands* He or she may be able to guide 
the bird to attack the hunters. 

If travelling by TARDIS, the hunters will be convinced that they 
are hallucinating as it materializes. They will run in terror , except 
Torel-ora-toran; he will stand his ground and fifeht the PCs. Again, 
the telepathic contact with the Lamagiua can be tried, and the birds will 
be only too, willing to attack the hi ters. There should be little doubt 
in the outcome. 

If the PCs are victorious , and if any of the hunters survive, they 
will be wanted by the Time Lords for disturbing the natural path of 
development of a race. The players can leave Lamagiua for a brief stop 
of Gallifrey. 

HUNT: 

If the PCs had to escape from the ship, and are being hunted by the 
crew, their best bet is to return to the TAEDIS. It may take some time 
to reach it, during which Torel-ora-toran will have many oppertunities to 
shoot the PCs down. The players will have to try and return to the ship 
and destroy it; they may have enough time to set the vessel to self- 
destruct, depending upon the Astrogation abilities of the PCs . If they 
succeed, they will have to find some way of captruing the crew* Calling 
the Time Lords might be a feood way to go. This part of the adventure is 
GM's discretion, depending on the actions of the players. 

RACES OF LAMAGIUA : 
LATiAGIUA: 

STfi: IV DEX: VI MNT: IV 

END: IV CHA: — ITNl I 

The Lamagiua (pronounced Laa-maa-guy-aa) are avian life forms. They 
are about 60cm high, and have a wing span of 2 metres. They have a blue- 
grey back, with a light brown head and chest. They have white undersides, 
and a white chin. They have a sort of black mask of feathers, with 
two small black goatee-like beards. 

The Lamagiua feed on a very unique diet; bones and marrow. They 
scavenge for a carcass on the wide plains, and then take as many bones as 
possible, usually in a remaining leg, and fly back with it to their perch. 
They pull the bones out, and to reach the soft marrow inside, fly up high 
over the rocky flats they life in and drop the bones. The bones crack 
open as they hit the rocks, and they then fly down and feed upon the 
shards. They have a very acidiic digestive tract to dissolve the bone. 

The Lamagiua are of considerable intellegence to develop such a 
unique method of feeding, the primary reason the Time Lords wanted them 
protected. The Lamagiua tend to be very solitary birds, feeding alone on 
their high perches. Only for a few breif days during the mating cycle 
are Lamagiua ever seen in pairs. 

The birds tend to be telepathic and are quite receptive to telepathic 
and empathic communication. 

TOREL-ORA-TORAN: 

Race: Human Age: 31 Build: Average 

Sex: Male Height: Tall Looks: Average 

Recognition: well worn red overalls, red comp lection. 
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STR: V DEX: V MKT: III 

END: V CHA: II ITN: I 

Armed Combat, laser rifle: VI 

Unarmed Combat , Brawling: V 

Engineering: IV 

Leadership: III 

Space Sciences: all IV 

Vehicle Operation, ground car: II 

spacecraft: V 
Triva, drug distillation and preparation: VII 

Torel-ora-toran is a low life who was sentanced to execution for 
corrupting members of the Andromeda colonization bases, A powerful 
smuggler and personal friend, Jorr-tam-t • oreel , broke him out of prison 
and hired him into his dfug smuggling ring. Troel-ora-toran has been 
running drugs for about three years. He is greedy and power-hungry, which 
is his only motivation in life. He has no regard for the lives of others, 
only his own. 

OTHEH CREWT1EN: 

The others all have similar characteristics, at marginally lower 
levels, and minus leadership. They are all in this for "the fun and the 
vrax n • 
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The following article originally appeared in the DWRPG fanzine , 
"Intervention", in issue #4. Re-printed by^ permission of the editor. 

SUPERBEINGS 

THE USE OF ULTRA -POWERFUL ENTTIES IN DR. WHO GAME WITH A SPECIAL 
APPEARANCE BY THE CELESTIAL TOYMAKER . . • • Written By H« Hopcroft 

The most distressing thing about looking through the first three 
books of the DWRPG is that FASA has made little real provision for the 
sort of ultra-powerful adversaries that the Doctor has often been forced 
to challenge. Beings like Sutekh, the all powerful Egyptian death god 
whose battle with the fourth Doctor was perhaps the single most horrifying 
DW story ever made. Or the powerful Guardians, one White, one black... 

Perhaps the most notable of these superbeings faced by the Doctor 
was the Celestial Toymaker, On the surface his realm was like a giant 
playroom, and he himself devoted to games and puzzles. But there was a 
far more sinister side to the Toymaker: he played his games to win, even 
cheating if needed* And his games, far from pastimes, were horrifying 
and deadly traps whose loser 1 s lives were forfiet* 

The Celestial Toymaker is perhaps the most fondly remembered DW 
story ever made. T^e most popular fan newsletter in Britain is named for 
his dangerous realm. The long awaited novelization of this most-missed 
of the lost stories has been released in hardcover, and should be 
available in paperback shortly. Yet handling the Toymaker is difficult 
in current DWRPG systeips(in gact, so are most beings like him). The 
most difficult problem is resolving the enormous power and intellegence 
of such beings with a system of attributes that stops at Level VII. This 
even affects how other notable characters play; the Cybermen, for example 
are said to have the strength of 10 men.,. 

The best way to deal with superbeings in my experience is to do 
two things: 1. kit-bash when needed to make the characters work, and 
2. If all else fails, chuck the rules and role-play. 

Believe it or not, levels above VII DO work, but not as traditional 
levels. There's no room for them in the confrontation chart (level of 
action vs difficulty of task) which regulates most activity. True. 
So that's where the kit bashing comes in, take a hint from games like 
TRAVELLER and make room. 

How? Looking up the matrix in my handy copy of the Game Operations 
Manual, I can tell that the difference in rolls required between a Level 
VI ability and a level VII ability 3* and the difference between a V and 
a VI is a 2. Could it be that difficulties, like the costs of levels 
themselves, creep up gradually? Seems so, so how to represent level VIII? 

The best way is- to treat . it as what TRAVELLER calls a die-roll 
modifier, or DRT1. Now you must roll less than the number on the matrix 
to succeed in a task. If you have a Level VIII skill or attribute, 
reduce your roll by 4. And if you are facing a Level VIII task, 
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increase your roll by 4. Higher levels work the same way, but it 
rapidly becomes astronomical. Level X, for example, would be a DRM of 
15! I challenge you to roll more than 15 on 2D6. Impossible? Right! 
The modifier cancells out any roll you can make. 

Does that mean that such a high-powered foe can never be deafeated? 
Not in a contest of die rolling. But the smart GM knows when to roll 
and when to let players run amok. Sutekh cannot be overpowered — he's 
just to mighty and adversary. But he can be defeated by trickery. The 
same goes for the Nara, the Daemon, the Toymaker and other such foes. 
A superbeing pit's your character's ingenuity , not his raw strength or 
even raw intellegence against overwhelming odds. It is by being clever, 
not by having good stats or the right kind of stats, that the PCs will 
triumph. 

That said, here is the Celestial Toymaker: 

Name: THE CELESTIAL TOYMAKER 

Race: Unknown Attributes: STR: V CHA: VII 

EKU: VIII. TINT: VIII 

DEX: VIII ITN: VIII 

Combat Statistics: 

Irrelevant. In his realmy the Toymaker can literally summon up 
huge hordes to do his fighting for him. No weapons known to exist are 
powerful enough to have any effect on him. 

Special Abilities: 

Here's where he really gets dangerous. In his realm, the Toymaker 
controls all matter that is not living. He can-create or uncreate 
things at his whim. He is cabable of setting up links between his 
dimension and any location in space/time; his usual purpose is to lure 
sentient beings into his realm to play his games. When he wins a game 
in his realm, he has the ability to imprison the loser in his realm': 
forever, transforming him/her into one of his creations. 

His one weakness is self-imposed; if he ever loses a game, then 
his current realm is destroyed taking everyone in it with it. Everyone, 
that is, except the Toymaker. He simply goes on and sets to work 
assembling a new realm. 

Skills: 

The Toymaker has knowledge of all skills at the Level VII level. 
However, with his abilities he has little need of them. He is a level 
VIII game-player at virtually all games known to man, and is capable 
of designing his own fiendish variations of them. 

Background: 

What can you say about the background of a being like the Toymaker. 
He has no beginning, no end and he is simply eternal'. 

The Toymaker' s life is devoted to games; his only real purpose is 
to challenge and defeat sentient players. He would especially relish a 
rematch with the Doctor, the one being in all space/time who has ever 
defeated him. 

Those who do find themselves in a game with the Toymaker will 
realize he does not play fair. He is more than willing to cheat, 
especially if he senses that his opponant is trying to. 

The Toymaker usually appears as a jolly Mandrin (a mandarin is an 
official of the Imperial Chinese Court on Earth) , but what ever disguise 
he choses is available to him. 



"INTERVENTION" is a DWRPG fanzine published by Michael Hopcroft. Contact 
him at: 2190 W. Burnside #108, Portland, OR 97210 (USA). Enclose ^AE 
and International Reply Coupon (or SASE In USA). 
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lillU-ADVi^NTUHE #5: SPECTBOX SEDUCTION 
Written By Gary Pedretti 



SCENARIO: 

Androzani. A planet where the surface looks like a wasteland- But 
one should never judge a book by its cover, eh? Very much so for this 
planet, because its caves which extend underground store the most 
valuable susbstance in the universe - Spectrox, a liquid which can 
expand the life span of a human to twice its length. 

Sharaz Jek* The vary powerful man who holds a storehouse with 
tons of spectrox* And Jek is a genius, inventor of his own androids, 
an expert in the field . But he has one problem - his face and body were 
left deformed by his arch-enemy, Horgus. He has vowed revenge against 
Morgus, but more importantly, he wants to look normal again, to be 
accepted. 

Davroa and the Daleks. What do thay have to do with it? Too much, 
for Davros has Jek and his spectrox under his control. Jek has not 
revealed the location of his spectrox, for one simple reason - to stay 
alive. Davroa has had his Daleks search for the storehouse, with no 
success, Jek is the only one who knows where the spectrox is* So Davros 
has made a deal with Jek — if Jek provides a sufficient amount of 
spectrox for him to experiment with, Davros claims he will restore Jek's 
face to its original appearance. 

But why does Davros need spectrox? For two main reasons: he wants 
to make his body and life support systems more efficient, and he wants 
to experiment with spectrox in Dalek embryos, to make them more 
efficient, and possibly bring them to perfection. 

So the PCs must stop Davros and his evil plan. Can it be done? 
What will happen to Sharex Jek? This is for the PCs to decide..... 

For obvious reasons, this story takes place before the stories 
"Ressurection of the Daleks" and "Caves of Androzani" * It happens about 
a year after Jek became deformed* And of course Jek must survive(as must 
Davros) to allow this adventure to fit in with regular DW lore. 

THE STORY: 
THE DALEKS 

The PC's TARDIS will materialise on point A of Map #1. Why they 
materialise on Androzani is up to the GM* The characters qiay wander 
around the cave systems for a while, but will be detected by a group of 
three Daleks in 2D6 minutes. If these Daleks are combat ted and defeated 
or evaded by the PCs, another group will appear in 1D6 minutes and so 
on until the characters are captured • When they are captured, they will 
be taken to Jek's base( shown on map 1) where they will be interrogated 
using the interrogation center* They will be forced to grip the sensor 
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spheres and they will be asked the normal Dalek-type questions^True or 
False — You have come here to sabotage normal Dalek operations", etc)* 
The computer linked to the sensor spheres will notify if a non-human is 
being interrogated(a Time Lord for example). After interrogation they 
will be out in the prison cell. 

If the PCs escape they will be re-captured in 1D6 minutes and then 
locked in the cell again with one guard Dalek, 

In 4D6 + 6 minutes, the PCs will be escorted out of their cell and 
then into * the main control room by 3 Daleks* Here the characters will 
see Sharez Jek with 5 of his androids as well as Davros with 4 Daleks. 

Davros will then interrogate the PCs and demand to know "What is this?", 
pointing to the PCs TARDIS which will have now been brought there by 
Jek's androids. 

The characters, after answering, may enquire what the Daleks are 
doing on this planet and who Jek is. Then Davros, being proud and also 
optimistic, will tell the characters about Spectrox, Jek, and their deal, 
as well as the experiments. 

If the PCs warn Jek that Davros will simply use him and kill him, Jek 
will not believe them as he has become quite loyal to Davros, 

Th« PCs will then be escorted back to their cell. Davros claims 
"they might be useful* 

In 2 D6 + 3 days, if the PCs have not escaped, they will be taken 
to the surface and into the Dalek scout-ship, where they will be flown 
to a Dalek craft orbiting Androzani. There they will be tortured until 
they reveal the secrets of time travel. GMs can develop this into a 
full adventure of its own. 

ESCAPE: 

The PCs should now attempt escape and thwart Davros 1 plans* 
The PCs should know something about the government's control of the 
upper levels of the cave system from the map in the control room. They 
could escape to the upper levels and seek the government's army's help. 
The commander of the army there is named Jon Brown. He and his army number 
about 250 and are assigned here to keep spectrox smugglers away from Jek 
and to eventually take over Jek's territory and the spectrox. Brown 
does not know about the Daleks and their doings. Brown does know alot 
about Jek's androids and the cave system well. 

CLIMAX: 

The players should develop a plan to stop Davros. An obvious but 
violent one would be to have the army launch an attack on the lower 
levels. But the PCs may never see the government's army. Another 
solution could have the PCs negotiate with Jek and convince him how 
evil Davros is. Then Jek could have his androids combat the Daleks and 
take his control of the lower levels. 

AFTERMATH: 

After the Daleks have been thwarted, the PCs may want to stay on 
Androzani for a while. Davros should escape with some Daleks to return 
for another day. The PCs could help negotiate between the government 
and Jek to start a friendship and spectrox trade between the two, 



NPCs: 

DAVROS AND THE DALEKS: 

Statsitics and information on Davros and the Daleks may be found on 
pages 19, 22 and 25 of the sourceboom for field agents and on page 21 of 
the Game Operations nanual. 

SHARE2 JEK: 

STR: IV DEX: IV MNT: VI Ap . 0 

END: V CHA: IV INT: III Ar ' 0 
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Appearance: A male human with average height and build. He wears 
a black suit that covers his whole body and a black and white helmet 
which covers his whole head, hiding his deformities. His left eye is 
fake. A picture of Sharez Jek can be found on page 61 of the Game 
Operations Manual. 

Skills: Geology III 

Cartography III 
Chemical Engineering VI 
Electrical Engineering IV 
Mechanical Engineering III 
Small Unit Tactics III 
Chemistry V 
Computer Sciences V 
Physics IV 
Surviellence IV 

JEK 1 S ANDEOIDS: 

STR; VI DEX: VI HNT: 

END: VII CHA: - INT: 

Appearance: These androids look like humans clothed in greenish- 
grey suits. They have plastic looking heads with a round transparent 
hole in the middle of their head(the "p^e"). They have infra-red vision 
and obey only Jek and obey without question. They carry small machine 
guns and have internal communication systems so they can all be controlled 
from Jek's controls at his base* 

OTHERS: 

Due to space limitations Gamemasters must make up statistics for 
"Jon Brown — commander of the government forces on Androzani" and for 
the typical solider of the government forces. 

AREA DESCRIPTIONS: 
MAP 1: 

This map is only a cross-section of the cave system. The caves wind 
about from north to south on each level, therefore you could not stand 
at the east end of a level and see the west end. All the levels of caves 
are basically the same, there is a flat pathway with rock rising on either 
side of the path and eventually coming together to form a "roof". Elevators 
are at the ends of each level to take people from one level to the next. 

The Dalek tunnel to the west side of the cave system is how the 
Daleks get to and from the base. There are two elevators which take 
them up and down and a short passageway to the base. 

A Dalek patrol is three Daleks guarding their given area. A 
government patrol is two soldiers guarding their given area for spectrox 
smugglers with machine guns. 

T^e two secret doors on level one and two conceal a rope lift used 
by specrox smugglers to avoid the army base. 

The secret door on level 6 leads to an elevator to get to the 
spectrox storage and refinery. In order to operate the elevator, you 
must punch in a code known only to Jek and his androids on a keyboard 
next to the elevator doors. 

Consider finding secret doors a level VII task in trap discovery 
skills. Disregard this if the character has been told where the door is, 

MAP 2: 

The elevators go to the two levels of Jek 1 s base and up to level six 
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of the cave system. All doors are automatic sliding doors and may be 
locked from the inside of the room or from the main control. 
Level Xi 

Surveilence/Android control center — This is where Jek can keep up to 

date with what is happeneing in the army base and where he can 
control his andorids from. 

On the west wall is the surveilence system. Jek has his cameras 
placed on the main control and cpatain's quarters of the army base. He 
also has cameras outside the doors of the base and on all levels of the 
whole cave system. The surveilence system composes of ten video screens 
with some controls for swirling and focusing cameras, volume, etc. On 
the south wall is the android control system. This composes of a large 
video screen and many controls. The video Screen enables the viewer 
to see them through any android's "pyes M by adjusting the controls. 
Then Jek can send orders through the audio system to any andoid he wishes. 
The androids will only accept orders dictated by Jek because they take 
a speach print on each command and compare it to Jek's. There are 15 
of Jek f s androids in total. 

Jek's Quarters — this is where Jek lives* 

In the northeast corner of this room is Jek's bed. In the SW corner 
is Jek's desk and personal computer systems. And in the SE corner is 
Jek's safe which contains h±a personal supply of spectrox. 

Storage/Android production and repair center — In this room Jek keeps 

extra materials and parts of androids. In this room are enough spare 
parts and extra materials to build to more complete andorids. There is 
also parts for computers, extra weapons for androids, and surveillence 
equiotment. This is also where androids will go. There are usually 
five to ten androids here all the time. 

Food Kitchen/Storage — This is a bare-walled room with an extra thick 

door. There is a ventillation shaft 10 metres off the ground(as in 
every room) on the south wall. When this room is occupied, there will 
be an armed guard( android) outside the door* 

LtTftl 2: 

Prison Cell — This is a bare walled room with an extra- thick door. There 
us a hidden ventalation shaft 10 metres off the ground (as there are 
in every room) on the south wall. When this room is occupied there 
will be one android guard outside the door. 
Dalek Laboratory — This is the heart of Davros' experiments. 

On the whole west wall there are rows of Dalek embryos enclosed in 
glass. Davros will use these fQP his experiments. On the north wall 
there are many vials of spectrox* some microscopes, brain-wave reading 
machines and nother scientific equip tment, which are sitting on a long 
table. In the Northeast corner is a computer which stores experiment 
logs and figures out equations. In the center of this room is a large 
table for experiments. Also in this room are two humans drugged by 
Davros and are carrying out experimental work on Davros 1 orders. They can 
not talk and will ignore intruders; they behave like zombies. 
Dalek Storage — This is used for storing micellaneous items for the 
Daleks. Somethings are here: laser cutters, spare Dalek parts, 
communication devices, spare computer parts and two Dalekanium bombs. 
Lab Storage — This is used for extra materials needed in the lab. Some 

things are : laser cutters, operating tools, some vials of spectrox, 
etc. There are also three imbobilised Daleks with no embryos in them. 
Interrogation center — This is where Dalek prisoners are taken for 
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interrogation. On the south wall of this room is the interrogation 
camber, flanked on both sides by the interrogation computers. The 
interrogated person simply grips the two sensor spheres and answers 
questions. If the person lies shock blasts of electricity are sent 
back through the spheres, causing temporary pain. 

Dalek main control — The heart of Dalek operations on Androzani, On 
the west wall is the Dalek communication center. A Dalek or 

Davros can give orders to Daleks from here and Daleks can report back. 

Dalek ships in space can also be radioed here* 

On the north wall is a large map of the cave system of Androsani. 

similar to map X* It is specified by colour which levels are controlled 

by Jek and which are controlled by the government. 

This room is also the quarters fo-B Davros and Daleks not in use. 

There are fifty Daleks total on Androzani and ususally at least 25 will 

be here, ready to go into action. 

MAP 3: 
Level 1; 

Main control/surveilence — This i? the heart of all army doings. 
On the west wall is a surveilence center similar to Jek's. The 
government has cameras on all levels it controls and has a two-way 
A/V system in all rooms of the base. One soldier is always stationed on 
this survielence system to patrol the cave levels for spectrox smugglers. 

On the north wall is the audio communication system. Every soldier 
carries a walkie-talkie like communicator on his wrist and they 
may recieve and transmit orders to here. 

On the east wall is a map of the cave system and a long range 
communicator to contact both spaceships and people on the surface. 

The small weapons room contains 25 machine guns and fifty grenades 
for emergency use. 

Captain's quarters — Where the captain lives. Contains a bed in the 
west wall, a log computer on the north wall, and a desk with a computer along 
the south wall. There is also a safe hidden behind the bed contining a 
laser pistol and four vials of spectrox. 

Recreation room — Where soldiers can go for R&E. Contains: a few video 
type games, a small rifle range, and games like checkers and chess, 
whatever suits your fancy* 

Pood storage/Kitchen — Where the gruel is stored and prepared for the 
hungry soldiers. 

Mess Hall — Where 250 soldiersrwill be served. Contains rows of tables 
and chairs. 

Prsion cell — same as on Map 2. 

Barracks — where 250 soldiers rest. Includes rows of beds and lockers 
along each wall for clothes, etc. 

Level 2: 

Storage — Contains things like extra army uniforms, computer parts, 
ropes , hooks, communications equiptment, video earners , etc. 

Weapon storage — The room is locked ana contains: crates of grenades 
(total 400), crates of land mines (75), crates of time bombs(5), 
300 machine guns, 250 knives, 5 heavy machine guns. Guarded by 
1D6 soldiers. at any given time. 



Maps included. 
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FOE FILE #3: THE ACTBONS 
Created By Mark McMillan 

The Actrons are a race where the philosophy "Things are not always 
as they appear" most certainly applies. 

In a far off solar system their sits the planet of Actron, a world 
made up of ice and snow — much like Pluto in terras of temperatures 
and conditions. The planet has a system of caves built deep underground 
in which the only inhabitants of this world, the Actrons, survive. 

The Actrons were born when a team of scientists from the planet of 
Earth arrived on this planet (and built the underground cave system to 
keep their presence a secret - this was during the Draconian wars) to 
conduct various experiments. One science team was careless enough 
to attempt to create a life form which could survive on the surface, 
an experiment which almost proved successful. 

The life form was created when a Draconian prisoner had genetic 
adaptations made to him, in the hopes that the new life form could 
survive on the surface. A bungeling scientist with ambitions of his 
own had the goal of creating the "perfect" life form, added in factors 
to the genetic design which the original team had not planned for, The 
resulting effect was deadly* 

The new life form has the Draconian physical features, except that 
it has now got a harder, shell-like skin, pale blue in color instead of 
the regular green colour. It also can only survive in temperatures 
of less than 40°C. The new life form, due to the unplanned genetic 
adaptations, also has the unique ability to shapeshift and change its 
form at will—reproducing everything including voice and speach in 
perfection. This allows it to imitate other life forms, including 
individual people, as long as it does not break any of the above 
conditions(can' t like about 4G°C). 

The new creature can also kill by touch — the creatures' touch 
causes the victira(or object) *s temperature to drop to -100° C which 
ususally kills the person. This process takes under 5 seconds. The 
touch won't kill the creature if it can handle temperatures below -100° C 
and take the rapid change in temperature itself. 

All these factors combined allowed it to take over the underground 
research station and kill all the humans present. It then proceeded to 
reproduce(it reproduces on its own) more of its kind. Soon the planet 
was overrun by the Actrons, who can live on the surface. They are 
relatively unintellegent and could not built the technology to fly 
through other star systems and run them over so they are stuck on the 
planet for the moment. 

Statistics for the Actrons are: 

STR: VI EHD: VI DEX: V INT: V MNT: IV CHA: III 
(GNs to create remaining stats and individual skills) 
Skills(same for all Actrons): Cold Touch - VII 

Shapeshifting - VII 
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In a few years the Actrons were visited by a small Earth scout 
ship, as the research team had not returned to Earth on schedule. 
The Actrons managed to disguise themselves until the team had 
finished their investigation and then the Actrons managed to slip a 
few of their people on board the Earth ship. 

The three Actrons which managed to get on board the ship disguised 
themselves and returned with the ship to ^ the space port of Telock 
where they took over the spaceport, again killing all the people on 
it. To our knowledge they are still there, some may have gotten 
onto escaping spacecraft >and are spreading themselves across the 
galaxy. And Time Lords and CIA Operatives encountering this race 
are reported and instructed to eliminate theip as best possible so that 
they pose no threat to the free universe* m 



FOE FILE #4: CQMPUTRON 
Created By Mark McMillan 

Computron is a unique enemy — one that poses no threat to 
uncivilized worlds and one that affects only technological worlds. 
He is a parasite and totally dependant on computers, but still poses 
a great threat. 

Computrom was born when a scientist attempted to create a 
computer with intellegence on the planet of Zastos. In a freak accident 
he not only found a computer that had the power to think, but one with 
motivations and desires, in short — a new life form. 

Computron promptly took over the computer in which it was situated 
and absorbed all the knowledge. After acomplishing this it found a way 
to travel from computer to computer, taking them over and abosrbing 
the knowledge. Soon the entire planet of Zastos was eliminated under 
the reign of Computron. 

Exactly how computron survives is still a bit of a mystery. We 
know it lives on knowledge and as long as the host computer is active 
it can never die. Whpt we do know is that it is probably a burst of 
energy that can hurl itself a distance of about % of a kilometre or 
travel along communication lines or power cords. Once Compitron has 
occupied another computer or data bank it still occupies the last data 
bank, so it multiplies and conquers. 

Computron can also board ship's computers and move onto other 
worlds. Therefore it conquers other worlds and solar system and 
it eventually hopes to take over the entire universe. Destroying it 
utterly is near to impossible: it can exist in other computers 
throughout the Galaxy. 

Name: Computron Intellegence 
STR; - GHA: III 

DEX: - MNT: VII 

END: VII INT: V 

Computron has alot of skills stored in its data banks, almost 
every one in the galaxy. It, however, can not do anything physical 
such as construction and fighting. To acomplish this it can take 
over the minds of robotsfit also spreads itself like this) to do its 
manual task. Computron' s intelligence is spreading itself like a 
disease across the galaxies and its a danger wherever there is 
technology, which is almost everywhere...,,,*. 
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Created By Mark McMillan 



The MPs are certainly one of the most interesting races the PCs are 
lately to encounter. They are not actually evil but can still be a large 
threat to the known universe. 

Imps are the native race of the planet of Ikotsaka, in the Stellion 
galaxy. The avarage Imps stand at 1 metre in height and they are elfin 
in fornu They have remarkable ^abilities of telekenetic power that 
are almost unknown to most humanoid races throughout the galaxy. Their 
nature is very mischievious and they like to cause trouble for its own 
sake. They tend to act as poltergeists and can be very dangerous when 
provoked, (They are very hot-tempered) 

They have several unique abilities* not the least of which is to 
be able to see into the future up to 1 hour in advance. They can also 
create things using the powers of the mind as well as teleporting up to 
two kilometres. 

They can not be damaged by energy weapons but almost everything 
else works at 1/4 regular damage. In fact, energy weapons are absorbed 
into the imp to allow it to gain strength. The only things -that do great 
amounts of damage to Imps are psydie blasts such as another Imp's attack 
or creatures using similar telepathic abilities. For example, a Psychic 
Interfereance Transmitter would make an Imp totally helpless, a hit to 
the back of the head would then be able to kill the creature. 

Below are the statistics for the Imp: 

Name: Imp (Average) 

STR: V CHA: III MAX OP END: 30 

END: V MNT: VI WGU5D/FAT I GUE HKAL: Special ** 

DEX: IV i INT: V AP: 7 

Special Abilities: Telekenetic powers, see description 

Skills: 

Armed Combat, all weapons(any 8): V 
Climbing: VI 
Gambling: V 
Gaming: V 

Military Sciences(any 2): V Vehicle Operation(any 2): IV 

Streetwise: IV Haggling: V 

Triva, Telekenesis; VII 

Triva, Psychic Projection: V 

Triva, Teleportation: V 

Triva f Prophecy: IV 



(cont . . . ) 



TIME MEDDLERS ISSUE #4 (BACKLOG-ISH ISSUE) - PAGE 24 



ill 



FF: Imps/2 



Descriptions: 

Triva, Telekenesis: Use and ability of telekeiEtic powers and the ability 
to learn and devlop each powers. 

Triva, Psychic Projection: T^e ability to create hallucinations and/or 
solid or living objects for apparently nothing but willpower • 
They also have the ability to command these things(if they are 
living). They have a range of things which they are capable to 
create as well. For example and Imp couldn't create a planet but 
would find it easy to create a simple stone. Use this below chart 
when using the chart: 

Roll Result 

1 Unable to create 

2 Create a hallucination while concentrating on it 

3 Create a hallucination without having to constantly concentrate 
^ Create an inanimate object, real(eg statue) 

5 Create/Command a living object 

There are other things to take into acount, for example the Imp may 
only want to create an illusion, in which case rolls of 4-6 would take 
on l-3(eg 4=1, 5=2, 6=5). But for more difficult things this roll itould 
be made. 

Triva, Prophecy: The ability to predict things with at least 50% accuracy. 
Again, there is no known explanation. An Imp can only predict 
things which will happen a day in advance- Roll on the below chart: 

Roll Result 

1 Prediction is completely wrong 

2 Unable to predict 

3 Prediction is 50% accurate (GM decides what things are wrong) 

4 Prediction is 75% accurate 

5 Prediction is 8% accurate 

6 Prediction is 100% accurate 

Triva, Teleportation: The ability to teleport from location to location 
within a distance of 2km or less. Again use the below chart: 

Roll Result 

1 Successful Teleportation 

2 Unsuccessful teleportation - Imp dies 

3 Partial success — Imp suffers }D6 damage 

4 Successful teleportation 

5 Imp arrives at wrong location 

6 Successful teleportation 

The Imp never tires except during the following users: Propechy abilities 
which cause 1D6 Fatigue point losses, Teleportation requires 1 hour of 
rest within 3 hours of the act, and Psychic projection causes IDS X? 
fatigue point losses. 
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Mark McMillan, 
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(Canada) 
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Steven Dieter, 
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"TIME MEDDLERS" HAS THE FOLLOWING BACK ISSUES UP FOR SALE 



All orders must be paid in Canadian funds and no foreign cheques 
can be accepted. All cheques/money orders are to be made payable to 
STEVEN DIETER and sent to the Distributor's address. 

PROTOTYPE ISSUE : July_l^>86 $2.00(in Canada), &2.75(to USA), &3.00(overseas) 

This issue contains Gameaids, an Adventure, artwork, GM Scenarios, 
reviews, and much much more. 

NOVEMBER 1986 ISSUE : $2.50(inside Canada) f $2.75(USA), $3. ^0( overseas) 

This issue contains the very forst "Foe File" segment, Gameaids, 
reviews, Reader's Survey(still time to answer!), as well as a supplement 
on "The Dominators and Quarks". This in my choice for favorite issue! 

SPRING 1987 ISSUE: Prices as are for the above. This issue contains 
two adventures, GM Scenarios, the Final column of Don Ferguson, 
DVRPNet and USDWRPNet, and more! 

BACKLOG ISH? : You're holding it in your hands. 

YEARBOOK 1966-8? ISSUE : Due out for release in either May or harch. No 
orders will be taken as yet* Will contain articles from various 
writers that have been used in previous issues throught the year. 



• each * 

. each = 

. each = $_ 

Total Costs total : S 



COSTS: Issue 1 $ ft 
Issue 2 @ ft. 
Issue 3 @ ft 



Mail to the above 
Distributor 1 s 
address. 



Submissions for future issues can be sent to the editor's desk. 
If you want to know when the next issue will be released enclose a SASE 
(or SAE and IRC) to either address and we will let you know when they 
become available. 
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OVERVIEW OF TIME MEDDLERS ISSUE uH (VOLUME 1, ISSUE 4) 

• This fourth issue is labeled as "Volume One, Number Four" on the cover, as 
well as "Spring/Summer 1987". The cover identifies this as a "Backlog "ish" '87" 
issue. 



• The cover features a photo of the Tom Baker era TARDIS console room. 



• Cost of the Issue #4 was $2.50 (Canadian) inside Canada, postage to other loca- 
tions was not given on the cover of this issue. 



• The issue announces that this issue is the "Backlog 'ish '87" issue. On the cover 
editor Mark McMillan says that by printing this issue it clears some of the fan- 
zines files (and presumably pending articles) and gives the team "a chance to 
clear up some old ideas and get some new ones." This is interpreted to mean 
that articles that were pending for publication were printed in this issue to let the 
team focus on new submissions and ideas that the writers and editor hoped could be developed. 

• Mark McMillan wrote Mini Supplement #2 on The Rani (being sure to point out that all information was accu- 
rate as of 13 October 1986, as the Rani was due to appear the next year again in the 7th Doctor story "Time and 
the Rani"). He also contributed Foe File #3 on a race called the Actrons (a shape-shifting race based on Draconian 
DNA and an experiment to make the ultimate life form); Foe File #4 on the intelligent computer named Compu- 
tron (and energy being that seems to predate the similar create called the Wire in the Doctor Who episode "The 
Idiot's Lantern"); and Foe File #5 on a race of mischievous miniature humanoids known as Imps. 

• Michael Dawber contributed the adventure module "Lamagiua" (the creatures named in the title are sometimes 
also called "Lamaguia" in some places as there is inconsistency in spelling). The adventure features Vraxoin smug- 
glers who begin the extinction of the bird-like Lamagiua creatures. The adventure includes a number of charts for 
"Natural Encounters" akin to a random encounter or a "Wandering Monster" encounter in D&D. This adds to the 
variety of events that could happen in the adventure. All of the original races and monsters are given stats in this 
adventure module. 

• Michael Hopcroft contributed an article on Superbeings in Doctor Who RPGs, which was an article reprinted 
from Issue #4 of the Intervention fanzine, which also covered the Doctor Who game. 

• Gary Padretti contributed the adventure entitled "Spectrox Seduction" an adventure set before the events of 
"Resurrection of the Daleks and "The Caves of Androzani" as Davros and his Daleks search for Sharez Jek and the 
secret of Specrox. This adventure is driven by a narrative timeline, but maps are included along with descriptions 
of each area or room and what is found there. 

• Back issues of the fanzine are available for order on the back page of the fanzine, revealing printed copies we 
still available and in stock with the distributor. It also reveals that back issues were sought by others. 

SUMMARY: The original content found in Issue #4 is quite welcome. Two new adventures, three new races, and a 
fine article on gamemastering super-beings are all packaged together in a single place. Without the standard arti- 
cles of the editor's column or the distributor's report the fanzine is not quite the full issue with details of the pro- 
duction or comments on intent and feedback. In some ways, this makes the issue get right down to the business 
of providing interesting and useful tidbits of information suited for use in one's role-playing campaign. However, 
the lack of other details fail to give us a better sense of what was going on in the gaming world or the world of 
Doctor Who for that matter. The "Backlog-ish Issue" featured the core of what most gamers are looking for, but it 
misses a touch of the charm and banter that made early fanzines so unique and distinct (for better or worse). 
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This is the first colunn of "Editor's Page" where all editorial 
buisness is taken care of and gotten out of the way. It has been designed 
because we were taking up too «uch space with our editorial columns in 
the past. 

1* "The Doctor Who Role Player's Network" has been formally closed 
down due to lack of interest • Next issue will feature "The TARDIS Repair 
Depot" which is a new version of "The DWRPGNet" (nort of). I won't 
reveal what nichael Dawber has planned so you'll oust have to buy issue 
seven! 

2. This issue welcomes nichael Dawber as typist(Layout Editor). I 
think you'll agree that this new look is better than the old. 

% We urge everyone to write to FASA to pretest the cancellation 
of the DWRPG! (See Letter enclosed in this issue). We sent FASA a letter 
a few months and so far no reply. We'll print the reply when we (and if 
we) ever get one. We plan on writing again* 

4. Starting this issue no free issues can be awarded for people 
submitting title pages. Doug Fa^y (Cover artist on 5/6) will recieve a 
free issue of this 'zine. Starting next issue we have a policy for 
people submitting cover art: you will recieve the regular $2.^0 issue for 
the low price of 81.J?0. The rest will be paid by TM. 

5. We need contributors for issue 7! The issue has got a special 

f eature(you' 11 se?e) but we need =ore submissions. This issue features so^e 
new writers and we hope to hear w ore fro™ all of the^. 

6. Contributors are needed for a fanzine "The Ark" which is due for 
release in September. This is a TM production but is just a regular DW 
fanzine. Send submissions to the editor's address. 

7. Next issue, due to the recent increase in postal rates TM will 
decrease in size. Instead of the usual 25 page publication, we will now 
be 22 pages in length. 

Thank you very »uch for your ti™e. We now return you to your new look 
issue of Til. 
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^ GAME AIDS 

! For Your DWRPC 



GAMEA ID„5_: 
The Evolution of the Daleks 
b y Bl aine Manyluk 



On Doctor Who, we saw Daleks in various stages of their 
development. In the official rules for the RPG, Daleks are 
the same, whether in 3381 BC or 140 000 AD. This article shows 
eight different types of Daleks, for eight different time periods. 

Type A 338 1 BC - 2087 BC This earliest type of Dalek had no 
specialized leaders (Black or Supreme Daleks). The leader was 
usually an ordinary Dalek with a MNT of Level V and a few extra 
skills. At this point, Daleks only had 30 armour points. They 
were powered by rechargable batteries, with 50 charges. Life- 
support functions used one charge per day; movement, 1 charge 
per hour; and combat, one charge per shot. Recharging took 
six hours. All weapons were disruptor rifles. Around 3000 
BC, many Daleks had projectile weapons (treat as sub-machineguns 
with 200 rounds). Firing one of those does not use up any charges. 
The Type A Dalek with disruptor weapon was seen in 'Genesis 
of the Daleks 1 . 

Type_B 2208 BC - 351 AD Skar o on ly Modifications were made 

to the basic structure. The base was wider and appeared to 

be on a platform; the colour was silver-white. Supreme and 

Black Daleks first appear. Armour is 40 points. Power is supplied 

through the floor of the Dalek city. As long as a Dalek is 

in contact with the floor, it has an unlimited number of shots. 

Disruptor weapons are standard on all Daleks, and all have stun 

settings. This type was first seen in 'The Daleks*. 

Type C 2086 BC - 2172 AD This form of Dalek was first used 
by the Exp" Zionist forces, but the Skaro Daleks eventually 
gained the .ecessary technology (after their first defeat by 
the Doctor). The Supreme and Black Daleks are exactly like 
the ones described in the official rules; they have particle- 
beam weapons. The life-support systems are improved; oxygen 
is recycled from carbon dioxide, eliminating the need for outside 
air. The Type C power system is a 25~charge battery and an 
energy-absorbing antenna. The antenna is located at the back 
of the Dalek, is -1 to hit, and requires ten damage points to 
destroy. If a Dalek has a functioning antenna, it has unlimited 
firepower; if not, or if cut off from all energy sources, it 
must use battery power. Recharging takes 1 hour. Type C Daleks 
look much like Type Bs , and were seen in 'The Space Museum' 
and 'The Dalek Invasion of Earth' . 



TIME MEDDLERS ISSUE #5/6 - PAGE 4 



118 



Evolution of the Daleks 

Type D 2173 AD - 2259 AD These Daleks use a special type of 
nuclear fuel, which must be replaced every 3 months. Firepower 
is unlimited. The first Emporer Dalek reigned during this time. 

The Daleks were also developing and experimenting heavily with 
grabber arms instead of suction cups. The Type Ds are structurally 
weak; their outer shells can withstand projectiles and energy 
weapons normally, but any large-scale impact such as falls or 
blows from large, blunt objects (such as certain contact weapons) 
may cause heavy damage. The armour value against such attacks 
is 30, and any critical hits do 2D6 damage to armour in addition 
to normal results. 'The Chase* and 'Power of the Daleks* featured 
this type. 

Type E 2259 AD - 3916 AD These new Daleks are taller, narrower, 
have a different grill area, and are silver in colour. They 
have compact fusion reactors and some genetic improvements to 
the creature inside. They must re refuelled with hydrogen every 
six months. If the Dalek is critically hit, and the result 
is two sixes on the Critical Hit table, the Dalek explodes. 

The blast radius is 2 squares, and the damage is Type A (energy) . 
The Dalek is totally destroyed. Since the nuclear reaction 
is a clean one, very little radiation is released. The Supreme 
and Black Daleks have 6 AP, the Soldier Daleks having 7; this 
also applies to all later-model Daleks as well. There are 2 
additional skills, most likely one of: sciences, engineering, 
technology, or military science. These skills are at Level 
IV. The Third Doctor battled Type E Daleks in 'Day of the Daleks", 
'Frontier in Space', 'Planet of the Daleks', and 'Death to the 
Daleks* . 

Ty pe F 3917 AD - 4587 AD A safer power supply and a better 
life-support system are the main improvements. The new source 
of power is absorbed neutrino energy, which never needs fuel 
or recharging, and cannot explode on a critical hit. No food 
or water is required; the recycling unit handles that. The 
Dalek creature is completely sealed off from the outside (but 
this is no protection from the Movellan virus, which can penetrate 
metal.) All Daleks have two additional skills, and mentioned 
above. This model was in 'Mission to the Unknown* and 'The 
Dalek Master Plan*; they resemble the older types of Daleks 
in appearance. 

Type G 4588 AD - 1 5 000 AD The particle-beam rifle is now 
used by Soldier Daleks, and Black Daleks have 45 armour points. 

During this time, the Daleks are concentrating on quality, 
not quantity, so there are fewer new Daleks but they are more 
effective* New technology also makes some of these improvements 
possible. All Daleks now have three extra skills, and Soldier 
Daleks have a MNT of Level IV. Stories include 'Destiny of 
the Daleks', "The Five Doctors', * Ressurection of the Daleks*, 
and 'Revelation of the Daleks*. This model is grey-brown in 
colour, and has a more high-tech appearance. 
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Evolution of the Daleks 

Type_H 15 000 AD onwards These Daleks are rarer, being confined 
to Skaro and a few other planets. They are similar to Type 
G Daleks except for armour made of a new substance, with 50 
points of protection (20 vs. particle beams). All these new 
Daleks were further improved genetically, with ITN Level III, 
resistance to all diseases, and more free will (and the capacity 
for good as a side effect,) These Daleks were seen in Evil 
of the Daleks 1 . 



The Emporer Da 1 e k 

STR N/A END VII (50) DEX I CHA I I I MNT VI ITN IV 

Size L AP 4 (N/A) Armour 50 (body), 20 (eyestalk) Max opp 
end 100 

It has 14 sensor globes, an indestructible life-support system, 
and cables which allow communication with all other Daleks. 
It is bolted to the ground and may not be attacked from below. 
It has 3 other skills in addition to the ones in the rules, 
but when connected to the main computer by cables, it has the 
following skills; 

Administration VII 

Earth Sciences, all VII 

Engineering, all VII 

Genera l Medicine, Dalek VII 

Leadership VI 

Life Sciences, all VII 

Military Sciences, all VII 

Physical Sciences, all VII 

Social Sciences, Dalek History VII 

, Galactic History IV 
Space Sciences , all VI I 

Technology (bar TAD IS Systems), all VII 

Temporal Science V 

Vehicle Operation (Space) II 

Verbal Interaction, Negotiation/Diplomacy II 
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GAMEAID J6j, 
TnTfihRt: - Extr a Details 
by Blain e „ Ma nyluk 



Unarm ed c ombat To simplify things, damage is always 1D6, except 
for the martial arts throw, which does 2D6 (plus strength bonuses). 
The claws, bite, horns, tentacles, and stingers of non-humanoid 
creatures are also considered body weapons, with strength bonus 
and DDF of 0. 

Pass i ve def ence The difficulty level for an unarmed combat 
attack is the defender's skill level in any form of unarmed 
combat. For contact weapons, it is not necessary for the defender 
to have any weapons, only the skill in the same type of weapon 
used by the attacker. A two-handed sword and a short sword 
are the same type. If the defender is s tunned / unconc i ous , or 
he/she lacks the required skill, the attacker's difficulty level 
is I . 

Attacking to_Stuni Body weapons, clubs, quarterstaves , whips, 
and other blunt weapons can do stun damage, but at -3 to hit. 
If a critical hit occurs, the extra damage is wound damage. 

Point-blank. fire If a ranged weapon is fired at a target in 

the same square (range: 0), the target is considered (if concious) 

to be evading and running, giving a total combat modifier of 

-3. Otherwise, the modifier for point-blank attacks is +1 . 



Tactical Move ment 



Evasion, and _ dodging Dodging, rolling sideways, dropping suddenly, 
diving to prone, and dive rolls are considered evasive actions, 
and receive the -3 evade modifier and the DDF of the attacker's 
weapon. The flying tackle is considered evasive only to someone 
other than the target. 

Dyck_ thrown object The saving roll is modified by the reverse 
DDF of the object, ducked. The reverse DDF is the original DDF 
treated as a positive number, eg -2 becomes + 2. 

Flying tack le This is treated as a grappling attack. If successful 
the attacker and defender are prone in the same square, and 
the defender takes 1 D6 damage. If unsuccessful, the attacker 
is prone in the defender's square. Critical hits and fumbles 
are handled normal ly . 

Parry It is better for a player to parry an attack if his DEX 
is higher than his proficiency level in the attacker's weapon. 
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Combat - Extra Details 



S^ec i f i c We apons 

Grenades Treat as small rocks for range and DDF. Critical 
fumble: grenade ends up 1 D6 squares away from the target, usually 
in an empty square. Roll on Critical Fumble table, ignore anything 
about 'drop or thrown weapon 1 . If attacker or ally takes damage 
from weapon, the grenade is assumed to have landed in the ally's 
square or exploded before thrown. Fumble (regular): the grenade 
landed in the same square as the target. Hit (regular): the 
grenade has hit the target ( 1 D3 extra damage). Critical Hit: 
the defender takes the extra damage shown on the Critical Hit 
table. Any other targets in the Blast Radius take normal damage. 
All grenades have a blast radius; anything within this radius 
takes Type A Energy Weapon damage (roll separately for each 
target). Grenades from the 20th Century has a BR or 1 square. 
More advanced one has a 2- or 3 -square BR (cf. Fusion II Grenade 
from 'Countdown' module) . 

Machine guns May fire single shots or continuously. A single 
shot does 3D6 damage, takes 1 AP to fire, and may be aimed. 
It takes 2 AP to fire a burst (continous) at a target. A burst 
may be aimed, uses 10 rounds, and does Type A (firearms) damage. 
Continous fire may be swept across an entire area. (90 6 shotgun 
firing arc) This costs 2 AP, and an additional AP for each 
change of facing. A sweep is -2 to hit, may not be aimed, and 
does 3D6 damage to all targets in range that are hit. An ammo 
clip is 30 shots (for SMG) and 50 shots (for full-si2e MG on 
a tripod). Both weapons usually require a full turn to reload. 
If two operate a tripod -mounted machine gun, one can reload 
when needed, and the other can fire without interruption. 

Range of Energy Weapons Alio sonic weapons are ineffective 
in a vacuum, have half normal range in a thin atmosphere, and 
a doubled range in thick atmospheres or underwater. Laser have 
double range in vacuum, and half normal range in thick atmosphere 
or underwater (except for Sea Devil lasers). Most blasters 
and disruptors, except sonic ones, do 3D6 damage udnerwater. 
Point-blank range is always 1 square. 

Lasexs__ai^ Partis These weapons can be used to sweep 

across many targets, just like machine guns. Damage is 4D6 
per target, costing 2 AP plus 1 extra AP per change in facing. 
The to-hit modifier is 0, but the shots cannot be aimed. A 
sweep uses up 25 charges per facing (or the entire power-pack 
if it has less than 25 charges). Most energy pistols have 10- 
20 charges, and energy rifles have 25 to 35. 
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MINI -SUPPLEMENT #3 
THE AUTONS AND NESTENES 
fry Mark HsMi i 1 an 

Degigrni ng Adventures 

The Nestene Conciousness (which controls the plastic Autons ) 
has but a single goal: colonization, and, more importantly, 
conquest. They want to spread the Nestene mind throughout the 
gal ax ies . 

Now that you've established that the idea is to decide 
which planet, A third attempt on Earth is unlikely without 
help, as they have deemed it an unsafe area due to their two 
defeats. Besides which, they must already have an agent on 
Earth (or whatever planet) to assemble the Auton energy units, 
to form the Nestene creature (part of the Conciousness), In 
the past two attempts, this took the form of the Master the 
second time and the ftuton Channing in tne first (his energy 
units arrived six months prior to the main strike) . How Channing 
was assembled without aid is still very much a mystery to this 
day; perhaps an accident, or perhaps the Autons have abilities 
we have not as yet encountered. Whatever the case, the fact 
remains that the Autons require something to collect their energy 
units, which arrive on the planet as meteorites, before the 
main invasion can take place. 

Once the accomplice has been determined (the accomplice- 
will be destroyed once they are no longer needed) the GM must 
determine how the invasion will commence. A common tactic is 
for a small group of Autons to replace high government officials 
or people of influence, and then, while the planet is in turmoil, 
to take over with the main bridgehead. (No doubt this bridgehead 
is assembled on another conquered planet.) 

Once the Nestene meteorites arrive, it usually takes 1 D6 
days for all units to be assembled in an 'environment tank', 
which holds the Nestene (who takes on a form adaptable to the 
planet's environment), unless something obstructs them (such 
as one of the energy unit's signals being cut off due to inter- 
ferance or whatever .) . 

GMs should use the Autons* affinity for plastic as much 
as possible. Anything made of plastic is deadly when the Nestenes 
or Autons are near. 
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The Autons and Nestenes 

GMs must also choose a base of operations. In the two Earth 
attempts it was a plastics factory. Bases are almost always 
going to be located near sources of plastic, because the Nestenes 
need to create the Autons from it. Bases are often obtained 
by controlling the owner of, say, a factory, or better yet - 
replacing him/her with an Auton . The location of the Nestene 
tank is kept a secret for protection reasons, because if you 
destroy the Nestene, all Autons on the planet fall lifeless. 

The Nesten.es 

Nestenes take on any form which is suitable to the planet 
they are invading. On earth this takes an unusual form - a 
sort of squid- like creature. Once the energy units are collected 
they are placed in a pre-made 'environment tank* to become the 
Nestene mind, or part of it. Destroying this part of the Concious- 
ness does not kill the Nestene race, only the Autons on the 
invaded planet . 

Nestenes are quite defenceless on their own, needing the 
Autons to protect them. The section of the Nestene contains 
all the knowledge of the main Conciousness , and is, therefore, 
very intelligent. It communicates this knowledge via telepathy 
(all Autons and Nestenes are telepathic). 

Nestenes are also very easily destroyed after being subjected 
to 1 D6 minutes of UHF waves (as was done in 'Spearhead from 
Space 1 ) . 

The Nestenes keep themselves secret right up to the moment 
Of take-over. They are vulnerable, almost afraid of their enemies 
in a lot of cases. They are also merciless, and do not tolerate 
lesser and 'inferior' species. They never speak; communication 
is carried out through the Autons via telepathy. 

Name : Nestene 

Attributed: STR V (tentacles) END VII DEX II CHA I MNT VII 
1TN IV 

AP: 14 

Combat, unarmed (grappling) IV 
Skills all , at level V 

Time travel related sciences are at level III 

T I MEL INE . OF ACT IVITIES 

01 EC The Nestene Race evolves to an intellectual capacity 
They are aggressive and hostile to all 

0 1 AD An alien spaceship arrives on their homeworld to do some 
research and is captured by the Nestenes. The Nestenes 
absorb all their technology and start their conquests. 
Origin of aliens most likely Myismia Gona. 
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The Autons and Nestenes 




02 AD 


The Nestenes capture their first world, desperately 
absorbing all their technology. In the next few years, 
they will perfect their modern techniques. 




100 AD 


Nestenes become a major power, and begin to loose 
some of their battles and occupied planets 




1 20 AD 


Nestenes withdraw back to their home solar system, 
to perfect invasion techniques and to once again invade 
the galaxy. 




200 AD 


The Nestenes begin their invasions of other worlds 
again, spreading themselves across the universe. 




1978 AD 


UNIT forms, and the Nestenes invade Earth for the 
first time. 




1979 AD 


The Master invades Earth, and helps the Nestenes 
with another invasion attempt. 




2056 AD 


The Nestenes again make a strategic withdrawl, after 
being in conflict with another agressive alien race, 
the Rutans 




2122 AD 


Badly defeated, the Nestenes withdrawback to their 
own planet to engage in a battle with the Rutan taskforce 




2145 AD 


The Nestenes, having defeated the Rutans in their 
solar system, begin their third campaign to conquer 
the universe. 




2656 AD 


The Nestenes become a major power in the universe, 
posing serious threats. 




4567 AD 


By a bizarre catastrophe, the main Nestene mind is 
destroyed, killing the Nestenes forever 




4568 AD 


Cleanup begins on the conquered worlds; they are 
in ruins 




Special. 


Knwol edge/Powers 




The Nestenes have the ability of telepathy between 
both their Auton servants and between each part of the great 
Nestene mind. Therefore, every Nestene and every part of their 
creation is at the same intelligence level, 

Nestenes also have the ability (again via some unknown 
type of telepathy) to make anything plastic come 'alive'. The 
plastic item does not actually have an intelligence, and can 
do only what the Nestene tells it to; therefore, the correct 
term is 'animated* - The plastic item falls dead as soon as 
the Nestene gives up control of it (as are the Autons). 
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The Autons and Nestenes 



They also have the ability to create the deadly Autons 
out of plastic; however, these Autons are in two forms: the 
'store dummy' type and the 'Impersonator* type. More on these 
in the Autons section. The Autons also cannot think on their 
own (the dummy types), and require instructions from the 'Impersonator 
type Auton. The Impersonator has a small degree of ability 
to think on its own, but all its information must come from 
the Nestene before this Auton can reason things out. If any 
part of the information is false, then the conclusion is also 
going to end up false. 

Allies 

The Nestenes have had help from most mercenaries {the 
power-hungry type) in the galaxy. During their attack on Earth 
they had the aid of the Master (second attempt). 

Odds are that a race like, say, the Daleks, are not 
going to help the Nestenes because the Daleks would have their 
own resources and army. But a person like the Master would 
help the Nestenes to invade because he wants revenge on Earth 
and the Doctor. Other individuals are likely to help if promised 
power . 

Equipment 

The Nestene on Earth will require an environmental 
tank, as it will on most planets. In that tank the Nestene 
will take on a form which adapts to the conditions of the planet. 

The Nestenes also travel in spheres, which must be 
recovered (they give off a signal) by someone (usually Autons) 
and placed in the environment tank, so the form can take place. 

The Autons 

Name : Auton Impersonator 

Attributes: STR V END VII DEX IV CHA II MNT VII ITN III 
APi 14 

Unarmed combat, grappling VI 

Skills are those of the Nestene, equal levels 

These Autons have the ability to impersonate anyone. 
However, the 'skin' of the impersonated person, or the image 
of a ficticious person, has a shiny look, and feels a bit like 
plastic. This can give the Auton away, but few people actually 
take the time to look hard enough for this tell-tale sign. 
These Autons are noticably pale as wel , 

These Autons can do a small amount of reasoning based 
on information given to them by the Nestenes. They are not 
accompanied by the usual built-in blaster. 
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The Autons and Nestenes 
Name : Auton 

Attributes: STR VII END VII DEX V CHA I MNT V ITN I 
AP: 14 

Unarmed combat, grappling IV 

Armed combat, blaster (built-in) VII 

These Autons are the store dummy type, looking very 
much like a store mannequin. They have no intelligence, only 
the telepathic orders from the Auton Impersonator. They cannot 
reason, and if situations change so that they cannot carry out 
the original orders, they simply stand motionless until new 
orders are received from the Auton leader. These creatures 
are the servants acrrying out all the needed work. 

All Autons obey the Nestenes completely. They are 
also very difficult to destroy, being practically blown to pieces 
before giving up. Various weapons can accomplish this, such 
as guns, but parts of the Auton will function even when the 
rest is destroyed; for example, if a soldier blows the arms 
off an Auton, the arm will still function, as will the rest 
of the body. Even using heat weapons is of little good; melted 
plastic will still be under the control of the Nestene (a PC 
being attacked by hot molten plastic? It has possibilities....) 

Autons also have the idea that ail enemies they encounter 
must be destroyed, unless orders from the Nestene tell them 
otherwise . 

Weapons 

The built-in blaster for the regular Autons disint lgrates 
the target completely, even if the object is inanimate. They 
have a great degree of accuracy with them as well, making them 
very dangerous. There is no known way of reflecting or neutralizing 
this blast , 



The Autons and Nestenes .- CIA Extracts 

IMPORTANT: The following material is to be entered immediately 
into all TADIS data banks. Any CIA operatives who do not comply 
will be forced to return their TARDISes to Gallifrey, and loose 
their rights to leave our home planet again. 

¥¥¥ 

Below are some accounts of encounters with the race 
known as the Nestenes and their servants, the Autons, by various 
CIA agents. Agents are to keep in mind that these reports contain 
many opinions and facts which may not be correct. We have attempted 
to eliminate thing we know to be incorrect, but inaccuracies 
could remain. 

-Lady Lelonadram 
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The Autons and Nestenes 

Lady Lelonadram, Professor of Auton/Nestene Research 
File NO: 109. 745, 345 

Although some will underrate the menace of the Autons 
and the Nestenes, I am more inclined to belive that they are 
the single most dangerous force in the entire cosmos. Because 
of my encounter with them, I am going to dedicate my remaining 
regenerations to the research of these creatures. 

I learned, while on special attachment to study the 
Dalek taskforce on Skaro, that the Nestenes planned to invade 
this world. Retreating to the safety of my TARDIS , I awaited 
the arrival , 

I was expecting something powerful and destructive, 
but as I sat watching the scanner, I did not even know they 
had arrived and taken over, until it was too late. (In order 
to set the record straight and to avoid confusion, I will reveal 
that my TARDIS was in the main Dalek control room, disguised 
as a computer bank. ) 

Later on I learned that not only has the Nestenes arrived, 
they had taken over. Vou see, Daleks* insulation contains a 
plastic material. The Nestenes were actually using this material 
to cause the insulation in their electrical cords to strangle 
the Dalek creatures, inside the machine. The Dalek taskforce 
suddenly stopped movement, and when I pried one open to see 
what, had happened, I saw what I just described. Every Dalek 
within a 1 kilometre radius had been strangled to death. 

I eventually managed to destroy the Nestene with a 
bombardment of UKF waves from my TARDIS, and made my way back 
to Gallifrey. I later learned that the Daleks replaced the 
Plastic inside their systems with another material. 

r hope this has shocked some of you into realising 
that the Nestenes are powerful, and dangerous. I notice that 
they also like death to strike invisible unnoticed until it 
is too late. 

Lord Pi rracoalasum 

Pi le No: 241 , 234, 345 

I was first stationed on the planet of Logopolis (before 
it was destroyed), when I first met the power of the Nestenes. 
I was researching the powers of block transfer computations, 
an easy assignment considering it was my first one, and not 
really experienced in this type of thing. 

The Logopolitans detected a meteor swarm. Because 
this upset the computations that were going on, they immediately 
retified the situation. I went out to investigate. 

When I arrived at the site, I found that the meteorites 
had vanished. Later on, I discovered that they h^d embedded 
themselves in some very soft ground. 
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The Autons and Nestenes 

It turned out that a renegade Time Lord known as the 
Destroyer had arrived shortly beforehand, and collected those 
energy units to create the Nestene monster in his TARDIS. 

Several Autons were running through the city before 
I realised what had happened, destroying Logopolitans and upsetting 
the delicate computations that were going on. Because of the 
attacks , the entropy field was released for a short time, before 
the Logopolitans corrected the fault, 

I'm not sure what happened, but all the Autons vanished 
off the face of the planet once the entropy field was released. 

I assume that the renegade 'Destroyer' realised the dangers 
of upsetting the balance of Logopolis (it was too late for some 
worlds), and managed, somehow, to destroy the Nestene. I certainly 
hope that the Auton menace never came to this world again, before 
its unfortunate destruction* 

Lord Dominatoz 

File No: 222, 234, 430 

I, unlike some of my fellow CIA agents, do not feel 
that the Nestenes are of any threat to the Galaxy. They are 
simply a primitive slime with delusions of grandeur. 

When I arrived on Earth in the year 1983, I learned 
that the Nestenes had set up an environment tank, and were waiting 
for the meteor shower to bring the energy. Using my TARDIS, 
I deflected the units onto the moon--some threat. 

¥¥¥ 

I hope all CIA agents have read this, and examined 
the stories for relevant data. Now, I would like to present 
a few known facts about the Nestenes and their alien counterparts, 
the Autons . 

1 Nestenes have the ability to animate plastic, notably their 
servants, the Autons. 

2 There are two types of Autons: the Impersonator form, and 
the regular store dummy form, The Impersonators, as their 
name implied, look life-like, and command the remaining Autons. 
The store dummy form can't think and don't even look alive; 
they can only obey orders given by the Auton leader. 

3 Nestenes always arrive in a meteor shower of energy units, 
which give off an impulse, and are collected to form the 
Nestene mind, 

4 Autons are equipped with a built-in blaster, which disint igrates 
the target . 

5 The Nestenes main goal is conquest, and they are extremely 
dangerous . 

That is all that is known at the moment. Should you 
discover anything new, report it to the CIA immediately. Thank 
you . 
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GAMEAID #7: 
One Hit to t he Bo dy. , . . 
fay Z en Faulkes ! 

Most of the battle damage given in the DWRPG is generalised; 
it doesn't come off any specific area unless it is targeted. 
This has always bugged me; sometimes, it is very useful to both 
player and GM to know exactly where a character has been hit. 

For example, if a player has had severe damage to any one 
limb, there is a good possibility that he/she may have a broken 
bone. Or, if a person hasbeen hit is his/her shooting arm, 
negative modifiers for all attempts at using a ranged weapons 
would be appropriate. Then there is the chance of being knocked 
out if hit on the head. 

Here are two tables that GMs can roll on to determine just 
where a hit has landed. Simply roll 3D6, and consult the appro- 
priate for the contact/unarmed combat table. This is a reflection 
on the fact that people in unarmed combat generally have their 
arms up in defence, making them more likely to hit there, and 
so forth. 

If a character gets 30 more points of damage to an arm, leg, 
or the chest, there is a chance of sustaining a broken bone 
or a cracked rib. A 3 on a 1 D3 indicates that this has happened. 

A single blow to the head which scores 20 points of damage 
or more will knock a character unconcious for 2D6 minutes. 

Fifteen points of damage to the abdomen will knock the wind 
out of the victim, effectively stunning him. Any task, including 
continued combat, will be extremely difficult for at least 1 D6 
turns . 

For every 10 points of damage sustained in a preferred arm 
(ie right for right-handed characters, left for left-handed 
ones), give a -2 modifier in the Ability Entry Line for all 
to-hit rolls. 

In all cases , when using either of these tables, always remember 
to subtract armour values . 

GMs will probably find themselves making good use of these 
tables. It is an excellent way to add a bit more realism to 
combat easily. But be warned: players will not appreciate it 
if the GMs starts drawing up or using a Limb Loss table! (' 
Take one point of your Ma x op End and pick your left arm up 
off the ground while you're at it....*) Use these tables fairly 
and avoid the temptation to slip into the 'killer gamemaster' 
mode . 

gange d Weapon Hit Loca ti on 

3-6, Abdomen 7-8, Right Arm 9, Left leg 10-11, Chest 
12, Right Leg 13-14, Left Arm 15-18, Head 

[inarmed Combat /Contact Weapon Hit Location 

3-7, Abdomen 8-9, Right Arm 10, Left Leg 11, Right Leg 
12-13, Left Arm 14-15, Chest 16-18, Head 
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GAMEAID #8 i 
Random TAR D I S Pet erm.l na & i on R o 1 1 s 
by J ason C um is key 

Below is a table the Gm may use to tell the players' TARDIS 
model. Although a player should receive his/her TARDIS by an 
introductory module, this is a quick way to assign a TARDIS; 
it can also be used for NPCs . 



D6 roll 


Second _BSucq11.J i 


2 


3 


_4_.. 


j 5 


6 


1 


25 


26 


27 


28 


29 


30 


2 


31 


32 


33 


34 


35 


36 


3 


17 


38 


39 


40 


41 


42 


4 


43 


44 


45 


46 


41 


48 


5 


49 


50 


51 


52 


53 


54 


6 


55 


56 


57 


58 


59 


60 



Note: Models below 38 have no HADS; models below 28 have no 
zero room. 

When the PCs receive their TARDIS it will, most of the 
time, have some sort of problem. Below is a table the GM may 
use to quickly establish adjustments to TARDIS capsules. 



B/ roll on 2D6 Ad ju s tmen t/ Problem 

2 Updated Chameleon Circuit (to that of 

model 65) 

3-4 System breakdown of Chameleon Circuit 

5-6 System breakdown of HADS 

7 Lack of 'temporal grace 1 circuits 

8-10 Roll 2D6 and consult table in Game Operation 

Manual on p 7 2 

11 TARDIS hovers 1 D6 feet off ground when 

GM rolls 1 on 1 D6 for every jump {requires 
rest, weight, and inertia system overhaul) 

1 2 no problems 



When the PC gets his/her TARDIS, they can map it out on 
a piece of graph paper. The following is a list of rooms that 
are required: 

C/ Central data storage (the TARDIS ' mind), Control room, main 
power room, secondary Control room. Medical room, Cell regen- 
eration vault, Zero room, food dispenser and dining room, 
water tank, lavatories, holding tank (for garbage and wastes) 
laboratory 

D/ On p 68 of the GOM, there is a table of subjective travel 
time. This does not tell how long it takes for a space-only 
jump to a distant planet. To do this though, simply use the 
time and space jump table, but use only 1D6 on the second roll 
for travel time; make adjustments for the distance travelled. 
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YOU 



HiWETOUR 



WHO f S /BLAKE: 




You've got US zines, you've got British sines, 
you've got Down Under zines.. now get your 
CANADIAN zine! Apathy Productions presents 
a combined BLAKE'S 7/DR, WHO fanzine. 
106 pgs. Sh x 11", .includes fiction, art, 
filksongs, Scorpio IV exclusive interviews with 
Paul Da r row, Terry Nation, Michael Keating, 
Scott Fredericks & Mark Ryan, 

US: $7.00 + $3.00pp(lst class) in US funds money 
order CAN: $8.95 + $2.00pp (1st class) in CAN. 
funds money order. OVERSEAS: $8.95 +$6.00 pp 
(airmail) or $3.00pp (surface) i n Canadian funds 
money order. Payable to: Dianne Smith, 201 Sims 
Rd., Victoria, B.C. V8Z 1K4 CANADA 
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All rev i ews by. Mark McMil lan unless ot herwise stated 
The Five Doctors {Miniatures set #9501) 

For their first miniatures FASA decided to do the first 
five Doctors, and with some success. if you are looking for 
exact realism in FASA products, give it up. FASA probably sets 
out to do this but in the end they only manage to capture 
(excellently) the idea of the character behind their miniatures. 

Characterization is excellent; each of the Doctors is easily 
recognizable, but the faces are distorted. The miniatures are 
quite good, except for the faces, and I do recommend them. 
Rating is 8 out of 10, 

The Warrior's Code (Adventure #9207) 

This adventure is written by J Andrew Keith of ' Iytean 
Menace ' and 'Legions of Death* fame. Mr Keith has not disappointed 
us much with his latest offering; however I have noticed that 
his work appears to be deteriorating ('Legions' was worse than 
'Iytean', and this is worse than 'Legions'), although they are 
all excellent adventures. 

This adventure takes place in the year AD 1600 in Japan, 
land of Shoguns , Ninjas, and men from earth's future, The plot 
concerns a timeship of Earthmen who have come in search of another 
lost timeship, and their chief scientist, Ahjonah, who has got 
a plan to change earth's history. 

The adventure is quite well written, but tends to be a 
bit on the boring side (although I've not yet had the chance 
to play it). The plot is predictable, but alright, and I would 
recommend this adventure as a 7 out of 10. 
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G AMEAID #9: 
Desi gn i ng.the Recu rri ng Arch-V i 1 la in 
by SJ Millar 

While the Doctor Who RPG has certainly inherited a legacy 
which provides enough villains to keep a player group busy for 
years of gaming, any GM worth his or her salt will try to come 
up with one or two foes unique to his or her campaign. A custom- 
made 'arch-enemy 1 will keep players on their toes while providing 
playing enjoyment, as well as preventing the game from merely 
mimicking the television series upon which it is based. 

The advantages to creating such a villain are several. 
First of all, players can't look up a new enemy in the Sourcebook; 
they have to find out their adversary's strengths and weaknesses 
on their own. Secondly, as GM, you don't have to consider the 
past history of the villain; you can write it to suit your needs 
and develop it in play. Theirdly, by the second or third time 
a player group runs across this new temporal marauder, the players 
feel like experts about the opponent, and thus the conflict 
becomes personal. The players will go to greater and greater 
lengths to foil their foe, because they are familiar with the 
type of evil they are facing. Similarly, the villain will work 
harder and harder to defeat the players, perhaps even attempting 
to destroy them outright. 

Chops in3„t he _Tzpe_ of Vill ain 

The first step in creating an arch-enemy for your players 
is to decide what form the foe should take: a time-travelling 
person or group, or a race of aliens. Both choices have advantages 
and disadvantages. 

If your custom-made adversary is to be a single poerson 
(or a small group of people), it goes without saying that this 
person should have the capability to travel in time and space. 
An arch-enemy is no good if he or she can only be found on Earth 
in the 1990s; the character has to appear, unexpectedly, almost 
anywhere. Using a single person as the character will help 
players develop personal animosity towards the villain more 
quickly* As well, plans and plots engineered by an individual 
foe will tend to be more subtle and will thus require more effort 
on the part of players to uncover and defeat- The main disadvantage 
of having a single person as you PC's nemesis is that the likelihood 
of this character being killed is higher. (I'll deal with this 
in detai 1 later) , 

On the other hand, the creation of an alien race as the 
opponent of your PCs offers other, equally interesting, possibilities. 
Most races need not be time-travellers, as the species will 
continue over time even as individuals do not. Races are more 
likely to change and evolve over time as well, adding new abilities 
and weapons to their arsenal against the PCs. A race will have 
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Designing the Recurring Arch-Villain 

the advantage of numbers in many cases as well, requiring PCs 
to outwit, rather than outfight, them. They generally do not 
face the same risk of extinction that threatens a single foe 
or a small group. 

Whatever you decide, the next step is to decide 'what does 
the villain want?' Is he/she out to be emporer of the universe? 
Perhaps an alien race's planet was all but destroyed in a war, 
and they are looking for a new home; using conquest, if necessary. 
These are very general goals, which give your villain a broad 
base to work within. Be warned however: while such goals are 
easier to write scenarios for, they can potentially be less 
interesting. Compare the power-mad villain with, say, a historian 
who wishes to 'experiment* with the time lines of various planets. 
In the long run, which is more dangerous? Remember that the 
more specific a villain's goals, the more believable that foe 
will be. 

Once you have decided upon a goal for your new super-villain, 
you must then decide how he/she/them is going to achieve it. 
Many villains, especially those with a low MNT or ITN score, 
will repeatedly use the same basic plan in attempts to accomplish 
their aims. Others may be more creative, but will still probably 
use some similar elements in their plans. A method of operation 
can be an important means for PCs to identify an evil force, 
but it is wise to leave some flexibility in this method, so 
that the temporal marauder does not become too predictable, 

C r ea t ink thte Villain 

Once you have decided what form your villain will take, 
the next task is to create an adversary for your PCs. Though 
this is largely up to your imagination, the most effevtive arch- 
enemies will have some common characteristics. 

First, the villain should be neither too strong or too 
weak. Rather, the character should have some definite strengths 
that give him/her /them an advantage over the player characters, 
and some traits which facilitate their defeat. For example, 
the Sontarans ' great physical strength and singleminded devotion 
to duty is offser by their Achilles' heel, the probic vent on 
the back of their necks. Another characteristic of recurring 
villains should be a special ability which fits in with their 
goals and character; for instance, a foe who likes to pose as 
a magician to impress and influence superstitious people might 
have a special ability like Unusual Charisma or perhaps even 
Telekenesis. If none of the special ability on the list seem 
appropriate, you as GM may choose to invent one. If nothing 
comes to mind, a villain can always benefit from such skills 
as Luck or Healing. 
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Designing the Recurring Arch-Villain 

Another important aspect of whatever enemy you create is 
a 'trademark 1 . This can be anything from a regular method of 
operation to a unique weapon (such as the Master's Tissue Compression 
Eliminator) to an unusual physical characteristic of the villain. 
The trademark can be used in many ways; in a second meeting 
with the arch-enemy, player characters may discover who their 
adversary is through the casual mention by the GM of the trademark. 
Anotner use might be to seem to display the trademark in a scenario 
where the villain does not appear, thus sending the PCs off 
on a wild goose chase. A third way to use the trademark is 
to exclude it; players may reason that if the trademark is not 
in evidence, there must be a different force at work in the 
game. This may have the effect of delaying the PCs from making 
use of their knowledge about their enem. All of these devices 
have one common end: to make the game more interesting. 

When drawing up the actual villain character or race, it 
is a good idea to give the foe some skills which the players 
have as well. A good rule is that one half to one third of 
the villain's skills should appear on one or more PC's skill 
lists as well. This ensures that the players will be able to 
use some of the arch-enemy 1 skills against him/her/them, as 
well as giving both the PCs and the villain an adcantage in 
other areas . 

No villain should be without at least an level IV in small 
unit tactics, as well. In fact, giving a villain a high level 
in this skill can be useful, as this may allow the arch-enemy 
to go first in battle. The effect of this advantage in combat 
is to encourage players to outsmart the villain rather than 
try to outfight him/her/them. 

Lastly, know your players* preferences. If you have a 
group which prefers to use combat as a solution to the problems 
created by your temporal marauder, it might be best to create 
a villain race which is similarly battle-minded. If, on the 
other hand, your PCs are of a less violent bent, it might be 
wiser to choose a villain who's work is characterized by intricate 
plots which PCs have to figure out and solve through non-violent 
means. In other words, provide a challenge which your players 
are guarenteed to enjoy. 

Using th e Villain in Play 

Once you have decided upon your villain's goals and method 
of operation, as well as drawing up the people or races involved, 
the next step is to write them into a scenario. Naturally, 
specific scenario ideas will vary with the villains, but here 
are some general guidelines; 
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Designing the Recurring Arch-Villain 

Do not let the Pes find out everything there is to know 
about their new foe in their first encounter. This will make 
future uses of the villain less interesting, as the players 
will not have any sense of suspense. Perhaps, for instance, 
a first meeting with the temporal marauder will leave the PCs 
knowing the villain's trademark, appearance, and special ability, 
but still in the dark as to his/her/their goals and home base, 
among other things. The more the players don't know about their 
adversary, the more challenging (and satisfying) it will be 
to defeat them. 

Another imporant feature of the villain is his/her/ their 
'hatability* . Give the players a reason to dislike the villain 
as soon as possible. For example, a race-type enemy might turn 
out to be very racist, saying something highly insulting to 
the PCs . The effect of this is to make the players' conflict 
with the villain become a personal battle. If the PCs bear 
a grudge against the villain, they will work harder to defeat 
him/her/them . 

If at all possible, try to maintain a mystery or two about 
the villain. Even a seemingly inexplicable detail that will 
keep the PCs wondering about the villain can be useful. For 
example, maybe your arch-enemy is from a planet which is not 
sufficiently advanced to travel through time, yet the villain 
obviously can do this. Such a mystery can later form the basis 
for an entire campign. 

Saving the Individu al -Type Villai n 

As I have mentioned before, the individual villain is at 
constant risk of being eliminated from the gaming milieu by 
a table A weapon or a critical hit on the part of the PC. However, 
here are some simple ways to increase your arch-foeKs longevity 
in the face of battle. 

First, make sure that all individual -type villains from 
Gallifrey are only in their first or second regeneration. 

Next, if it seems certain that the villain will be killed, 
he/she can surrender. This will provide him/her with the oppoetunity 
to heal (if wounded) and later escape from captivity. Another 
similar method is for the PCs' adversary to play dead after 
being hit; there is a possibility that the PCs won't check closely. 
(This can be used even if the foe is dead; perhaps someone comes 
along moments after the PCs leave the 'body* and saves the villain. 
After all, a good villain is worth saving, even if some subtle 
deus ex machine is occasionally necessary). 

Another good way to save a villain from certain death is 
through the use of a 'gimmick 1 . An example of this would be 
for the characters to destroy the villain, only to discover 
they were really fighting a Kamelion robot while their real 
opponent had a chance to escape. 
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Designing the Recurring Arch-Villain 

A good gimmick should be reusable, however (Kamelion robots 
are not abundant), as well as being hard to combat and, if possible, 
somewhat mysterious. A better example would be for the arch- 
enemy to use a holographic projector to create and image of 
him/herself, which would distract the characters by leading 
them away from the real villain. 

The creation of a personal arch-enemy for your PCs may 
sound like a lot of work, but in the long run this type of character 
or race can make playing more fun, while simultaneously adding 
a unique element to the Doctor Who universe. As well, once 
you have actually designed the villain and introduced him/her/them 
into play, it actually becomes easier to write modules using 
these characters, because much of the preliminary work is done. 
Just as the Doctor is always there to defeat the Daleks and 
the Master, the PCs will feel responsible for saving the universe 
from their paticular nemesis, giving them a personal stake in 
winning out over - the new temporal marauder. 
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Fanzi 




the 




Role Playing Game by FASA Corporation 
A non-profit amateur production 

EDITOR'S DESK 

Mark McMillan, 
239 Simcoe Street, 
Prince Albert f Ontario 
LOB IPO 

(Canada) 



Steven Diete^r 
?]3(|^9 th Ave. 

Oweu ponn -i : 



Dear Readers: 



iDnminnuznr 



A«s vou nay or may not be aware, FAbA has now decided not to release 
any more materials related to the DOCTOR WHO ROLE PLAYING GA^Etl This 
year will see the release of only two supplements "The Sontarans" (which 
was originally set for release in Spring of 1906!) and "Galli frey" , after 
that there will be no more .DWRPG materials produced for an indefinite 
length. The- reason? Poor Sales. 

1 would strongly recommend to our readers that they do two things: 
pick up all DWRPG materials now available as they may soon become extinct. 
Also, we would like to encourange all readers, friends of our readers and 
anyofre else to write to FASA and tell them how disapointed you are that 
'hey are putting the game on the shelves or maybe some general grumbling 
could ret them to change your decision. The address is: FASA Corporation, 
9 102G W. Van 3u:vn, 

Chicago, IL dfeJSftp 

U.Li* f \ m 

I cannot stress how important it is that our readers vrrifce to Rub 
and ask them to reject their decision. Please do not send a fanata 1 
letter, just a polite but firm one. 

It is at this point that I would like to tell our readers that 
"Time ueddlers", Canada's only DWRPG fanzine will stay in existence, pff-» ring 
the services it has always done and help enchance the DWHPG f until there 
is no longer a significant demand for this fanzine. * 

Thank you for your time. 



Sincerely, 



♦Tn //1,?,5,4 are now 
avaial&le - 




Steven Dieted, Distributer 
and on behalf of all the ,f 2 



fXf'CUti'f 
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EDTTOR f S 

TlB.r-Ir McMilla;cu IM'i 



EDITOR'S POLL 



This section is dedicated to reviewing the past articles we have 
featured in "Time neddlers" (issues 1-4). For all intents and purposes 
this is issue #5, but will not be reviewed because the combined issues 
5/6 are considered to be part of year t;;o. 

Til 1) "Addendum on Energy Weapons" 80% 

"Deathworld" 28% 
TM 2) "History In Perspective" 

"The Destroyer" 

"Diseases and Infections on Alien Worlds 11 

"The Dominators and Quarks" 
TM 3) "The Jaconda Sequence" 88% 

"The Banshees" 88% 

"Jelly Babies ??" 7^% 

"The Raston Warrior Robot" 68% 
Th V) "The Rani" 80% 

"Lawagiua" 92% 

"Superbeings" 92% 

*»bpectrox Seduction" 68% 

"The Actrons 11 72% 

"The I-ps" 50% 

"Co^putron" 52% 

AVERAGES: TM 1: 54% — BEST FEATURE: "Addendum On Energy Weapons" ( Z. Faulkes) 
2: 72% — BEST FEATURE: "The Dominators and Quarks" (Z. Faulkes) 
j: 80% — BEST FEATURE: "The Jaconda Sequence" (H. Dawber) 
■ 4: 72% — BEST FEATURE: "Superbeings" (h. Hopcroft) 

Harks were given out of 25 and then converted into percents. Grades 
of 5 marks per catagory were given on the following criteria: 
PROFFESSIONALITY/ORIGNALITY & CREATIVITY/EDITOR 1 S HARK/WRITING STYLE/ 
COliPLETENESS&CLARITY . 

For supplements automatic fives were given in the "Originality and 
Creativity" category since the catagory doesn't really apply. The only 
fives given in the "Prof f essionality" c*agory were to "Dominators and 
Quarks" and "Superbeings", 

Hy own personal choice for best article of the year is "THE DOiJHATORS 
AND THE QUARKS" By Zen Faulkes! . This gives the supplement an automatic 
place in the "TM HALL OF FAi'iE" special edition fanzine to be published at 
the end of either our second, third or fourth year (or whenever this editor 
retires) . 

I hope this doesn't discourage (or give the*> inflated egos) fro~ 
contributing. Its been a great year 1 at TM and lets keep it up for the 

future. 



52% 
72% 
68% 
96% 
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Editor's Desk/2 

Well, after that exciting poll lets get down to buisness in thin, 
the last ^personalised column I shall probably ever write. 

Attention DWIN r embers: Steven Dieter's column, "The Celestial 
Ga~esroo~" is in danger of cancellation since DWRFG has been cancelled. 
We urge all DWIN **e™bers and TM readers to write to Steve Peers 
president of DWIN and editor of "Enlightenment" newsletter at:' 303 
Houghton Ayenue South, Hamilton, Ontario, L8K and ask hi~ to 

reconsider his decision. Thank you. 

This **ini-booklet which was designed to go along with the rest of 
the new TM was supposed to feature all new material fro*> past writers 
(issues 1-4). Well er u^ er .... We do have to writers featured: 
Michael Dawber and myself. We did have an article" planned which was 
written by Zen Faulkes(it was pulled at the last ^inute to be. used with 
a similar related article for issue 7). Gary Pedretti can't^find a whole 
lot of ti^e to write because of his £anzine, "The Keys of Ti^e" and I 
just haven't heard fror Kichael Hopcroft. So. what you see is what you get 
and hopefully the content in issue 6 makes up for it. Wait until you 
see #7 ... I can't promise that it will be a masterpiece because I only 
have two articles for it (hint readers! ) but its hsaping up nicely. 

Onto Don Ferguson.^. . (Read his report and then return to this 
one). Yes, I a** really Don Ferguson. That fact has been a closely 
guarded secret between myself and Steven Dieter. We wanted to put a 
bit of humour into this fanzine to allow our readers to have "a good 
ti™e" with Don. Unfortunately that didn't work out and Don beca~v, 
a nuisance to ~ost of our readers - he has now been canned (making his 
final appearance in this issue). Sorry for the deception. 

I'd like to take this ti^e here to say how "uch I've enjoyed working 
on TM this past year -taking it from a pitiful fanzine into a pretty ria«n 
good one if I can say so myself . Its been not only a great learning 
experience but a gre^t ti-e. Thanks to our readers and especially to 
those who have contributed in the past and in the future. Without you 
we would never h;*ve -ade it past issue 1. (To be honest I thought the 
idea of a DWRPG 1 zine would never take off). 

. Starting with issue 6 Kichael Dawber will be doing all the typing 
and layout f taking on the post of Layout Editor. Thank you for taking 
so much of ..the burden off shoulders and allowing ne to ^ove onto 
other projects.... (Stay tuned for that). 

So till sign off now with a closing line totally irrelevant to Doctor 
Who or this fanzine: I just happen to. .like it: 



Biscuits and Speeches are usually improved with shortening", 




nark uciiillan, Editor 
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Hello I I have recently returned from a glorious 10- day excursion 
to the horn "land, Scotland. While I was there, I dropped in to 
London for a few days. And you ask"Did you enjoy it?" Yes, 1 
did. And you ask "Did you see lots of nice things?" Yes, I <3± 1* 
And you ask "Did you see much DW Memorabilia?" No, I unfortunate- 
ly had very little free time, once I figured out the Underground. 
And you ask "Did you get lost?" YesI It v;as tremendous fun 
trying to find your way back to a rotten hotel (no n.-\:ies, nlease) 
on your first ni^ht half-way around the worldCwell, almost half-way 
but not quite. Closer than the mid-Atlantic, however.) 

Getting back to TM, when Mark sent me up this issue, I fainucd. 
ThiG is huge, and once again, jammed fuil of interesting and in- 
formative material and infomtion* I h 0 pe you all enjoy. 

I am trying to work up a Hitch Hiker's special 'zine. l need all 
submissions, with a production date sometime in the nearfor far) 
future. My address is on the previous page* or two, or tnree. 

For Lhose of you who are asking yourselves, "Does this Dieter guy 
do anything else than sit around writing columns, jet-setting it 
around the globe, and printing issues?" Yes, I do. My immediate 
goals (or one of them) is to have some items for next issue. And 
I have plans for a module. It begins immediately after a nuclear 
holocaust. Watch for me next issue. 



Speaking of next issue, the price increases by • That's 1^2.75 
in Canada, $3.00 to the U.S.A., and 33*75 overseas. All figures 
are in Canadian fundsj no foreign cheques, ojease; money orders 
are to be' made out to STEVEN. "DIETER, not Steven DieterfTime Medd- 
1-r )-peoT}le in the post office look at me strangely. Issue *rf 
is due* in September. By then a Year One Fiscal Terra/import should 
bo co:/i~lcted, "inquire with your next order 



That's all; Until next issueAlways keep yo 
3ox. 'nd if you find one, drop by a f 





r a B}ue 



Steve Di 
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IF I CAN HAVE YOUR ATTENTION 



Last issue there were some nasty rumours printed about my death (I'm 
writing Don Ferguson's Editorial Advisor's Report if you haven't guessed) 
and I would like to tell you how it happened..-, 

I was sitting at my typewriter planning to write my epic poem titled 
"Nimons and Nitwits: An Autobiography" when all of a sudden a voice 
behind me said "Hello Don...." It had that meanacing look, like my 
math teacher giving my test back. I turned around to see a large hairy 
creature with a long spiked tail, slavering fangs dripping rabies-infected 
saliva and eyes that glowed purple. It was truly a horrible sight so I 
replied "Hello Mark, good to see you." 

Yes, it was the editor* He told me his girlfriend had told him that 
she was seeing another man* I suggested he tell her to try rubbing her 
eyes (I always knew she drank too much!). But he told me that he had 
broken off with her already. "Too bad" I said, "Not really," he said, 
"That's the sad part!" But why had Mark come to see me? I asked him. 

I was glad that it wasn't my worst fears confirmed — Steve Dieter 
had not come up to visit me (that's a load off my mind!) but instead Mark 
pulled a long black object from behind his back, "Do you know what this 
is?" he said. "Its a comb." I said. "Wrong pockef'he said and put it 
back. From his other pocket he pulled out the deaded Nimon Compression 
Eliminator: a fiendish device invented Dy Steve Dieter to get rid of all 
the Nimons in the universe and I had ordered that device banned( although 
the rest of the universe seemed to like it alot for some reason), Mark 
pressed a button and fired and I was shot down in a beam of light... 

Crummy incedental music sounded out in ray room and a pink mist 
swirled around my head. I was still trying to figure out what song that 
incedenta] music was when I realised — it was Madonna! Oh, God I said: 
I don't want to die listening to this so I turned off my radio. Was this 

it? Yes, I was regenerating I saw images surround my brain. There 

was Steven Dieter saying "Don, how about you get up on stage and dance 
for the audience." He knew how much I loved to perform, unfortunatly 
the stage was in a lion's cage at the time.... I saw Mark McMillan saying 
"Don, you are so dumb it takes you and hour and 45 minutes to watch '60 
Minutes* on TV." I saw my three year old sister say "I'm doing a Nimon 

poster " My whole body was changing, regenerating. I f eel "like 

talking abou Seedle Warriors and Voxnic right now but space does not 
permit it. Mu face took new form, gone were the features which had 
made me so attractive — the thousands of facial pores that made my head 
look like a hundered nostrils, the large wart on ray (Censored by Ed) and 
other thinrs... I adapted a new body. I have well and truly regnerated. 

I can nc** safely reveal that Mark McMillan was really Don Ferguson all 
along and that this is the last column for the Editorial Advisor. 3 More 
details in the "Editor's Desk" column. Goodbye, and thanks for listening. 
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Mia -AD VENTURE #6; TRIAL RUN 
Written By hark McMillan and Michael Dawber 

PLOT SYNOPSIS; 

Davros has been captured by the Daleks in Necros, and is being taken 
for trial on Skaro. However, en route, Skaro is swamped by a Movellan 
attack force, returning to try and wipe out the Daleks again* For safety, 
the Daleks move the trial to a remote colony world , Atkos. 

Atkos has been in Dalek possession for some years, and they have 
reduced the natives to slaves. The Atkosians are easy to control because 
they are in such small groups; the people are isolated in island archipelagoes* 
As long as Dalek vessels control the seas, the Atkosians are virtually 
helpless. A small group, unknown to the Daleks, is planning an attack 
on the Dalek base, one which has taken them months to formulate* When 
Davros arrives, it throws a spanner into the works; the Daleks double 
their security patrols, and the rebel group is forced to rethink their 
plan. 

Into the middle of all this come the characters. They arrive near 
the shallow cave systems used by the Atkosians as shelter. The leader 
of the rebel group, Kraasz, sees this arrival and identifies them as 
humans; legends about the Humans destroying the Daleks have spread about 
Atkos, and Kraasz immediately takes them in. He asks them to help the 
rebel group free themselves from Dalek domination, but when Davros 1 name 
comes up, it is an oppertunity the players can not pass up, 

Kraasz and the other rebels, with the PCs help, are about to begin 
the attack but are overrun by a force of Type VI Daleks; Kraasz and most 
of the rebels are exterminated. The PCs are taken to the domed base, 
where Davros' trial is about to begin. The PCs are held briefly, 
becoming spectators to Davros 1 trial. The PCs escape from their Dalek 
captrors and are free to roam the base(persued hotly by the pepperpots). 
At this time, a Novellan advance fleet lands, intending to destroy the 
base and capture Davros. As well, a force of Atkosians storms the base, 
intent on freeing the PCs and rebel survivors. 

The mad creator escapes from the trial and makes a bee-line for an 
escape ship- The Hovellans invade the base, and the PCs must resolve the 
situation themselves. 

OBJECTIVES: 

1. To destroy all Dalek operations(ie the base) on Atkos. 

2. To destroy or disable the invading Movelland force(they are as much 
a menace as the Daleks are)* 

3. To capture Davros (the Time Lords would very much like to get ahold 
of him) 

If all three are reached, the Atkosians can be free again, and Dalek 
domination is removed from another sector of the galaxy. 
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TOUCHDOWN IN THE TARDIS: 

The PCs 1 TARDIS will touchdown in a forested grove; the time 
calculator will register roughly 474*0 AD Earth local. Ahead of the 
TAJRDIS is a cleared path; in the distance can be seen a large domed 
structure; the Dalek base. A quick scan of the area will reveal nany 
vertical and horizontal shafts (the mines) about 2 kilometres to the 
right of the TAEDIG (when facing the dome). To the left, the scan shows 
that there are many hollow caves; life form readings are quite plentiful* 

FIRST ENCOUMTKB: HOCHESZ : 

Upon leaving the TARDIS, the players will immediately notice the 
very moist air; the ocean is only a few kilometres away. The path they 
are on ends just behind their landing point, and the surrounding forest 
is inpenatrable(to those unfamiliar with the territory). The only 
obvious way i^ to go straight ahead. 

The dome before them is only partially visible (the lower section 
being hidden by the forest). As they proceed, they will see a party of 
vaguely homanoid creatures(Atkosian Robomen) unloading metal bins of 
ore by the dome's perimiter. As they watch these proceedings, a 
spherical ship will descend from the sky, to rest somewhere behind the 
dome. 

At this point each character should make and ITN role; the first 
successful character will notice that they are being shadowed. In the 
forest to their right (facing the dome) they can see a small Atkosian; 
this is the young rebel , Kochesz. If none of the PCs notice him he will 
sneak out of the bushes and becon them to follow him. If they see him 
he will also becon them. It will be difficult to penetrate the forest 
at first, but they will soon come to a thin trial through the woods, 
along which Kochesz is moving slowly. 

SECOND KKCOUNTKR: KKAASZ AMP THE REBELS : 

After travelling for a short time the PCs will be lead through & 
particularily dense patch of trees, into a shallow cave. Inside, they 
will find the leader of the rebels, Kraasz. Both he and Kochesz will 
ask them if they are really humans; they will relate various legends 
associated with them, about how they managed to defeat the Daleks before* 
(Any mention of the lethal pepperpots will arouse interest). 
They will relate the data contained in the background in SYNOPSIS* No 
doubt, the players will be more than willing to help them. 

THE REBEL MKETIKG : 

After Kraasz and the players talk, he will lead them into the caverns. 
Most of the Atkosian dwellings are connected by many kilometres of 
tunnels; only a few of them are well known to the Daleks. After travellling 
for about 20 minutes they will come to the rebels' main cave, where 
Gyorsopron and her son's family live. Messengers will be sent to fetch 
another dozen people. When everyone has arrived, Kraasz will tell the 
rebels who the PCs are; the Atkosians will use this as a rallying point. 
Kochesz says they should commence their attack now; Kraasz and :iost of 
the other rebels agree. Only Gyorsopron will resist. She will criticise 
them for not having a very solid plan of attack. How the PCs react is 
up to them. 

THE DaLEK ATTACK: 

As they are discussing the situation, a force of 10 Daleks will enter 
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the cavern from the south side. Only a few of the rebels are armed; 
Kraasz has a laser pistol which he appropriated from a roboman, but the 
rest have only got primitive swords. The rebels , however , are doomed to 
loose; the number of Daleks is too great. The PCs will be quickly 
captured as well. In all likelyhood, Kraasz and Gyorsopron will be shot. 
Whatever survivors there are will be lead into the Dalek base. 

THE DALEK BASE: 

The PCs will be forced inside( anyone attempting to escape will most 
certainly be exterminated), and taken to Davros 1 trial. The black Dalek 
leading the attack force says that the PCs shoudl "see the fate of all 
pitiful humanoid life". Davros is in the middle of the room, replying 
to charges that the base's Supreme Dalek (a gold) is making. They will 
see some of this, allowing the GM to play Davros to the hilt. 
Afterwards, the PCs will be taken to the detention areas. Here, they will 
be held by a single robotman; they will be exterminated after Davros' 
trial. 

ESCAPE: 

After a while, the PCs (the rebel survivors having been taken to 
another room) will find that their robofcen has been called away. The 
characters have a golden oppertunity to make a break for it. The locks 
can be easily disposed of by a sonic screwdriver or similar device( lock- 
picks don't count). Once free, they can roam the base as they wish. It 
is entirely up to the PCs where they go and what they do. 

INVASION: 

After a reasonable amount of time, or after they have found the 
Dalek incubation chambers, the Movellan advance force will attack, as 
will the Atkosians. Regardless of where they are, they will see Daveos 
being led away by Dalek guards(2), and also see him quickly dispose of 
them with his electric bolts. From here, the PCs must find a way of 
destroying the base( using the Dalekenium bombs in the self-destruct 
chamber is a good hint), destroying the Movellans, and capturing Davros 
(probably the rnont difficult of all!). 

FINALE: 

The Time Lords will contact the PCs(they can surmise that they had 
something to do with them landing on Atkos), to see if the PCs managed 
to capture Davros. If not, the emmisary will leave in a huff. At any 
rate, the Atkosians are free(I hope). 

DATA: ATKOS: 

SYSTEM LOG: Name: Koo She Location: 18-0-8, 14 by 14-42 

No. of stars in Systen: 2 ^. . 

No. of terrestrial planets: 2 Position: 5»> 

Note: Atkos is the third planet. The fourth, Koo She 4, is 
relatively barren; the Daleks maintained a base here in the past, but have 
abandoned it. 

WORLD LOG : Name: Atkos 

Position: 3 No. of Sattelites: 5 

Planetary Data: Gravity: 1G Dimaetre: 13820 

Planetary Conditions: Major Land areas: 1 minor continent, 

many small islands 
^jor Water Areas: World Ocean 
Length of Day: 29 h 27m 
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(Wodd Log cont.) Atmosphere: Terrestrial 

General climate : humid marine 
Axis Tilt: 88 degrees , 43 mins 
Albeido: 52% 
Note; Atkos moons are uninhabitable. 

THE ATKOSIANS : Environment Type: Terrestrial 
Atmosphere : 02/N2 

Appearance: Body Form - primitve mammalian 

size - small but lanky 

limbs - 5» with prehensile tail 

body covering - spines 
Attributes: STR: IV to V 

END: III to IV 

DEX: V to VI 

c enses; Smell; hearing; touch; taste(minimal) ; sight(also 

minimal); Electrical detection(also minimal) 
Life Style: passive omnivore 
Combat Stats: Max Op End: 20 

Gonibat Abilities: claws, teeth, mild toxic stinger 
Combat Proficiency: IV 
Armour Value: Nil 

CIVILIZATION LOG: Due to the fact that this planet is under the Dalek 
empire the true Atkosian government structure has been dissolved, 

THE ATKO^IAM RACE-: 

The Atkosians are an essentially tribal culture; the large number 
of separate groups has lead to many different lingusitic and other 
variations. The group the players will interact with elect an absolute 
leader from the oldest and wisest members of the tribe. The remaining 
"elders' 1 of the tribe become the leader's advisors, and when he or she 
dies, the next deader is chosen from them* Really, the Atkosian leader 
is only a decoration; he/she cannot make any executive decisions. The 
true power rests in the hands of the Daleks. 

The Atkosians only had a loose military structure before the Daleks 
came, they were only very rarely attacked by tribes fro^ other islands, 
so they only had a private, volunteer army; the core of this army became 
the rebel group. The Daleks have exterminated the majority of its 
members. 

The Atkosian culture has been warn away to nothing by the Dalek 
domination; not only on the continent but on outlying islands as well. 
Their technology is at best early iron age; only the ™ost priviliged carry 
a laser pistol(stolen from robomen) . 

The Daleks are currently using the Atkosians to ™ine a big vien of 
Dalekenium they discovered(the only real reason they are holding on to 
Atkos) . 

NON-PLAYER CHAH^CTKUS: 

Due to lack of space in this fanzine it will be up to GHs to create 
statistics for all NPCs in this adventure. Below are some ™a t jor things 
to consider and a list of probably NPCs. 

Kraasz, the rebel leader : Kraasz is not a particularly intellegentor 

subtle creature but has been fighting the Daleks since thoir nr-iva]. 
His knowledge of the Daleks will be invaluable to the PCs. 

Kochesz , rebel: This is the rebel that the PCs will Tirst contact. He 
is quite quick but occasionally impatient* 

Gyorsopron , rebel : This is an older woman and is very wise and n ever 
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quick to act,. Although she wants to overthrow the Daleks she does not 

often approve of the violence and the violent methods used by Kraasz. 

Hajdu, reborn an : This one will lead the Daleks to the rebel caverns. He 
is actually Gyorsopron's son. 

Dunakesz, robo-man : This is the one who temporarily guards the PCs before 
the Hovellan strike. 

DAVROS: The mad creator has had his one hand replaced by a mechanical 
one; this hand can not project the electrical bolts that the real 
one could. Note that his eyepiece can deliver lethal shocks(4D6) 
at his will. As well, his chair is iftted with an anti-gravity 
device which can carry him distances under 10 metres. 

MARK VI DALEKG : The Dalek has now become aware of how limiting their 

original form is. The new Dalek, the Mark VI, has been fitted with 
a 2 metre metal lash; this lash is prehensile and can handle very 
small objects and do intricate work. As well, they have removed the 
track ball they moved on and replaced it with solid caterpillar 
tracks. These tracks allow the Daleks to cover rough ground and 
climb stairs, up to a maximum incline of 40 degrees. 

DALEK BASE HAFS: 

Again, due to space limitations we cannot print the full ^aps needed 
for this adventure. GMs must design them themselves, but so™e of the 
^ajor areas to be included are: 

Sotrage control areas, courtroom, prison cells, Laboratories , Dalek 
hybernation chambers, Dalek production centeres and Data banks. Robot ising 
chambers are also present. 

"TRIAL RUN" was based on an original adventure by Hark ncnillan titled 

"Trial of the Daleks". Michael Dawber re-wrote alot of the adventure 

and hence the co-writer's credits* Stay tuned for the next Dawber/McMillan 



adventure ! 




ret" - 



„fi fact 
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YOjI yZLi: ;/6: "Jig, .aj,,IC idtKEii 
Created By Hark Aidiillan 



The r.ore conservative parents of the galaxy plead with their children 
not to listen to a style of music known as rock and roll which originated 
on ancient Earth and rr.any people blane the origins of this nusic on their 
evil deities, claiming that it distorts their woral values. The young 
life forns which listen to this style of music know that this is all u 
lie. Or rather it was, until now. 

Lj the Earth year 2198 A.D. a rock star emerged with delusions of 
greatnesr. He called himself Rondo and he become one of the greatest 
rock stars of the era. Hondo had larger ambitions, however, and learned 
the techniques of hypnotism and electronics(anoung other tihiiigs) and 
learned how to create music with a literally hypnotic effect. Lj; t' i iu t \ 
of his music became enchanted with the sound and were ready to obey any 
orders Rondo would give them after brief exposure periods to the music. 

During his early periods of experimentation with the hypnotic music 
riots resulted in the streets fater his concerts and the uncontrolled 
masses caused alot of trouble until Rondo's concerts were finally banned. 
An inquiry into his activities reavealed verey thing we have just said and 
he was exiled fro™ Barth in the year 2223 AD. 

During the next few years Rondo ^ continued his experimentation and 
joined several rock bands under aliases. The band (or solo artist he is 
impersonating) he is currently with is unknown at this moment in tinn. 
All CIA agents are ordered to turn him in- to local authorities if they 
find hi*. 

Rondo has the ambition to control an "any worlds as possible, building 
a vast slave empire in the process. He is often foiled in his attempts 
by little things that he overlooks. Current operations are unknown* 
Statistics for Rondo(or whatever alias he is using) are as follows: 

Kane: Rondo 

STR: IV DEX: V nNT: VII nAX OP END: 22 

END: IV CIIA: VII IKT: IV WOUND/FaITGUE HEAL: 4 

PERSONALITY: Boastful, Arrogant 

ATPEaRALCE: Race: Earth human Sex: hale Height/Build: Average 
Looks: Striking Apparent Age: nature Adult (37) 
Recognition Handle: Appearance is typical rook .star 
SKILLS: Up to individual gar.e^aster. Should include: 

knowledge of how to play instruments , how to build ther. and 
hypnotical e^uipt^ent, some combat, leadership, etc 

Gils should not that without his hypnotic instruments he is hardly 
any threat, just a normal nan. His nusic produced by these special 
instruments causes the brainwashing. He is VERY talented, which is why 
he is hired by so r^any bands(no doubt as to the effect his ^usic can have 
on then as wol • • . . ) 
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Here they are! Iiore ideas for Gam^nasters to create scenarios from! 
Last issue's column wasn't extra long(I planned it to be though) and 
neither is this one so tough luck! Here we go. ... 

HAPPY HALLOWEEN : Howls throughout the night, ghosts walk the streets in 
search of candy: normal Halloween occurances but the PCs will find 
that this year there are more kids walking the streets, as an alien 
life form arrives to feed on the life esscence of young children... 

MUTANTS : A strange seaweed has washed up on the shore of an ocean and those 
who touch it nutate into something hideous and dangerous. Chemicals 
from a nearby factory are the cause but are the PCs too late? 

TH*E ZONES : Places like the Bemuda triangle have one common factor: every 
so often the timestrean in that area goes out of phase and takes 
the occupants into another world, another dimension. And when the 
PCs stumble into this area.... 

HELL'S BELLS : In a freak time accident (Why does this always happen to 
our PCs?) the characters find themselves in hell - standing at its 
very gates. The creatures of this area which could easily pass for 
hell are equally strange but just after the PCs arrive one of the 
bells of Hell chimes, signalling disaster... 

LOG EAT DOG: An alien life force arrives on a planet and causes the 

laws of nature to go into choas. Animals attack their own kind, 
food shrinks instead of grows, etc. What is causing it and how can 
it be stopped? 

KILLING FLOOR : On a world where the inhabitants select members to compete 
to the death in an arena the Characters now find themselves. Its 
fune to leave them alone but when a PC is selected for the contest... 

THL WIND OKIES : Normally non-hostile life forms travel the galaxy in a 

travelling "zoo" for exhibitions. A renegade time lord arrives with 

a sound device which causes the animals to become violently agressive... 

EYE OF THE StPQRTl: What would happen if Omega found his way into the eye 
of Harmony on Gallifrey? 

nAGIC : The PCs arrive on a world where witches and warlocks straight out 
of Shakespeare exist. The Time Loxds have sent them there to find 
out what gives these creatures their power and learn something about 
it. The people are not going to take kindly to being studied, however. . . 

INSANITY : A PC finds himself dying in a lunatick assylum in the year 

l?9n. Conditions were not to good then and the PC finds that he is 
slowly going insane, haunted by visions from the past and other 
inmates. . • • 
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Dear Readers: 



As you may or may not be aware, FAbA has now decided not to release 
any more materials related to the DOCTOR WHO ROLE FLAYING GiUiEU This 
year will see the release of only two supplements "The Sontarans" (which 
was originally set for release in Spring of 1986!) and "Gallifrey", after 
that there will be no more DWRPG materials produced for an indefinite 
length. The- reason? Poor Sales. 

I would strongly recommend to our readers that they do two things: 
pick up all DWRPG materials now available as they may soon become extinct. 
Also, we would like to encourange all readers, friends of our readers and 
anyone else to write to FASA and tell them how disapointed you are that 
they are putting the game on the shelves or maybe some general grumbling 
could set them to change your decision. The address is: FASA Corporation, 

1026 W. Van Bui*en, 
Chicago, IL 60607 
U.S.A. 

I cannot stress how important it is that our readers write to FAS;, 
and ask them to reject their decision. Please do not send a fanatical 
letter, just a polite but firm one. 

It is at this point that I would like to tell our readers that 
"Time weddlers", Canada's only DWRPG fanzine will stay in existance, offering 
the services it has always done and help enchance the DWRPG, until there 
is no longer a significant demand for this fanzine. * 

Thank you for your time. 

Sincerely, 



*Tn #1,2,3,4 are now 
avaiali>le - 



Hark iiCiiillan,/®ditor 




Steven Dieter, Distributer 
and on behalf of all the "Tii" executive, 
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OVERVIEW OF TIME MEDDLERS ISSUE lt5/6 (VOLUME 2, NUMBER 1) - JULY 1987 



• This fifth issue is labeled as a "Double Issue Summer Special", on the cover, as 
well as "Volume Two, Number One", "July 1987", and "Whole #5/6". 

• The cover features artwork of a Sontaran and the Roger Delgado Master, as 
well as a redesigned logo credited to Michael Dawber. 

• Cost of the Issue #5/6 was $4.50 (Canadian) in Canada, $5.00 (Canadian) to 
USA, and $7.00 (Canadian) overseas. 

• This issue standardized the new Time Meddlers logo for the next four issues. 



• With most issues of Time Meddlers coming in at 26 pages, this double length 
issue runs a full 40 pages in length. The issue includes a "Book Two" with a new 
cover half-way through the issue on the 25th page. 

• This is the first issue to feature advertising from another fanzine. A full page article for the fanzine Who's/Blake 
is included in the issue. 

• The issue reports that FASA has announced that they will not release any more materials for the Doctor Who 
Role-Playing Game. It is announced that supplements of "The Sontarans" and "Gallifrey" are still expected 
(though they were ultimately never released) but no further releases are planned. The reason for this is given as 
"Poor Sales" [but as is known from correspondence with FASA since then, the product was still doing well, they 
chose to concentrate on their own homegrown products and moved away from licensed projects]. The sugges- 
tions that readers should write to FASA and ask them to reconsider is made in the issue and FASA's mailing ad- 
dress is provided. The editor and distributor also vow to keep Time Meddlers going so long as there is interest in 
the fanzine and its topic. 

• The editor's column reports that DWRPGNet has formally closed down due to lack of interest. Michael Dawber 
is creating a new version called "The TARDIS Repair Network" which is promised to be explained in the next issue 
(#7). Dawber is also listed as being appointed the typist/layout editor for the fanzine. Time Meddlers are listed as 
supporting a new fanzine made by the same staff called The Ark, which is a standard fanzine and not one fousing 
on Doctor Who RPG materials. It is currently not known if Issue #7 was produced or not (though an enlighten- 
ment column by Steven Dieter announced that there was an issue of TM #8 released, so it is a possibility). 

• Mark McMillan wrote Mini Supplement #3 on the Autons and Nestenes. This write-up includes a timeline of 
Nestene activities many of which were created for the fanzine and not represented in the series. The write-up 
also includes a "CIA Extract" of the Autons and Nestenes in the style of the second booklet of the FASA supple- 
ments. He also reviewed the Five Doctors miniatures set (8 of 10) and "The Warriors Code" adventure module (7 
of 10). Foe File #6 followed introducing a villain named "The Music Maker". He once again also presented an arti- 
cle of more scenarios, which featured short adventure seeds that could be developed by GMs. McMillan also co- 
wrote (with Michael Dawber) the sixth adventure module entitled "Trial Run" which features the trial of Davros 
after the events of "Revelation of the Daleks" set on the world of Atkos. 

• Zen Faulkes contributed Game Aid #7: "One Hit to the Body...." Which gives charts for specific body location hits 
for damage as well as expanded rules for dealing with the effects of damage. 

• New contributor Blaine Manyluk contributed Game Aid #5 called "The Evolution of the Daleks" that tried to give 
a timeline of various Dalek events, as well as stats for the Emperor (misspelled "Emporer") Dalek. He also added 
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Game Aid #6: "Combat-Extra Details" giving new rules for sped up combat as well as rules for tactical movement 
and additional rules for grenades, machine guns, and energy weapons. 

• New contributor Jason Cuminsky adds Game Aid #8: "Random TARDIS Determination Rolls" to determine what 
model of TARDIS that a Time Lord may have. Certain models have certain abilities and there is a chart that also de- 
termines problems that a given TARDIS may have. 

• New contributor SJ Millar wrote Game Aid #9: "Designing the Recurring Arch-Villain" a five-page look at how one 
can make and employ a memorable retuning villain and how to effectively utilize them. 

• The survey mentioned in Issue #2 is never reported, but instead this issue features an Editor's Poll that rates the 
quality of the main articles in the previous 4 issues. Issue #5/6 is consider the start of the next volume. 

• Editor Mark McMillan reveals two other item of note. The first is that the Doctor Who Information Network 
(DWIN) was considering cancelling Steven Dieter's "The Celestial Gamesroom" article in their Enlightenment fanzine 
as the FASA game had been announced as cancelled. Readers were encouraged to write to Enlightenment editor 
Steve Peers and reconsider that cancellation. Also revealed in this issue is that the controversial comedian/editor 
Don Ferguson was actually Mark McMillan himself writing under a pen-name. The revelation was made following 
the acknowledgement that Don Ferguson was less than popular with many readers, and it is reported that this issue 
would feature his "last appearance". 

• Steven Dieter's Distributor report reveals he travelled to the UK recently. It seems he also was working on an ad- 
venture module set after a nuclear holocaust, which was to have been printed in issue #7, though it would seem 
that Steven Dieter's involvement with the fanzine after this issue fell off. While more issues were printed (and pro- 
duction continued under Mark McMillan and the other contributors), Steven's involvement after this issue ended, 
and his reasoning why is included at the end of these reprints in a last word from the co-founder. 

• Page 26 of the fanzine was included as an additional single sheet in some issues reinforcing the fact that the FASA 
Doctor Who RPG had been discontinued and served as a call-to-action for those hoping to save the game. 

SUMMARY: The double issue of Time Meddlers #5/6 featured a good deal of material for gamers to enjoy and use. 
The fanzine continued to benefit from various contributors which gave a new influx of ideas and styles. The cancel- 
lation of the FASA Doctor Who RPG was big news reported in this issue, and rightfully so. Adventure modules, mon- 
sters, and rules expansions all contributed to another solid offering that stands the test of time. 

THE LEGACY OF TIME MEDDLERS 

The Time Meddlers fanzine would continue for three more issues after the announcement in Issue #5/6 
that the FASA Doctor Who RPG was going out of print. In some ways this is a turning point for Doctor Who role- 
playing games. The continued support for Doctor Who gaming would solidify a fandom that continued to maintain 
an interest in Whovian role-playing. Fan-made gaming support would expand content and add to what had been 

commercially produced. Content was 
now being made only by the fans 
themselves who continued to carry 
the torch in the wilderness years 
when no official games were pro- 
duced. The door was open for an- 
other Doctor Who RPG. In 1991 Time 
Lord became the newest officially 
licensed RPG. It was written by fans 
who were ready to continue the leg- 
acy of Doctor Who role-playing. 
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"The Shiitake*" h - ■ 04 

M Th* Tlngler 11 0-6 

-Level VIII, Take Twn" 9? 

Reviews: "Jlattlcn-j.^" 

"The ^yl^ernfin" 

"Fine AlE Castings* 1 - 0^ 

"Thft KtOtons 11 n 13 

"The Weapons of Dotria's 

Spiral" - ■ 16 

"movo Ove", Gaston aobo" u ,p L£ 
"In th* Land o£ The Rising 
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Cgntr Lbutor? to This 
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1 Zen FaulKaal, Michael Da^e*, Katfc McMillan 
Coven drawn by Sen Faultes 
Adau cooks^; this arr jziuet^int by Hichafrl Davber 
Fe-Frlnted from previous -r rime HeddLeEs 11 " 



£Ea2JJCT:9M C3.EDI im- 
pounders; Haik HcHilUn / Steven Dieter 

Editor: Hark KtHllUn 
Distr ibiitoc : Zem Fa-ilkesL 

"ttciE "MEDDLERS" ; The Doctot Who KqU Playln-5 Game Fan Magazine 

ISSUE SEVEN ; SPRING 13 6* VOLUH3 TWQ, ISSUE ; WHOLE NUHHER SEVEN 

This l* a nojT-p/oflt, am^teuj: production dedicated to tfts celebration arid 
Demotion *£ Both the ABC TV series "Doctor mo" and of FASA's "Doctor Who 

Rule Flaying 3arrae p . 
This fan jnagasifle in no wa/ atc^pts t* Infringe on copyrights held fty the 

BBC P FAi'A or others . 
All material contained fterJn is copyright 1**7 Mar* rtewillan afld no part 
atay Jt>e re-prodded without tta« ffttpressetf, written consent of the eciieor. 
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301 TORI AL IJflTFlfl 



Welcome one and all to the seventh "revival" Issue of lh Time 
tfeddlcr:;; The Doctor Who Role Playing Cain* Fanzine". We haven't 
released an issue since August cr go with the double isauo 5/G and 
perhaps I should explain why It tooK me until -January to get this 
Issue out* 

First of all my distributor, Steven Dieter decided to resign 
In October leaving im itflfchout * distributor until December when 
Een Fs-ulkes! decided to step lrin I also got a new commodore 12 B 
and a word processor *Focfcet Writer 12**' word processor that 
allowed me double the content In TM! The type Is waller ao wKat 
you're -getting Is two laiues TH for the- price of one, which 
mcana that I H 11 alao need more contributions If I h in to £111 an 
issuel So, get out there and write! 

I must give credit Co Michaul Ddwber who typed ztost of 
tfila issue before I scrapped most of hLx Lypln^ for the sake oE 
this amaller print, I apologise for all that wasted work but 
hopefcully my apologies and a fr*o copy will ^ufflci:. 

This ttin^a nr.e Lu my nc*l pcirjt. ,p TLp?a: Mcdd ler^ ,p iLis jes one 
thtOU^b SlK aifl no long*t Available. Ho 'AreV^r „ I will b* 
cqprlntlng some o£ the beat articles from those issues In futUE4 
TMS to preserve some of the most deserving work. Issue 7 and 3G 
on will be printed and available from Zen Faulkesl- 

At any rate, t'll sa.y It again, but T thlnl; tha7 this issue 
has shaped up- to be the best yet and that we may be on our way to 
s great new year in 1986. 

Until next time, welcome Zen Faults! to the poat oC 
distributor and thank you Steve Dieter F^i- your help founding 
■Tlme y heddleis" . Good day and I hope you'll enjoy your lssue + 




Hark Mctflllan, Editor 



3en Faulkes! has just finished and released the first of the 
"Time Meddlers Periodicals"- The First Is a fall length OWRPC 
adventure titled "samds of Destruction" * The second la the first 
of the upcoming ff Travelogue H magazine whicb: 1 □ j special feature 
on the Cybermen and more! These sound excellent, reviews will b* 
featured next issue. Anyone Interested in orditlnq should Wfite 
to Sen at: 

Zen Faulkes!, 
Apt. IGa, 
175 Columbia Blvd., 
Lethbtrldge, Alberta 

T1K 4B7 

Gnce a<jaln, the avallble D^gasLnie *f* = 
"Sands of Destruction" : $3.25 to Canada; 33,75 USA 
"Travftlogue" Issu^j ttn*; 32.25 In Canada; S2-75 to the USA 
All prices to be paid in. Canadian fonds, no foreign cheques ■ 
Honey Orders -or Canada in Cheques to be nude payable to Sen 

Faulk bs , 
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b UE FILE T^E 55J LaXfc££IK 

crated By Sen f*ulkea3 

ligtorv : Th* Shlstakek evolved on a repots planet fStOft reptilllan stuck. 
They wtre encountered by several traveller and were Usually considered 
■nnly slLgbbly above beaats with no laguage on only the tfiOSt primitive oE 
tcchnulogy- 

Therefcre, it: waa a -great shock when the Ghtstakek appeared as- well 
armed and efficient meic i nar les for several agents, Who discovered their 
natural talents la not known, although it may have been a temporal 
renegade - 

The Shis tdkek ate atilL found on their home planet In much the saroe 
primitive conditions that they were first discovered in. However, thooe 
Sblstakek which become mercindi leS have spread through the galaxy by their 
vac 1 mis employe £3 . 

Phyjii-al charac tarlaiLl£ai. Shlstakek are surprisingly *mall p averaging 
perhaps 1,6 metres Ln height, rbelr hide la usually a mottled brown, 
green, or & combination of the two, providing natural camoflage on their 
hoioeworld (and many others as well). Other coloura are known to 
occasionally cuop up. 

Their small size belles an aluw-st unfcelleveab-1* strength, Thia is a 
result of the tact that their musculature Is perhaps the moat efficient □£ 
any organic creature In th« gaUxy r It enables them to generate more push 
and pull from their mus-clc^ Which are considerable r 

Each hand has three fingers and an opposite thumb. The hand Itself 
has ol C5<1gs of sharp "spikes'" *t the first knucle, which can b* used to 
punch and sUsh- 3hiatak*lt, in short, have th*lr own built-irt equivalent 
o£ brass knuckles P Doth hands dnJ feet end in claws, rather than toes or 
fingers _ 

The head also features fhmII, horn-like structures. The head itself 
Is best described as horse-shaped- The head also features an impressive 
display of teeth, and the sensory pita they use to hunt with, similar ta 
Terran p kt vipers such as rattlesnakes- 

Harmfcr : On the!* native planet, Shlstaksk live in lh*i most primitive 
condition*. They hunt lot. food, do not farm, and have nothing that could 
truly be called a civilization. They Mill not harm strangers without 
provicatlon, but they will attack ferociously If tb*y have any reason tO- 

Shlstakek rucrcinariea are particularly violent^ and fight loyally *FVd 
to the death; they can not be reasoned with. TtUg is due mainly to tha 
Eact that even to a Time Lord with *he gift of languages, they have no 
spoken or written language, tfo One has been able to understand tftftkr 
tongue of hisses and rasps, 

special Knowledge /Power a : Ajs noted above, sbistakek can detect very small 
changes in hody temperature, This enablea them to hunt by locating the 
heat of UheiK prey. Thin, in addition ta other senses [most above the same 
as humans', barring accurate hearing] gives them an advantage over most of 
theU pro- 
stata and information- SMstakek have no spoken language; the reason it 
sounds like a bunch of h Us i ng and caaplr.g is because It is a bunch Of 
hissing and raspingr 

matead, theae creatures are possessed of a natural ah J 11 ty which 
boEd&ts on empathy and telepathy, shi*tak*k use this to communicate 
between themaelves and, in the case of mercinar les , their cmployera - This 
is the only kn^wn way of "talking" to them, 

PCs with some of these abilities (empathy and telepathy* may be able 
to effect acme communication. A Skill roll versus a level v diEf lenity 
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£5ft J-PCdkefc cant. } 

\ 

base is made first, If successful, one can fltk up mooda, 3 rite nt 1 una and 
^en-CEal ld*as bUL not specific thoughts. by and large. It In not worth the 
trouble, ShlEtakek arc pretty much sLupldity personified. 

Nam* ; Typical Shlstakek Herclrukry 

5TR: VI END: V D*X: IV CHA; I MUT: U TTW: II 

AP : ft 

Combat Etats: Armour r natural td6 points 

ArtnoUc (vartOMS: var Lea with employer) 

Spike/bornd : ldG add,itlCn.dl damage attack r^dd tn Items 

marked wl th * ) 
Arcntd Combat, contact: thrusting spcarks V 

pole arms V 
Armed Combat J ranged ; blaster III 

thrown rock a VT 
spears- tV 
thrown sticks V 
slign V 

Unarmert Combat] brawling V (*) 

grappling III (») 
Significant: Skills: Climbttag V 

Heat Detection V [nee below) 
HLlltacy scienter r small unit tactics III 

trap discovery IV 
trap ordinance/disarmament 1 
Security Ptocedures: stfralth IV 

concealment IV 
Sporta, boxing IV M) 

Vehicle Operation, any Char temporal] III 
Hlldernes* survival, urarft temperate Vir 

Ci^LiL.cp hsat tiefcpctigm, tike pit vipe*-:, the shlstakek ^an sense chrtrqen- 
In heat through the sensory pits on their h*ad, All Shlstakefc have level V 
ir Vr!?j S abl=LSt ^ 11 ls sensitive enough to detect the warmth o£ a body of 
a hidden person up to 12 metres away. If that person is closed off In a 
room, the task becomes much mote difficult (raise the difficulty level by 
2). For Time Lords, -Kith much lu-ver body temperatures thah most creatures 
raise the difficulty level J>y I, For each person who Is standing ne*t to 
the first, lo^er the l^vel by one. 

The difficulty ha*c Is: I level far every 1.5 metres th& Shltakek Is 
away From its prey. Attempting to detect two people nent to each other dl 
this ran*je is a leval Iir task (unless one of them is -Jt Time lord which 
would put the difficulty up to level IV}, 

Svgterf. and World Lon^ r 
System Name i ShistakeH 

System Location; J>0 0li ttle arm, Mutters Spiral 
systift iXftta: Planets In System 5 

Stars in System; 1 

Tecrcst*i*l Planets: 1 

Position In Systems 5 
World Ndmc: Shistakek 
PfUI&bcr of Sattelltes: Q 
Gravity: ,5 G 

Planetary Cond 1 t loHS : 5 minor cunt inents , a major oceans 
Length af Day: 1Q hours 
Atmospheric Density: Terrestrial 
Climate Temperate 
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,£ak*k cent. } 

This world has much in the way t>f fleoloqical activity, many gclaers, 
ytc. Some of these geysers and hot springs have distilled chemcials Icl 
them very, very similar to Nuainaton gaa on the planet ajrn, known for Its 
regenerative propertiea. sblstakelt water from theae geyaeru does have 
regenerative abilities but their use la physiologically add i ct i ve . 
KuentuaUY, prolonged use Wl ] \ result i n a particularly spectacular death 
far the ueceiI. 

In the case, of ^histakc^ mere lna* 1 es , it means that when killed they 
almost lltterally decompose and dlsinegrats to duat before one's very eyes 
The reaction Is triggered when thelE MAX OP END reaches -10 - 



KEflFOBS SUFFLBMEPT Hi TKE .. n KCLEB 
Created By zen Faulfcos! 

Weapo n FavoLtc^ Rv: The Shiatakefc, 

E^rqv Sto rage- 30 charges * However, these are used at an uneven rate, as 
some of the settles on the tlngltr require more charges than others. 
Damag e : Varies ^Ith getting. A tinkler has four settings; practice, atun P 
paralyze and Hi Lit 

Practlcu: Thlfl setting deleivcrs a very light shock and does no 
damage t 

stun: 'fhls attack reduces the ci/Hfi op end by 15, 

Paralyse if torched tn a limb this option delivers US damage to thai 
limb alone and the playtr loses the use of that for 2d6 Combat twins. 

Kill; Delivers 4dG points o£ damage - 
tf_ei ght ; Light . 
5ii£_L Kftd i U I'M - 

gTaq uency: Rare; used almost exclusively by Rhlstafcck merclna/ies . 

Value : Not far saT« on tTie open market. Black market pcices c tact at 1,000 

crfidlta , but 500D ^reults is a more common aslct ng price r 

Descriptio ns The L Ingle cr is about the size o£ a short swnrd, although it 

has more in common with a cattle prod Lhaa a cutless- 

A tlngler is 60cm loc:g P A cylandsr takes the place at a blade, the 
tip of which delivers a variable electric ahOCX. It Is held In an 
Insulate grip, which has tVO nnt»l studs: an Intensity regulator dial, 
and a thumb trigger. 

The dual control studa arc uacd when Short term bursts of energy arc 
needed- They are preased with the finger and Can deliver either the stun 
or fclll setting when the tr Iqger Is pressed. 

The intent Lty regulator Is set Into the pommel of the weapon, and is 
adjusted for prolonged 'J*e of any one setting The practice and paralyse 
options are only available thLs way - 

Motes i The tinkler uses Its energy at :t varidMe rate, depending &n the 
petting used. Obviously the practice setting uses- Ear less energy than the 
killing one. The simplest way to judge its ysc Is tn make a 2dG ''dmmo 
roll* each time the weapon is used. A roll oE 12 indicates the energy 
storage haU expired, and the tlngler will deliver no mere dajnage - 

However^ ^nce the charge haa gene out of the weapon^ It Is rugged and 
□ lUEdy enough to be j^eJ as a clubr Judge such a use as a smal 1 club, 

A tlngler can bt uccd by anyone with slslll in short swords. Th* 
judged proficiency level Is one less than th* skill level with the avord . 
For ejeamp It, a character with a level V aKlll In the use o£ a gladius would 
gae a tlngler with a. level rv pcof lcicncy . 
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Vrktten By Sen FaulkesL 

E3ave you just about given up on napping yuur scenarios? Tired 
taping together sheets of graph paper, or trying to remember what the 
players have moved in a room? Scrounging for maps hidden carefully - 
s omc wh ere - jmOuJIy re dins of n ot e 2 ? 

Don't panic! 

Different Worlds Publications (formerly Sleuth Publications] have a 
game aid which is worth Its weight in gold. Its called * Battleinat , 

A Battlemat Is basically a vinyl mat with a tactical gild or. It. The 
great thing aDoUt it Is that you can write on it with an overhead 
transparency rt^rfcer, wnen you're finished with a map, you can clean off 
the tnat with a bit of water and a™ paper towels, 

The possibilities aren't endless, bat there are plenty of them just 
the same. I ui u r orny t u irjjjs become pass 1 bio , along With quick sketches, 
d la^fraifflS , n-otes- and so on. You can very easily make small changes to maps, 
to reflect i^hanq L ng combat conditions- With different colored Ihk r you can 
add col&J: to inaps . I f you're in the middle of playing when you've got to 
quit j you can murk Where the characters wore on the mat x and roll it up 
until you play again. 

nattlemats come In at lease three varieties: the square grid fas Use;f 
In Doctor Who: RPG ) , a hex grid favoured by ADiJ>^ and a staggered quare 
"jr Id which I've never -scon used In any game- In all ca^es, the grids dire 
designed to be exactly ti> scale with 25mm gaming figures r Th« Batt lenwt 
with the square grid has 20 X 23 on* inch squares, giving you dbuat 100 X 
1 00 feet In tactical distance. 

There ' a some othez nice features of hattlernats, too- Its a nice, soft 
paddtng to rail dice on- Wo iftore noisy elaet*i:lng o£ dice on the Kitchen 
table, nr chipping of di(;e on hard surfaces! Battle mats can roll fur 
ccisy storage, but lie fairly flat when unrolled. 

Quite frankly, Lts the only way I would even consider doing mapping, 
particularly because I use 25mm figures In my campaigns 

PriCft? About SIS, DO Canadian, but worth every penny. This is a 
gaining Which can be used In almost any situation, Eor almost any game , 



P Kfrau ct R ev It: * ; T HE CYBiRHEH 
tly Zen Fanlkes I 

how trrcE. . . . that f^sa has finally released their Cybermen Supyleifient ! 
T-QO PAD. . . . that LtS out JboTit a year late. 
EtOW TfTCI?... P the covet art is gorgeous! 

TOO BAD that they still haven't figured out Lnow tc use photos from 

the series properly In the layout, but 

how Nicfc. . - - that they've put some very effective line art in for a 
chanqe- 

TOO BAD..-, they missed The Five Doctor* In f-he1r lift* of televised 
Cy be r men ad ve n t ur e s , 

huw tilCE. JB - that there is actually 3 owe logical F^SA-crea-ed Cyberrwn 
history- 1'he history of Hondas and the idea o£ the War Machine are bsth 
qillte interesting . 

TOO BAD..., that they completely menocd up aorac of the most Important 
aspects of it! Home dates given conEllct with those given In the 
finurcehc-ok. Ho re i mporta ni ty, th*y complete ly de Fused the original moral 
message of the Cy&ermenJ They were a race seeding immortal L ty by 
cy h ftfnfttics r eventually becoming dehumanized rflonstesra. Here, they've been 
given the] r own Davroa, 

HOW NICE..,, that there is a complete map of a cyber -co lony ! 

TOO BAD..., they didn't do the same foe the Cyber -ship. 
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review corct.j 

HOW NICE-r-- that we're given more complete stats for- all mcdela of 
-ybecmen, as we LI as their Weapons and eijUlpt&entL 

too n ao . . , . they didn't expand more on the cyhermats and the 
c/hercQntrolLeE is comple ttily ignored . ("see Ttf JY3 's article on the 

WOW KITE tiiey 1 va done a good cuntJerninq the goals and modus 

opcrcndl of the Cybermen . r.Ske the Dalefca supplement, there is * decision 
making flow chart presented - 

"TOO- bAT> . . . . that; they Still think they have mislead the players with 
the players supplement, "The Cyber Ftles" P 

|[OV NICE,,.. ■'Cyber Fllea™ la useful fur players vjio haven't watched 
the SbOV OE re^d novels of missing episodes. 

how nice,... Llmt there are specialised critical hit and fumble 
tables, and a new ap table too? 

HOW NICE,,,, that they've esse plained combat with Gybcrmcn better , 
Including what their vu Inerrable points and JrffiOUr SCGEes are t 

Jill in all, they came cut ahead! Hew Nicel 



Sfi V i ajrf J_E.LN£L .APJT CflSTlKOS 
By IflfL FaulkGS! 

[ EOIIIHL' auto T£±. hav*n't <J*lt much with th* Fine Art casting mini* Cures 
fr oiti En^lan-Sx which would probably be better for use with the Dbff?PG than 
FASA's own ft hey arft certainly of a higher quality and priced J- f-n the 
article below, Zen ^aulkesJ tafces a look at theni. dtd'ering- Information 
fo-llows this article, and you should 1 send all Inquiries tot John FJE tton 
ifsooks dnd W^ya2lnes J r 1 Orchard ^ay, F/en^al I, coole, ^ort?v Hujitbcrdi tle f The 
United Kingdom, frflltf ORT I 

The S?nt«flftg (ZS [ftlft) 

The Sontaratlfl are really the only glaring emission rroffl the miniatures 
figures from (although, If you WdfiiV to get technical, the well-known 

Brlti3h Char?* at Citadel make themj FASA Just distributes t-hem^ So, it 
wJs With great, pleasure that I found out that Fine Art Castings had 
□ctilptetf the Scmtarans in the 25mm format. 

The^e are six different Sontarans available^ sf which I ha^e tihree _ 
One is helnieted, on* is holding tht helmed and the th!_rd hasn't got one at 
all* 

The best of the lot is the helmeted one. The facial features on the 
other two are their weak point; they just don't look quite like Sontarans r 
although, thank f Ul ly F they do look like ea^h other. {Ever noticed that for 
a colnc £ pe C 1 es x no two of t fiver looked t he same on the s b 0 to? ) And , 
for all yeu nl t-jjlckar i, you h ll immediately notice that one is missing 
(ijaspM the all Important probic vent. Its a minor oversight, hut a 
g-tratige one because the other two have thefn. 

These are quite good; as good as, If not better than, utost oi the 
Citadel miniatures. It you use miniatures 3n your game, they should be 
Useful for playing. The base is somewhat smallec than thfi FAS A f^ga^es, 
So they rfcay be a bit proT^e to falling aver daring play, but this fth^uLdn't 

b* a noticeable problem. IUI give them a 7 1/2 cut o£ lti. Hdh make 

it an tiight . 

The Five Doctors HO mm! 

■iuTiiiTi figures are nice. Tb<:y accn't hideously expensive (like* SOmm 
one^), but they tend to be a bit more detailed and eaaler to paint than 
25mm, They don't make good pieces fer gaming, but they're nice to collect. 

CO] Sn Haker has come out recently in 4 0mm, SO it Is possible to get 
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[Fine Arts Castir^S r^Jew cont-J 

all the- Doctors in -40mm- Aa for the first flve- 

The accoctd Doctor Is 3*ftr_LtfiLy the beat of the Lot- Complete With 
recorder and plald[!) pants. It most resembles the- character. That, and 
the nicely details work, earns it a 9 out of ID . 

William Haitnell captures mora in spirit than 5.n fo^m of the first 
Doctor, The poet atid attitude are just right, an is the c^oafcume:: but the 
facial features don 1 1 closely r es^rtibL* Mr* ]la:rtneLl . If you don't exarnin* 
thla one in much detail, Us easily a 7 1/J out of 10 on the Faulkea scale. 

Soiflething similar with Jon PcrtwCe'a DOCtOt- The only thing that ia 
obviously wrong la the hair: Its straight here, not curly, The various 
parts Look okay, but somehow the whole is Ic^c r_han the sum of its parts. 7 
out oE La. 

Tho flEth Doctor ia noticeable worse than the above three- The 
striped pants wilt b* tough to paint: tu> lines ar* on the Eigure at all, 
Ditto for his skater - no attempt at texture Is made. The face Icoks flat 
and characterless, while the Doctor 1 a cricket bat looks just, aa- much a big 
piece o£ left-ov*r lead ilsah_ D 1/2 oat of 10. 

Tom Saker fans will be dl*apo*nted, i'm af C«14h I'll be generous and 
give It a four. Th« h«ad is too small In proportion to the body, for 
stacteES, The nose is flat, and tho h-iir looks more like- *n afro than 
Baker 1 □ characteristic shag. 

gfrlVjprUq tip iPPll 

Vcry nice aa<1 flLmple, hut very accurate and effective, 3 out Gf 10. 

Hark ill Cvberma n_ .HQ mm) 
At first look, thla Cyber ttklrs doesn't look very ifupreaS i ve - He slendftr 
and look- 1 ? sort af P well, like a wimp. Although he does ceeifl a bit anemic, 
he's quite well sculpted, Only a cuUple of details are missing that would 
have made this a £irat-rate figure. -0- from th* Lethbrldge judge P 

Syq o n MO mrril 

This guy scemtf tu be fusing a face, Well, maybe nut missing* it Is 
there but the eye* and nose In particular look Like the lead haa melted J 
bit and Inst motm of' the detail work, Its not as bad 4fi 1 rnaKe It sound, 
thcugh, and the cent of the SU^t i on -cupped haddie looks qfOO-J . 7t ma^es the 
grade with A icore ct seven, 

frhanVs to S.J, rfiilcar fur rfrfklnt? this article possible. J 
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written By Zen Faulkes ! 

rri "Tim Nedtf lets'" i4 f Michael Kopcrof t pseaentefl the Level viri 
problem poised by Doctor Who: The Role Playing tfar&tr u it stands now, 
there are no rules for the creation or judging ui levels higher than vi n . 
Level vin may he the boundary for player characters, but why should that; 
be the limit tor all non-player characters? 

There are some c 1 rcumstanctj: which simply can't be pudgod proporly 
using level VI r as a limit. Fqy eysfftple, the Yet 1 have £TR and END scores 
of 4G and ^2 J respect 1 ve 1 y l Ths alien creature generation table can also 
generate some very high physical attributes; scores of 50 P £0 and even 
higher ace not uncoiticnoh for big antrals, 

Hlchac 1 Kapcrof t presented one ablution to thie problem in his 
"Superbeings 11 art kele, and his M k it-bashed" method is inventive and, has a 
certain ease of use. But I don't think its the best answer t-ti the 
question. First, his idea is completely divorced from any existing DW: RPG 
rulca, and secondly. It involves quite a bit of guesswork - something the 
game has too much of already! 

So, hero's another answer to the prdblem. 

first of all, hlghez levels would obviously follow the pattern of 
scozes established by lower levels P An increasingly yieiitet number of 
points are needed to get to the next level. Thus: 



Score 

S5 

G6 



Level 
VTII 

IX 

X 

Ml 



Title 

Superhuman 

superhuman 

Superhuman 

Superhuman 



score Level 

79 XIi 

£1 Xlii 

105 xiv 

120 XV 



Title 

Super human 
Superhuman 
Superhuman 
Superhuman 



ENO, 



our rather stupia player Character (would yau hold 
rolled a 1 and got his shoulder dislocated for his 



As you can a Yeti has a Level VI 1 1 STR and a Level VI II 

which provides a much clearer picture of Its capabilities P 
The n-ext guestlon is: how te Judge these levels'? 

The solution is again * Hotter of extending a pattern. This time. Its 
the pattern Found in the Interaction Matrix. The Matrix is continued out, 
and extremes auch as Level K is A second Interaction Matrix. The new 
matrix is used the same as the original in all respects. 

Suppose ue had a player with a level VI STR arin-wrestl i with a Yeti. 
It now becromoc j simple matter of goirnj t& the Matrix dS USUAl P The 
Ability entry line is VI, the task Is VIII- A CKOSS reference gives a 
to-hit number ot 3, A player can, then, actually beat a To b 1 , with luck 
and a ^ooo roll. 

Un fort una t e 1 y , 
hands with a Yetl?) 
efforts . 

I'd also suggest that levels a hove VII b« reserved for physical 
attributes alone, le STr, end, and DEX r I can't s-ae any circumstances 
where you would want a character with a CHA, rfNT, or ITN higher than Vir 
(unless you're ml nd -bend iflg with the Black Guazdian! - Mike Davber J P 

I'd also like to surest that Level vir be kept as a limit for afcllls 
as well, but not as taska foe thoae skills, But I can see a Eev 
exceptions, far example, it makes sense to me that the Cyhozcont roller 
could have a Level VIII Cybernetics r But use this spaz Imjly. A Level VIII 
Skill should reflect perhaps one or two UfringfS in all of space and time who 
have some extrordlnary expertise in a chosen area. 

The other nice thing about the new matrix ts that it allows room for 
Lho^e extra modifiers . For example, With the Old Hdtr Ik, hov would you 
judge the results this cha=llange? A player with a Level VI r skill in same 
firearm: is? trying to hit a tiny (-7 task modLFier ) , evading [-3 task 
modifier) taxgefc which is 2/3 concealed (say, -5 task modifier), That's a 



TIME MEDDLERS ISSUE #7 - PAGE 12 



166 



jr of -15 to the task -entry line, which sto^s at -1^ on th* GELgin-1 
..rlx- What's the to-hlt nrnnicr? 

With the new Hatdx, you can do the usual cr oss-ro Ee r&nc in-g . At -IS 
(a Level VI 1 1 t^S* 3) ^ the to-hit numbci 5 r Tough, but d-e finitely not 
Lropos&lb] ft _ 

JVt last, With theae new levola you IlJiV* a neans of presenting some 
■greater challang^a to those cocky, over -confident; pU^ r3 who h3ve level 
VII attributes and akilln I 



EHTt^cTL'H mm ir 

lfiz\. ENTRf LIME 



i n '/in vu vi v 
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Written Fly Michael p.:iwb*r 

History jnd Origin: 

Almost nothing o£ the Kid-ton*' origin ia known. Their horn* plan-it is 
the eighth of eleven planets circling a hug* red giunL In thfl distant 
galftKy o£ HGC-23!?7 r They were first identified by the Time lords in lOS^e 
Pi7E dearth local), as they Invaded and exploited a nearby plan#t. Ovce 
^CflOG years the Krotuns spread out to h.av* colonic* in 51 different 
galaxies r Rovever r a small skirmish with a Mechanold vassal led to an 
all-out war that ended In defeat for the Krctons, At Gallifreyan Present 
Time ADel)^ the Krotons have bt*n relativly inactive Eo-r over 1900 

ycara. 

Ap ^ fedi r ^ n c c ; 

The batons are very tougly humanoU Jn shape, most being 2,2 netres 
in height, They have elongated hexagflr.tal bod I *s with a flat base, They 
have two arms ending - in heavy pincers, one serrated, the other flatr Their 
heads, are hescaqorival as well, having nn d1*ernable features and coding to 
a sharp point at th* top, They appear to te crystalline, with a pulpish 
Tialnt. 

Behavior a j ^. Chare-eristic; 

KrotOns are csmpnsed of Tellurium, which forms about ^2% of their body 
mats. When reeving, they glide along the ground by an inherent magnetic 
for^e; their jnaalniura spetd li no more than B :<m/hr_ They do not alter 
speed on Inclines but will always avoid romjh ground or rubble, 

Krotons are almost conpletly emotionless, never showing Any feeling. 
They do, however, have a great contamyt tor Organic life forms, which are 
usually refered to as "animals" or "wjiate matter". Usually, all organic 
life on a planet will be destroyed, unless prevented by a lacfc of power, or 
-he; life can somehow be of us* (ie; ft is of "value" ) . 

k K set on will attach a target it It Is dictated by procedure cr if Lt 
is dispersing organic life P A Krotcn will almost never be encountered 
outside a pynatrope, but If one it, it will immediately disperse any 
organic life of no value, 

Pdotona are Intelligent, but are nat creative- All they do is 
governed by procedures, a compilation of tens of thousands of altuatlo-nsi 
Regardless of what they ar* faced by, they will always follow procedure* 
For thia reason, Krot^ns dlsllkt sudden changea or problems, as they must 
all be checked and judged by procedure. 

Especially noteworthy to players, Krotons cannot be distracted oz 
l-slkfld out of doing something; Jf p;oc*dura has dictated it, the Kroton 
will do It, regardless, 

Bretons'" sensss are particular My poor r They have no sense of siftfill, 
touch Ot taste, ar.d have only r udimentacy Sight or hearing . Their eyes ace 
adapted to the very dLm aum Qt th*ir homeucrldj even on a cloudy day a 
Kroton Is almost blind <a good ce^aon why krotons dislike le.wlng their 
nynotropes ) - when travelling outside, they mus-t be guided from Inside a 
3hlp via polarised scanners. 

Krot^ns t£*4k ubI a special structure Lel their cheats; this creates 
a harsh, electronic bray and th* Very nasal accent they have- 

Th# most limiting factor on a Kroton's ]YiOV€ncnt it its need tc be 
attached a rebredthtr tank. The Krrton3 1 heart Is of very poor 
instruct 1 nn H and cannot function w^ll without aid, Thus, all Kror.onR are 
attdched by uitJilllcal cables to tanks, whtch circulate their 
Tell ur ium-based body fluids through an electrical field. Krotons do not 
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y 

need to breathe, but they do need the fluids to vove and speak. One great 
weakness of the tanka Is that they Have to be open, Co allow ions to 
escape; which allows contamination o£ the fluids very easily. 

tfhen travelling outside a Dynotrope, Krotons can use portable tanks 
that clly onto their cheats; these tanks have a maKifnuf* operational Uf* 
ipa n of thr*e hours. 

Satiety.:. 

Krotons have no culture. Their entire ealstance la geared to 
survival. Thtt* 1= no suth thing as a "civilian" Krotcn; all KtOtOns at* 
cither eenpl^ycd us wurlcera on their tene planet or are engaged In the 
tonqueat of other wotlds. There Is one class division, between First and 
Second Krotons. First Krotons are those c£ SOOQ years or older; they are 
cona^dersd to have airoassed sufficient knowledge to became a leader < The 
oldest living Kroton la the supreme military dictator P 

Terhno] ocry: 

The Krotcns have very advanced technology, but have not been able to 
Improve on it for Ilfteen thousand y^ars, All Krotons are <jrowti in huge 
birthing tanks, that la required is ft Tellurtum slu.rry P charged by a 

special generator, and Krotons can be virtually manufactured, Krotons 
cannot grow, their body ai£e r chains constant. Krotons do not have much 
learning capacity, the procedures have not altered since the Mechanoid war. 
All Krotons are subjected to a yeax of though transfer teaching, at which 
time they are assigned to home production oc Eleifc dutlss, -lap* riding *n 
whUrh utctoi: needa mora units _ 

Once activated, Krotons function indefinitely; they cannot -Soiw 
First Krotons are over fifteen thousand y*ara old. Krotons can, howtvar, 
be "ea^austed", If their bod it* rsclsvft mora energy dac:.age than Is 
required to maintain their body structure (about 55 points o£ ^notgc), they 
dlSAOlve. If a generator Is present, the slurry can be reanimated Into 
another Kroton being within foUE tfa-Y^ ■ 

The only thing limiting the Kroton poulatlon, aside from casualties, 
the Tillurlum reaoutc^. TtllurlUctl Is not a common element f and they 
lon-g a^O aifhauStad their bene planet's resources. As a result, the Kroton 
population never exceeded 100 million, even at colonial pe-ak . 

The standard weapon of the Kroton military la the dispersion unit, 
Plncer^mounted versions r^seiuble scuba tanlts, with a latge nozzle at one 
end and hollow In the Othftr. A Krotsn inserts one pincer into the hollow, 
and It clairips IfitO pl^cc TdLspcrsion units cannot be dropped In combat}. 
When fired, r-h^y product a straam of vhits gas, which reduce* tha target to 
<jrey ashes Ln about 3 seconds, The swill unit can -destroy an everage sized 
bungalow or about four hucrtans. This limits their ground combat pot*ntlal, 
as each unit takes about a 15 mlnutft refill. A hip -mounted weapon <ev*ry 
Dynatropa has 16 ^ can dl&integrate a cubic hectare In 20 seconds; this 
compensates for thait ungainly size and l^ck of mobility. 

The greatest achievement of the Krotons Is the Spatial Trana fe ranee 
Engine. By means cf this drive, a Dynatrope can transfer from one point: r.n 
anywhsr* within a maximum of 1*0 million ll^ht yaars. Th* engine absorbs 
oriental power, concerting It Into raw energy, The usual crew Eor a 
Dynatropa Is four, and four Krotuns can tr^nsEer a vessel 25 million Hgiht 
years in ten seconds. According to procedure, Krotons will drain mental 
power from any "high brains" on the planet, storing it lor future use. 

Thu tri^int has -nne drawback. In that It cannot -op^r^te close to any 
major eourcea of gravity, ar in any dense gas clouds; the gas particles 
would combine with the vessel as It itiater ial 1 led and gravity waves would 
distort its shap*. KretOh fleets are therefore vulnerable whtrt Eirst 
IrateEiulizLri^, as It takts s one t i rr.e to act ivate the ships' chencial 
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be idflntif Led and delt with. social 
If a t^natEope should UecOK* dama^d, IL can < 3 o i n sp*-iaj 
stability sycle- 7h* KrctortS can eeduce ChwafllVM to slurr y and the snip 
wm U inS "I infinite cycle that will ulntaiii It f^ thousand^ 
years, L f need bt, 

K.otons ha,* T.Q racial Mar. cr inhibit -^^^ J] !«* ? ? 

destroy ttstlfh 
gh^tiatics: 

protons raralv engage in hand- to-Hand co«*at, being tog clumsy for It. 
Pro3«tili teSSnfl will do cme pfllnt d.mn^ p.( shot ox volley, 
o£ eallb» ISergy weapon* do normal damage. H#at or e^loilor.5 of any 
-nrt will da L/-1 of normal d^r^ge . 

Ti^e thai the dlflptEtlon wilta 4c ncL afEecL, 7*11 ur i am . ) 

FIRST kuCTCN (Kroton commander): 

mi VI END: special DEX; IT CK*: I KNT : V ITU: II 

Combat^ ranged, dlsptttlon unit: VI 
Lead* cshs p : VI 

SocUl Sciences, Krotort history; VI 
Space g.cl*rtc*g, Astronautics: V 
Astro^at i-D-n : v 
Trvia, procedure l vir 

rientaL £onv*cs±*n unit maintenance op*ratLan: VI 
Direction point computer operation: VI 
Animation unit operation? VI 

CiCOMP KRQTGfl (Typical "Soldier- Unit); 

STE= VI END: special P*X: II MWT- III ITWi I 

5k ills ; 

combat, tanged, JLEpertion utllti VII 

vus&eL mounted dlspeiCLon unit, VI l 
Social 5cltnce3 P KlTOton history: III 
Sp*ce Sciences, r^tcOHfluticS : IV 
ftstrogation: IV 

Ttiva, Ptocedutfl- VI 

"Dyantrope taaintenance : Vt 
Rfitreathfti' tanXS ioa 1 n te n*nc e H . IV 
Dlre-Ctl&n point computer operations VI 
Hefttal conversion unit opsratloitr VI 



u 
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WEAPONS SLWLEMJi H X J 2 i TEJij WAFOH a OF DOTfe IA'5 SPIRAL 
CrMt*d By Mark McMillan and John Samuels 

The following weapons were recently discovered on various worlds In 
Eotria's Spleal, All CIA agents are tn be aware of them, 

Bol Las en Energy Storage r 2 5 charges Damage: ld& * 2 

Weight; Light " Size: Small 

Frequency: Comnncjn. Value: 50 credit* 

ThLs weapon is much Like a regular laser P except, Lhdt it possesses ^ 

"rapid £ire" option which allows it to shoot up to 5 blasts within i period 

of 4 seconds, 

Tomio E last ar: Energy Storage: ID charges Damage? Sp*clal 

Prequfljity : Vtry Rat* weight i Hedi™ 

□izet Large Valuer 300 credits 

ThLs weapon's charge causes the target to be engulfed for 30 seconds 
from the beam. In Chat time, the target's temperature drops, 70 degrees C 
In temperature, usually killing It. Each charge f i ted Into the cold bean 
freezes weights of up to 100 fcilos. 

For example: 1 target is hit with the beam. Seven cargec arc emptied 
into the beam, causing 700 kilos to drop 1 0 degrees In temperature. 

Dial Integral ion Grena-je ? Energy storage: 1 charge Damage] Special 

Frequency} Rar& to Common weight: Light 

Sise: Small Val.uft: 10 credits 

This grenade, upon Impact, disintegrates everything in a 3 me-tSTft 

ta'JLlUSr The person U&lng it has 30 seconds to throw it before it 

e^peloJes, 

he. id c-re nade : stats as pec Dlsinte grating Grenade 

T7S1S device sp]att.sirg everything within 3 metres with an acid which 
eats away 2dS * S d^nnay* . Throwing tiim Is 30 seconds. 

Madness Hav: Energy Storages 10 charges Damage?: Special 

Fr e^gu ftP-cy: Very Hare We i ght : Heavy 

S 12-e : Ke J im. Va lue : black mark e t 

Blo,^;k mdEket credits (or tills start at 10000 because this outlawed 
device causes the victim go insane withtn a period □£ two minutes, 
depending on its MNT score (Higher scores take 1 ^"h q ^ ir ^ _ 

CAME ATP Hid: HOVE AVER , B.ASTOH RQBGl' 3 

h very short ar^icl^ ahru^ a very serious s ubject 
Wr itten By Sen Faulkcs t 

Why, oh why f oh why? 

Will semeone P anyone, please tell me why a Martial o-tts kick dfl*S 3J£ 
damage, while a Brawling kick does a mere 2d& damage? A so-so STR of L+:viO. 
IV and a Level IV Hartlal Arts skill does out an average damage of 19 
points in a single hitt 

A>J that tate F forget Hboul Lh-c Raston WdirLotf Robot i IE you really 
want a perfect killing machine, pit ynur players againnfc a klCkbOKing 
champion ! better yet, cro*s nv^r liflto the Marvel Superheros game anii draw 
up Uatcoc the Leapcc ! 

The upshot of all thta: scale Haitial Arts kicks down to the same 
level as brawling kicks. That which we call a kick by an other name do 2d$ 
damage , 
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Eattfrpt from "Time idlers" valujRd one, dumber Two, whole number two, 

rVEl P LE *1: THE D&iuT^ GYFR 

Created By K^ik ttcttlllan 

The Destroyer Is got to be one of the most powerful r<ne«dee that the 
PCS art ever likely to encounter. 

This Time Lord was once * follower of ^he Cult of Horbius when Horfc-ius 
attacked Karri tu get the el lair oE life, It li rumoured that tforbiua held 
him in high regard bot this has yet to be Confirmed, During th* final 
battle g-n Ksrn against the Tims Lords and their allies, the ^^atroyer 11 {*s 
he was nick -named because o£ his shoot-f iirst-and-asfc-qussfcl-Dns-later 
attitude? was badly wounded by sta2*r fire- He managed to c^ake his way 
back ta the TAS^t ^ wher* he regenerated for the last time In his zero zoom. 

Mowftv^r the reycn«at Inn was d failure and it- would b*Corre 
Increasingly unstable until finally the Destroyer would die In about a yejr 
fa short time ta a Time Lord}. But it was unlike the Destroyer to glwe up 
quite SO easily. . . 

Befs-re the time Of his death Che Deafcroyer managed to build a very 
sophisticated life support system out of the multitude of resources 
available throughout the universe, Ffls suit waft a type of metallic Erotmc 
coverad in rubber this suit). For his outfit he choose a cocablnat t on o£ 
whlce/bli-ck with a grey cap*. On his chest is mounted a small control 
unit, his right arm is detachable (a hook) to reveal a very powerful 
blaster concealed beneath fit has its own control setting along the arm) - 
Inside his head -contains the only rcnaining living tissue: his br^ln- The 
mask protects his brain and would 1 ikely destroy him should It be removed 
or destroyed , 

we can bte-ithe in any environment via the respirators which adapt to 
any condition- His eyes are perfectly Attuned with infra-red if needed t 
He does not have the feelings of touch, and tase (but doon have sn*ell> T He 
has also no need to eat. 

Inside his tipper torso is a small re-chargeaM* power system this 
run* his entire system. QhCe charged up from the Destroyer's for an 

hour this system will tun him for a week, provided Tie doesn't usa his 
blaster wblth subtracts hour from each shot. 

The D*itroyer's TAR D IS Is a Type 40 nrttfc It, the same model a± the 
Wasters' and In perfect working order, 

The Destroyer hate* 411 Time Locda for dslng this Co him and he Is no 
lc-n^er a follower of the Cult of tforljlus. He has two motives: revenge 
□ gainst the Tine lords and cionqnesl:. 

The Pestroyer is very Mil-confident and boastful, he has a generally 
disagreeable disposition but can be pleasant If he so desires P He rarely 
makes alliances and kills people who are uf nc- interest to him. 

The " Destroyer is serviced by the mercinary Ogrons whom he promises 
wealth froca his plundered planets, of which he has been doing alat of 
lately. . . . 

T-jE UStfTHUES Character Da ta 5be*t 

STR: VII EtfO: VI DEX: V CHAilll HNT; VI r ITN- V 

Appearance: M/A aocm l,S00 No further regenerations pes 5 ible l 

Personal sty: Boastful, tempor^ental, snobbish, patient 

Skills: (Up t-o garaemasteE although r eiiwmb-E c what has been a*id abeve . Only 
two skills remain qonstftht ? 

Built in Slasterr vil* 

I.nlra-Red Gang*: 100 nitres 

*TLne blaster detract?- ar, hoar 'a worth of energy from the power packs causes 
3d 6 1 2 damage, It li oC the Destroyer's own design * 
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OVERVIEW OF TIME MEDDLERS ISSUE tt7 (VOLUME 2, NUMBER 2) - SPRING 1988 



• This sixth issue is labeled as "Vol. 2, No. 2", "Spring 1988", and "Issue Seven". 

• The cover features artwork of reptilian aliens called the Shistakek, which were 
created for Foe File #7 by Zen Faulkes and included in the issue. 

• Cost of the Issue #7 was $2.50 (Canadian) in Canada, $2.75 (Canadian) to USA, 
and $3.50 (Canadian) overseas. 

• Mark McMillan's editor column explains that Steven Dieter stepped down from 
being the distributor in October 1987 and that Zen Faulkes! (whose name some- 
times includes an exclamation mark at the end of it, and sometimes not) will take 
over those duties. McMillan also reports that he has a new Commodore 
"Pocketwriter 128" word processor that results in the look of the fanzine changing 
to a more modern word processed look in this and future issues. 

• Foe File #7 features the original reptilian race known as the Shistakek. A group of mercenary style reptiles, they 
have no spoken language but extraordinary head sensing abilities. To supplement this is "Weapons Supplement 
#1" on the weapon favored by the Shistakek known as "The Tingler" and is a cattle prod like-weapon. 

• Product reviews are done on Battlemats (a new product just introduced at this time), FASA's Cybermen supple- 
ment, and Fine Art Castings miniatures. A reprinted listing of all the Fine Art casting miniatures is included as well 
that reveals that the 25mm scale minis the company released included a Dalek, Sontaran, Mk 6 Cyberman, Tom 
Baker/Leela and Jon Pertwee minis at that scale. Other larger Fine Art Miniature figures are listed as well, but 
would be of little use to gamers. 

• "Mini-Supplement #4" expands on an article that was featured in issue #4 and looks at the additional of a Level 
VIII inclusion in the game. A new expanded interaction matrix is included in the article to help game masters fig- 
ure out what rolls would be needed if including this new level for game play. 

• "Mini-Supplement #5" presents us with a look at the Krotons. Written by Michael Dawber, the fanzine gives an 
overview of the monsters seen in the Doctor Who episode of the same name with a generous helping of original 
and non-canonical ideas. 

• "Weapons Supplement #2" is included presenting "The Weapons of Dotria's Spiral". Mark McMillan and John 
Samuels put forward a quick listing of 5 different new weapons that can be used in the game. 

• "Gameaid #10" has Zen Faulkes! Giving advice about scaling down the damage the martial arts kicks do in the 
game and how to level the playing field. 

• An except from Time Meddlers #2 is reprinted as the NPC of "The Destroyer" gets his stats and background re- 
printed, in an effort to round out the issue. 

SUMMARY: This issue is released after a bit of a break, and it is clear that working out the details of distribution 
became an issue for the fanzine with the loss of Steven Dieter. After a good deal of sorting, it is Zen Faulkes! Ef- 
forts that keep the fanzine alive and that helps Time Meddlers continue to thrive. Faulkes becomes not only the 
distributor, but he helps in providing a good deal of content from the Foe File feature, to the start of the new 
weapons supplement listing, to reviews, to mini-supplements and even the cover artwork. The issue also features 
the tie to the series with the Krotons supplement, but it is the treasure trove of original ideas in this issue that 
make this 6th offering really stand out. 
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ENSIDE: "A'f tffjl 1 I tv" jkIv«m1lif* by Oavld Conner* 
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TIHE MEDDLERS : THE DOCTOR WHO ROLE PLAYING GAME FAN MAGAZINE 
4*M-dM-:WK* l li : -|l,*M*itt4it4*itiA 

VOLUME THREE, NUHBHbt ONE ; NICOLE NUMBER EI OUT — SUMMER 13%% 
**** SECOND ANNIVERSARY ISSUE 



T ABLE OF CUHTKJTTB 

1, Editor^ Poles .......... . - . 03 

2 + Living Fonolls E .. (adventure] r . P ,-.,r fl^ 

(Z. Fduikes, Hk Dawber £ H, McMillan) 

■3 - tlevlewa , #. . , i . , . . . 06 

4 - tardis supplement , . P , 07 

(H. McMillan] 

5- Nightlife r . (adventure} 13 

(D + Connors) 

6- TrfimisnatOES bind tfuiiEka {supplement ) ........... 15 

£Z, F-iUlken] ( TK classic reprint } 



PRODUCT EQH CRKtllia. 

EDIT OK 1 Kaick McMillan FOLJNJ>FRS; 

DISTRIBUTOR: Zen FauLkssr M . McMillan / 3. Diotfli 

Fri/it*d uir -d Commodore I2fl ant? Panasonic Printer with Pocftet 
Writer 120 program. 

Ail material contained her in is copyright 3 9-G 3 by Mar k 
NcM i I Mm tfo part may be reproduced without trie expressed, 
wrttiteii consent r>f the editofr 

TJj-iS is a non-profit, amateur produce ion dedicated to the 
celebration and promotion of both Doctor Vfto and the Doctor Vh-o 
Hole Playing Game. ft in no way attempts to infrJfl<?tf Oil 
copyrights heJd by the USC, FASA f and others, 
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■ ■■JJ> tOii * HUiP.S 



Hcllu one and all and welcome to the seventh isauc 
of Timu Meddlers, This issue Ss jam-packed witfc 
articles, this filing the ftr^t time I have Hand double 
columns, allrti^ntj me 90* mote material ih an Issue . 
This trend will continue as l*n*j og thelc are enough 
^submissions to fill theia, 

speaklcag of next tisu*, it will fre the last ls*uo 
Ot Time HeddJers, at leant undue my ed i Corahiy . 
Submissions have dried up and n**£ year at achoo] T am 
moving on to edit another publication called "The Voice" 
which is t^fl my high school's literacy magazine (all 
poems, and pcose betntj by students and teachers), I 
consider this an honour to have been asked and foci 1 
Should devote as much time lu it as possible. For these 
and i^ther reasons, lnc : je number nine will be TtTri last. 

So, far thr>st of you wanting to submit articles, 
atLwork, etc. Please do 31? aa soon as possible. I'll 
print as many issues as tfceco are articles to fill it 
^nd then tts goodbye TM _ "More tietaj. Is ncKt, isaue, 
hope f u 1 1 y r 

1 Will say that editing thti fanzine has been one 
C-E the better experiences in my life, and 1 thank all 
the ceadera and writers for buying It. Stic yuu next 
Issue Winter 198* J - and final Issue. 
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VrLttin Iy lift fnlU%U ^chlpl Davltr, Ind Huh H( HI 3 1 II 

Thii 'A l\ Led cut as i poor idea 1or .an adyentuie ind 
EIPT^sd into A ig| w^npzEut pe pritp j: y^u Uz L L sde. Hp 
uiH not be hpLu" ri-sponbitl p far the c^-iai- which iir eiergp 
in jLjjLng IhjE, a-oypnture, 

"He- pJayers j E,?d , deat vLth a iad ec Leftist nsPEd Eatn 
Jdntp* ta^rberi and Lp3hs. 

Thg Arrival : 

Trip TAFD TS is tttPiinrj aPrf « the player* Ipd^EJ 

Lhr liuc> h& van ex. Sadden] y P the I ighU 4ii .■> j rt-rr a 
anient fci-py rtlum ts flfiij, reveling that a siall 
cyNndpr iit aaturiahbri an tip cwit^al rooi Uaar. 

The Tin Lord PC vi LI iiiPdLattLy rEtagnLce it as a 
Spatial OeLivfry Hap^uLr (SDL I. \ r , contains i K-asagp lor 
bC*eone ar.j will only np*n fur th l-di saMicuJar person. By 
checking hp «nt^al cottole ^hpjr c*i see that n#v 
L-j urdariittt have been Entered e, t -J t^d -hnv will be 
arriving t hrr-r very shor t Ly . 

(Ft ib «rth -suygebtrnd, to Me fLjjn that they EBB I 
to have gottei thii 5DC by acndp.it. F*k e*aitLt r the 
orLginaJ carrier In trowl*, ^i"jly shc-t it oil to the 
ntir-Ht thing Kp EouLd fe^i In \ht vortex, n dwi nut bee* 
1c it dehbent-E-Lj direct at the PCs in any ra^P.J 

TAtHilcutlulnyii 

Thr TAKU] 5 Euh an tnp glanet oT Esrungay 112 
AnptUr "'^urlh u]iipu. I'hp TLie CahiLitar read? K tt? 

ar,i the jiintphrri? icniur uys the aL r l E- breathat-L-p M^t 
m. Oh the srainpr,, fchay cai sep Lhae tfc^h have kid?d in 
the iliML*- aF a desprted, whit* <rn<cp E r.p strttt, nhuh stop* 
rieao it i r-Junctiot ^Jit ahead al" then- 

The ftriYpn t u_r;pj_ 

Ac t^y eierge fer*? wi]] roticp that Ihprtf i* h*f Uj V * 
■sound any^ipTti nq "tor ^hlcSts, ia wind, i-o b i rd^-, rw -:n 
! : iLvefs scaling ai ppniLi, nntilng. 1 hey S^Ln to 
tiplnpe ant -sJ tht playeri Mill ttpp in j piLr if P^esh 
^-drgppi*fl h ahwing fcfclt The Cily riS ripcrrttd only 
r Event ly. Littr 4d a uiLL af ipL^yLE4jal dev^ps- In j n"rby 
^Dfi yi]] Hiht up. ThEf dL shN a picture d1 the sare 

AM. 

"Are u? «i the air ^ Oh' II™ hi' En tabe 

^fj'vn bcpn Ll"L^ under i rack lar the 1pv haur^, 1 
tiE- iiage r r 5 : 1 1 ti. , Ti ^tn Jiinep faurben, Eita af 
& L ■ I a q j- . " !5H=- *i- yi^h t? add 4 *hi« Nnl^h i-;-;^nL Tap 
fjrthPP pTIkLJ 



'['■ id her rjtE.apDir.ted in >au aLI — puticuLirLy the ciiy 
le^4cr-s, Uif- <s1d rnggiEi Mat ^.tn a? e! - he st^t:^. 'Hd enp 'na-: 
cjKc^ ['■ iLLI] ]n the p^hie boot ynu Iniw^iP 1 

"At Any t j tc 1 I '■ JUEit qain§ to ]E^ve a rrCMdly rrnndpr, b 
Ed«brpft tens j Mips, t*? ^ajll szing rtpljcrd by j l-.ot af quiet 
Jc-tenirijtian. "Lbi fc l L i ypjttM notice o1 a^alutp sj:?piiCp: , 
tipnpri fas- the er.Ur* c-Dun^ LI d1 Leaveit, giving ie ^s^-Luie ]cyer 
cii-tr th j t> city 1 il deLLfpred te ie, I i I ~; c^tinup Id unlEj^ 
iDr* *f ly Lit1]p pr chd ^.t nr Lr_ pets an t^e city. 1 

JL{ ]| ta eiph^i^p t>.P pant, d btJdefi rotr Fipi dnvi ih^ 
ilrpfit the piayers arE an, They turn, *id bee 1 huge and very 
hungry- 1 anlitq bla^h-hke Kti^^er ta^inf a rp^p in thE iL^dle si 
the intrrft- -L then starts ta cdip tynr' thEi... 

H* pJ-dVEr-s lan-age ta rdch 1 1 r mid -jf the tpLe^a^U 'You 
tntjy i J't a *f wrd; aJt?r jtL, I p.fc*Lsed ? c-i C'd hm iy 
revengp, and J 1 "(e^t that j^anise: lurrmdpjp to and 1 vi ] 1 

■ il] j]] ay iDriE-tcr^r Otheryis?, iy ^TPatw« ui]c Lort Lnue their 
rjip^gp « lane y-Di CGfitar** re^ibtancPr nut 1 ^ *LL Tar lev 
fslif-5, 5ta^ tunrd!" 

ThE «n?tpr it grttLrtg rJitte' L] PE! 15 tXP PCs 5D the? *: ]nL 
lot yan^ to- catth tlip qrriit^. 

Ihe least is uut at lit iittUi^^i & r Wtt ^Ery Tast, 
Up FCb uiLl he able to p^ape toti Up -51 r opt jnd uruund the 
CDn-?r hefcrt it can cjich then. 

th$y do bO P they ^ill biiit infc^- Ihe rsr-E-t pernor they 
havp E«n ypt: Andrea Snipr. 

(oidrej: li quire ugly iid a PC vith 1 Joy HHT aLght intake 
hrr I dt diiuLlir lonster but she is -snly i TnPiPr bLundent D J 
Cdurtp-i. Skp't headLng Iw^rJ^ has «t*tt ta convince hi ■ t ji h givp 
up ;hj& iJrirp^ jnd Lu-n hllHlf in, 1 . Andrea CffP ttl I the 
pJiyprs- virtully anything ticy u<iL to tnay about hit. rhftvpr, 
they^d ie advLEed to da it s&ueyherp tl^p j ntWr Idrge sLaih 
tppa^Bn hi'* ju-s L tuM around the ^ner. 

The cily i a t^tillj barrm, m-pjieryftie having Lwted 
theispLia^ iiriLy away in thtk n+tt, IfPt* !□ t>* city m c-f 
Ldd^e:tp Andrpa can Leid the out of t« city, Js* the rLidai 
entDurti- ^a:L= ta th^m in a. feu pHtjcLtj. 

UhLLe on t^*iT bja| to- Cavrben's Esiat*, thry -see 1 lead 
crerurp just ajt^Ld5 a denuL clin;c Tonp j^idEntLy ^enerJ 1 can 
af n 1 h r hj-e Qute r tiLii^g it i^tjntL^. 

rhpibiiJitP Lb lo=ir (iloiPtre^ TrGi ts#city, in igarupriiting 
i -ehic;p light »t bp 1 :iad Lie a. M thEf cn't TLnd en*, "h^ 

■ ill havp to wih. 

rjar«nqavs 

The ]Lanet iSPjT is rither ^Tpnt r bdmg jrlddri]y d«ert; 
■ubt of trt- LakES arE in t^ie southern ^■i^phprt. The td*Ji 
l-j L-b i dt tii? city irE kittle iorp thap Jirt Mil tftalfcn 

b!. aver by bdiidbTOr IS. 

r he i»>tatei 

[a"-pbp- p i Eutdtc Ls a [ygE^ fwr-story ians:^n ^hith titf r/n 
top a ][>v ie^a. P^^i U* past aG-i i iell gmud cancrpte 
drive Ltdds ta the front pn trance. 

Aa they dpproach, a hu]|= sparro^-]Lfce flanstpr vill FlatL#i 
froi tif hark af the iansjo:. r and 1Ly oTi tyards t^i* city 
fprp^Hb]y to find a nice UflGE statue]. 
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The 1i*1t deer-, jrF llde af UD3d, uh][h Ls EKCnrfinn,^ 

exppriLLv* en Cjr«ngiy, lAe^ hj ] L Lm yrpptid by Wtte„ 
Cayrbt.i- r ^ hu1]pr/bndyjtirdyiuvK robot, 5hpyi]2 ait if thpy 
*rp to de I i wer the ipitige froi the council, Tn* p]jjrri 
hire the uptLHi to bluff her p inotk brr up, or vhdlEVPr - 
1 1 3 ! h l 1 i r r-pt i >i . 

Cjurtcn, dressed in j dijtp. ]=.! cud'., lhLI grppt thei 
in hiii sUif. At thh po^t the EE ui]] rfnaterLiLLie-, v.i 
dppptr :W E t lu hi Ij Trp ;y lander spent, i^i ^ |pt5dgu 
PI£Ht?l fp-Ji it. 

"cjr P^t, Ciyrbai: 

Np a T * ]y-]rc nf ynur abhorrent vilr and terri.hJy 

HHUghTJT E>p-ETL«ilL3-. They [hltxavei* cvory istjI a-f 
□EM 5 f't U f(. CedSe thro -a? ^ngr as you Ctn plPdE-E'i Ihf 

CIA tpii vhich hds dt3ihprri this lessor vL|| hav* jau 

^uDcteu abftUt itd rDJ-.WiJ Up. 

huif i nki day. 

SinrprpEp", the CeJe=.( = i2 ]nter VPfitiCfi Hgncy. 1 
Unai^ &y this, CawMH tiri^s ihe cyLander f-rgt the 

table Jiid arb^CES Dn t-t? pldycrc-,,, 

fr« hare on an, tt* up To tte PCS urf GH U deter ha* 
ui?t happens. 

Cj^t, o F Charittwa-L- 

fidtu /insn Caurben - 



Race I Huian Pro-fessttri: HjiJ SdstltJSl 

DEI v hh^ :j rM vr ]^ 



Stj: UiL* 

class. W 

[[ 

Skit3i: 

ni-w^Cotha^ pijogerJ pL^Lnk T|] 
*J*inistratjon *l] 

it: 

farth 5Lin:^, Geclagy U 

Chei:itry [V 

CheictiL enqinpering ]J 

LrjiJirship [[ 
■iraangay V 
^Lre Science |IL V[[ 
Unlp^hing VI 3 

■JpppiL ] faction, Gloittng VI 



flciiica; FcLenceb., jII 

Physical 5cipn[p&, 

Pflhtmj] Srience IV 
HI aLory, Pr*hjs*arLL 

Tr ivdn 4ins1er 



Apf-Fir ansi: 

Height: Td]] I: _: L L d : Averse* Lxifcs: dYcr: 
%arent Age: Jfetofe Adu.lt Actual Afjn 3B 
Recognitor, Handle; Shark ui LLgh( sknrip hdir? jJk of 
idnidCd] p>J hiiiour. 

SpkljlL *hiliUp&: VLrtiidl per ration m iLiu=.t m p thing 
LL H ? sciences or L-Dftt ^ F fiai organic c^sitry t* pi duct uf 
K5letjy (□ Edisu^l jositionb. This 35- not just l pnrson ULth 

4 lot nT hink-S-tiLL L*nr 1 -p gr LncrpfL^le bPT-id stdliAip 
this tin ls a fienzUb, 

SLiLLa/Lljf, Ciurben t& an hor-rtl. q r Lal i-i I . He La 



ibroLulelj 1ruc to ^iis uorJ and i-wps hit prausei- [j^ben's 
wergy siei-. AoundlRss; is ijry and ^iry ind 
constar-tly 01 I he ijn, 

Ln1]y r Cdurben ta.t dh ^ -or ^uen tsn* Tuiours spL-u.Ljte 
aibEr Ljrt fans -is »LIL Bt mi]: jace i at dny Umlw 
pLajef cikfjctpr ^ith Gaud Lcukinf or bEttn lankE. 

Y^itP - 



Sps: /"#idle Rax - *: Huidn Prn1«sioi: 
Vj I e t/Bodyguj:r i /arast 1 1 uL r 

srcvi lwu t£i cy mm hht im 
J1P : a 

Jppparancn 

Nriqht: r^erjp* ffuj]rj : A-HirauE Luuk- Attract lvp 
1+3 p J r c n t Age? Mure nduiit fiitujl App; 3"? 

*^IEd tMUft, rrjn7ar( P ILub V 

r Fo-iJ U 

r Pxi l Efltof T 

Arti Coujt, rw^eol, FJHaJ V 
h H-j F3 p V 
UE-jrjed -raibitf hauling V 
5 T appJing 

SILlIt! 

T#t:hnD]c^y, [«iunirdtiME. sy=.(rj^ 

P Ellclroiics II 1 
Triva P ??nf«sian W 



iru v 



»dCP/: Huia-- Prnlfssionf loriEr S5UC"p.:-t if Rdlu 
DFI j'-' >A V RUT V 1TN EU 



Andrpa Sdvr 

^p?: TeiiLe 
ti^rben 

aft [" E^D [u 
^P: 7 

^pearuirp: 

:TEJf>.ti Till BuL-!'; Jvcr^p LDDtS; G1rik:i^ 
AppJirrnL Younf Alu.lt fctual ng«: 33 

Ski I Li j 

Hudicjl 5ciEncpL h Cjiwhnn's ps-fchaloci^ :v 
Swial Eciencps-, Cjurben's iistary u 3 
VprUdJ ULcr jrtLwi, ^"ego( j it LCiiVDi p] M acy Jv 



Caurbw's FL->b i 

Cdur t-rq has rpunluKd crpa:tuTP.5 fr« Cdridnga:^ 1 f ancient 
piit by r re fuL ganeLk rn(fl.- & t'uctiop rVai rn^ULs^ reiaiiL. 



iu ]fqu r»pu r Lining, ilvJ and 



Uith the -^enetzc cede-, hp Mas 3b I e 
Uaad r/rahjit^ric aniia^s, 

C^yrben jrw his iunitprE, then releatKl tn» into t^p ^ity. 
If t hp canlics-kn jnd iprror create^ hu hogp.!. to farce Ite Cuunr il 
5f Lpi^ei: to lurrpnrfpr and hand uk^ j-] pnwr in t he- -=1 In 
hi i. 
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ThE 1i ifU dccrs Jrp ml* af UD£d, uhich Ls BKCp^finqly 
esppntu-p on Cjr«ngiy, 1.^ yj]L bn yrpptid by YPittej 
Cawrbp.*k bu1 ] pr/bndyjtirdV I uvk rcant, 5hp yi]E ait if they 
*rp to deliver the ip^uge froi the cnuncil, Tfl£ p]jyL-rs. 
hire the uptLHi to b luff her p bnatk bw up, or *nd<rvFr - 
Lti 1 he J r nptj.-Hi. 

Cjurtim, dressed in i «hjt Q coat, uUl grppt thei 
in ha "5 stsdf . At thk pg^t the EE ui]] plater LiL Lie, v.i 
appptr :i€-Et to hii, Th p ;ylandEr spent, i^i a iptSdqu 
Plilatti f?ui it . 

"2tjp fiutk CaeTben: 

Hp a T * ayarc nf yn^r -abhor ren L , jnd terrLhJy 
naughty E>p*rL#*ifc*. rhEy cwitjaYei* cvury isf j| t«> *t 
SEn1 5 d-Tit U f(. CfldSfi then « *gnn 35 you c j_i pln^F, 07 Tup 

ciMeii vfikh has de3:\pr*d this icssijp vL|| hav* jau 
fcnDct-E-i] about itd rQj^fd up. 
hiit 4 nkr day. 

SinrprpLp", th* CeJdbtziZ ]ntEr YPfiticn Agricy. " 

UnautH by this, CdYMH Hip*; ihE tyLandEr lr*i the 
tab] if ud jri-^nrEE on fctp pldycrc_ ri , 

Frg* hare on ]n, tti up Jo PCS GH U dateriM* 
uiat happens. 

C^t.o F Cham twit 

riarU Jins-e* Caurben - 

Sn: HjL* tiacei Ikn.i Pr&fesstt™ ITad &d*titjs1 
diss Lv 

£Y E-.MD ;t: OEX V HH4 ]V vr r* 

[[ 

Skiths 

Anptf C«ha^ ra^gEd pL*Lnk T|] 

*l*inktratjon HI ^Hicaj fclente^ ill 

HI 

Earth 5l i nn-q , Gedagy Y] 
Chei^try [V 

Cheic-iiL engineering U PaJUmj] kimce IV 

L«J"ship [[ iLitw Ja PrchirtuLL 

rarwngay V 

Lib Sc]Entr^ r alL m Triva, ftnsler 

LnlP^hing VI 3 

u «rbih ]*te*actjOii, C]nitinq "J | 

Hf Light : Taj] HjlL.J: Averapp |_K"tS! htrriqt 

Apparent Age: rlttu-t Adu.lt Actual A401 ng 
Recognition Hjndlp; Shark d1 LLgh( iknrip hair; air nl 
idnidLd] hmwjr. 

SpkljlL Jhili^jps: VLrtiidl pcrr^tiDn m iLiubt inching 
LL 4 ? sciences urlflht^ F fiai organic e^^itry t* planet iri 
K5lcgy In iKitionb. This nat just l pprson vLth 

4 lat nT hip^itiLL L*ii] T gr LncrefLSIe spii*| slaiiAa p 
this ian l-5 a fien-us, 

ELiLLmly, Cjgrben le- an hor«L mmial. He La 



PhysitiL 5cip-rft, 



it-EoLuleL/ 1rur tfl .lin uord and i-wp? hit praiiseii- [jyrben'5 
M«rgy siei^ a«jndl rss; ^ is ijr| ^nd ^iry and 
[□nqiar-tly 01 Lhj gg n 

Lnl]y r Caurben tit dii r^t ^uen (sdv Tuiours spL-uLjtfl 
aibEr I i Tp fons at iwLI ! . ^ yi]2 ja^E i at any 1*idf 
Plajef Mir jctpr ^ith GnnrJ Leaking ar bEttrr Innks. 

Y^itp - 

Sps: ^-#^Le Rift; Huian Prn1«sioi: 

I p. t/Bodjguj:r i ^grasti t uL p 
SrRVl EffiU HIE" CUM]] HUT ][] ITH L 1 
AP: B 

Apptarancn 

Hpiqht: p^eupt Build: Avfrjgp Luuir: AttractLvp 
Ajja.-ent Age; Mature nduit hcbujl A E?: J? 

^'lEd tMUft, rgn7ar( P Uub V 
r F*iJ U 
r falEflit f 
Arti Co«dt, rw^ed, ?J*taL V 
, BiF]p V 
Utjr-jed Cjibit h frjMling V 
^appJing ^ 

Sulk: 

T#rhnD][^y^ [™uniratiME. sy^rat :Y 

P fliclr-Mi<i It 
Triva P Frisian 11! 
, Spj-jal VJ 



Andr?a S^mp - 

Spj: fEllLe P?jce: Huia-. Prnl^^ior^ iiriEr s?uc"p.ot *r Rdlu 
twrben 

an- [v m iv oei iv cha v m v ]tw eu 

^pEarcup: 

TEJf^iti TzL| BiLl;; IvcrjjP LDDtfl; Glrqkii^ 
^ppirrnL tjt: Vounf Amlt fctual n|*: 23 

Skills 

l.? h- Scipiciij HE T 

Hudicjl SciEntP£ r Cjwhnn's p>^ha]n^ I 1 } 
Bwial fciencpb-, Cjurbp.n-s ustory VI 
VprbaJ hLcpjrtLffl, pEgoBjitLcnj'DipjMacy 



Cavrbwk PL>h 

Cdur t-rq has rpajnL*jL<d crp^tmes fra Canaiigi^'s anciEnt 
pait by r re fuL jflieHiL^ ric^st'uctiop ^« rn^ULisd rEiaiiL. 
U-th thE genet zc code-, hp Mas 3b I e 1u wv r Lining, f!e^ i.nd 
U.].]d rrah-it^rit aniia]s, 

Cjyrben jrw his iun^tpr?, the^ releatsd tn» infg t^p :ity. 
ft t he canks-kn jnd iprrgr creatEl r hu hc^^i to farce tJii Council 
Sf Lpi-fli; to lurrpnrfpr and hand uk^ j]] pnwr in tht city In 
hit. 
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'flmisamtiMir 

* Pact or Uha tott F]jyjif Gdip SoLeiEnI 



h:f uf a: fci.cn ; 

tekwu to thr nr.rto- Hha foil VUfin^ G*i E SupplPBMl 
fP*.L«weLy I or TAHfllS iwi ruiKh 4rp -iLL af yau). 
"iLLhuuyh I toiqpp:' this dL 1 Supplrif.it -cr :hE LWG, 
"Er- r lhing r« wll iLnd tottitntq 1 hpun Is retail and 
liffpd fna *f J jadL : nc :nr Jir fa]t:Loc»-e CnuiLOy televisEd 
si or i EE r rciek d*J nnn-r^ticn booh on DU Ust-j'/l. As a 

ru'.nH trls Cdn be USEd it Juii Ihr dg^t COI^!TI*mj vc 
inrgriltiCfl an MEPI!] t.nr, jt| cdn 3E ri*d jny ft 
ten 10T T e5EdfLh purpura, 

AT L«r lontb? of pwlnq ovEr ljntii«» r rg-ydtfhtfti fll 
ttj'L«, jnd rwdinp L _ 3 uiimi :'*c lina-LLv put Ihit tAiuy 
tcqethnr, jnd ] flOpP you dJ] enjoy M. Full credit i'£ 
qi^n to ly win h*tcm haf-ort E □?( Into thE bulk <d th« 
^upplpqpnt- A 1pE»:UL think jii-J ta Dp-aq Sheyriflg 1« 
prnor-rp^:Lng thE- Just drill Jnd pgEnting out son? t-r ihu 
igre qlirldg efrur-i. 



q^hur Epf r E2icfl_3ftrceu_ 

ODttDiT tfia: A CtlEhpjt:^ rjj- Pete/ ^j'pj'cjf Wipe- 

CiUfhtin^inC CPocf^r JMc jo/truc -at YptnGfry 
j**ffe(Eer> 

hctar Hh li HwthLy iJ^NcJt fiJJtf 'itfltt frjunffj 

dDfJ hiff (A* jjjiup'E; w COtri-'d JifLj'uE. fAj.it j t? 

Ij'flifrJ Antar far fatdrto it far 



Jfijff jftide j j H/fr/fbi J?H pi- Ad^t AfHj'JJil JJJ ng 

TfrjF ?j 4 mp-jtd/j*, duE+ur >/g^p(jgi jad" Jodi tot 
(a tt/n"if« at ttjjrrjn^ Md by ttt JHj r"fl?J r or 

J^Ar'J r 



. . . . ■ 

TAED^ ■ T:id <.->i HslitL^a Duen^iin^ [n Ssjch, t.u h.^p h^E- 
twcm d trddEHdrk fw Lh* Tin Lord rra, cduiif feir in 1041 

"AHDJ^^ yuru dr«lappd ^ ppHdrch dnd S^Ul- Idbont-iriEd 
1or Lhr :iiP I.Dris ^ J HdL 1 L HT ey Md it ShOrf^ li Lhuzr q-?np.r^2 
M^-up and orjMLiitian, tJi*y urrp n? h -ir intndEd for gdJivAith&| 

arannd thE UUV:=r-5E dS 1 1i au L ttf (JOTl 1 

T^DIBst 3fE iiar >|t ii^lnips, in J atc-r tadpls, i!5lArEi*§ 
«]tb "jpt 10s?, IhL-y d ttiikinf entity jEn^LLj . i bh 

thEir cyneis. Tu lmip zj^eb tie b^dvio.r tt Ihe "ARDIH ruFsblEH 



Tf : [f:'i Fatp p j .o r &£_ 

TkpLr prhfLul dppfiir|ncT d vithoit thE cKucJedia tLieujl 
engdPEf, is tbt ol * Iv^t ^nr« etdl c^btj^t utl ^ t]jdLj>f 
doar o.i a he 1d£t. TmEDJ^^ rip ldvs Pfle T gp"iy ejfifc tons uhicL 
EK't tAruL^ j hidC'pr^ ^-]c^ or the 0=00*5 *f ^u.-fjrp at "hpir ItKdl 
enlriffi tfwrii Th t^e laclor^ tiu, ihr tfw EPiti fhrou- ths 
bKi 4F Ekt pglHP b-Kr 

Thp rp^^on tr-t mtErior Upsc TA?E'[5e^ ar? bigfEr thdn Lhd 
ut^idE Li httnu th« iit^iar of e^eh fARDCS u ^IuiLLt lacdtEd 
imJdt wc'Mt li-HniJan oJ ^fldCE, dnd 4 itippen^ thrnph thE 
duur j 1 Lhp T^;[5, you are dct±jlly strpplip h ^sr £ iinensiordi. 
'bridpp 1 dnd vHJf dciudl fElfl|(nc| U wtsidE o 4 111*. 

ALr ii£Ld; Ihr T^IE? ii iLLtEred dnd (ir*ci^ri rial PttsL:z 
^hEr- thi T«H; iitCTldJi5El tfiiMtt fl/ tftt Igki-f, Mi 
U 11 patUbtt Tar tUs ^uppL-r to bt hJ^citi for that 

purpo^P ^ree- r B5Pr V? i<ygi;n Ljnk-, |ri> qp«tid in akOYES ifi thfr 
(Wall r«#| but Lt if Up tc- Ihr ^npr t-^ keep t-ie pre^.f* up 
mi ceEp thbi Ti'SLed. 



:AEDI5 I^ Jpr ^ Sy^ei5= 

fjch TjWTIS is rc-wrsd by * Egr E f HeU J .«tudEI/ II i-: i 
^Eri« ol ttierj] i*r<* Mg^t cavprlng dH d M«fi1 trfii oT tJ4 
TAUIS [m# en th* aw, eEtJ ^rhich cdn liu 4ttht vhqn (hp 

iJFihinc li hping ittdckedp Ld yhHl cd-.r thp TARPI? yi]] 
d«atpriiLLse CHADS - fflulilt JlClw DiifEdcefEnt S*rvJ(E] Mfj 
tflen rpiateridhw yhin IM d.m-pr hds td^ed. lAMrSt* ut 
indisfrKtjblf, As ye]], the TARN'S b sfiecidl ur-:uil 

thdt ;rahib:tt wdpont lc h *i YioEtnce a>eu^ cdiicttH in^Ldf 
the TAIL'S - In e-ITHt thli rrp*tK a stdtE of tEir^nL 
trw^Lhty. fh*rr 3h» been tiaubJE with thu tyttn ledd:np t,> 
lil iuiictigi-i in dt^ udels wf to Ty^t 

ShnLd jnyo*? be msri-if thr TUtt1[5 t*ere is ± -ayllfh thg 
™^a]E i^ich d!t«rs j]] t^tiii tt dppp=r ta be ihul Jgu« p mly 
ta he rfjciivuc -hpn vo? svLLch l= l-ur r-e-J bj^. rhrou^r thi-5 no 
jersor. IduL vi th controh on thd lo-kIl-_ 



Th? TASUI5 Irxm 

Thp ]«i aF tn-w TAEDJS jrc jot* sPpiL^tLcdtEtf Vd Lh 3#tfr 
KrJel? :dt in ^hp cdie or tl+ Typi 4* fvbicA u ax ^Jar/t r,^P 
M-.ierf &f r!Ae L ^Di-S.w> ihn nr^ind] L:cj(5 £rs bditl «fi 1 21 tufa]Er 
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ip-jtei run j r.*j. [n the Daft Dr 1 ^ CiiP ^oupvpr Hp p =s- 
■•-.Hi Hinri t^U I sib s-r^ra] t L«€^ , Irei fcflls tuibUpr sy&tei 
to J ppp^oriLI| foi*d ^tn un:j] Je arrLwd at t ■=•= 
jerscnaJ Lf ^ E-fStPI iif USEi pTfl^prtlf. "fc L a fcuy aLIdui the 
TA51L5 1d t-r open*! only bjf the Ddc tcT hLmLf, anjHfie fIse 
V r .o 4 i -ihp^ la -]*t L^iLdf ihr ~^RD I B *js": hue :he Izy 
le-itjlly rnEfid to ilLcv thri culr y r vhi l h Me UuCt^f dues dEs 
550(1 JS he gpts 1 npy -."ipa r i o.i nhdiLd ^ hey need to qu\ Ln 
tht I^ND Lb ir- in Eipr^sncy- 

Cider TnENi iocis- haYP thr jbLLLty io resist if iniji 
pii r b rd hrriiir.r i^en i k-e:t1 obJELt LS pu^ LrtSidE thE J&:< 
1 1 Dr-^Lgn being SOIPth^ni o^hpr thjn proper tc^l a nidi 
E]KtfLCdJ thir« i& condurt into t c e perssi attpijting to 
pjifc the lock uh-.rh [juie^ the a^bur'a Nib L-i becuu nelfa 
and noi-func p .iD p :ij Tor ^6 + I p .tnr<;_ The ni_D]n#<;s :jp. jiLso 
be buibLded by a silight tassigs^ of tie jfrpr.ted Km fbit 

ynu i-Jtt hit the right iUSL]Eb Lid SD lar i hi** dn]y 5EEE 
i hp D-KtoT use su<"h J ^ r L^l; in ?*¥ JjfadLvej i*h(j p> 

]n the HdrtnEJj/Trwqh^nn En thE L«i hati tuent* oiq 
pn^-Uvit and c-nu riyhl ThE <ey M the vrc^g puEL t i 

C.aU5EE. the lock to hrH- An urLL, iT Lie dunrb lit lurted 

open thE Loc<, vhlch is -Lrued to th^ DLorjuinn Oc-n-: r , 

til] CIVS* the Ti'iPCFR In result aLb "Correct" 5L3*. 



rh-- CunbnLc ScddS-: 

Eacn TjHES hj* tun ccnirn] r™, lit Nrbt tuntr^J 
r^i yhich LE- USSd it -a 1 1 tLfH, iPi 3 '.pcrjiriary ^aitruL 
roo* yhith L* used jfiLy in ffergencL-ES as :t does iot h=.ve 
ill thR Tp'turtL dI thf rjrit tonlroL ruci. 

Each [Dt«k ro:* h iLLurtindte: frni rflJt SEEM I L he 
■;o dcfjiuijvfi yst. !he MdELf »f thE Mr?t ;cnt p Oh T oo* ^rp 

V^Lte- t h :Llu*Lr:iL4M 'DurJrLS ^DUrtld in t r e MdJ-E- T r -S 
i"iL L E of rhe EEOndiry ^nn'ir^i- roai ire uaaf-pjne^L'd uit i 
r^LndeJs Caiw ^Dod-KnelR^ into thu uiLk. 

JILhaugh LE^erd4 r«jndp;t :jn h*i? th?;r M' _ p-- T «ofc»d 
in r j I sdip d1 the intricate circuits of the- TAEt'SS, 
thrrr Jre dJfiO LEVET d I iLcoves Ln th? 'idll? thp Ii r n1 
[□r.ii.lr ruui, iiEVEfiL things can bE stored in thESE akuves 
but s-tanddrd pquapliunt ^aiiSjiti ct bOtrt J Lbe Pd^t 
Indicator mha r h u:l] rc-ibLhi! puLitL^ns !" Lhe 1MUI5 
ir- HL>]hL dud &h AsUd) lap wh j l i givpi three Jiien^L^na; 
iiagpr. or any atur ^ybtefci 

Doiineting (hp^p rn^ it i iLc ihJed rufcxaL cuiolt 

iDCdtES- Ln thE liddlE o1 the rnnn and i Largr sojnnnr icrpn 
un thf lif -id 1 1 t^hich ^ r ?secv.>-: viU ^fiarj^t tn 

CjnlPfl^pfflianlflni 



JKH^tEadlLtitian [LrcnitSp the sftond ^vitr«K t«« drivp r ,r,lrB r , 
cf tr=> rARDlB, the third i^ the gLidjnce :cnt^oh H the Tuurt^ lb 
the m^Lqdta&uL TEfd-wt?, the TLfth iidp ii lintnd La ihe 
j-irh^i/'s (nn;uLerb vLi UiE IdEpithit I cLfCUlt Jnd a^r. 
[cntdL:= thE Kanin p g rr^dinf ^ijUjptBEnt rt-LL as p .hE 
HiiKrtLi 14 tit sci-r?r cn t p -E oppstite mj-LI p khp HnjiL 4idd 

suflrrviMb N .hE ^efflr.SE EfilElt and p'GtEtt:-^ cf tl-fr JJchiiiL-. 

T^r- Ljar rotur jEi U v lOr^t ^OI^LeJ^ ihn Lt lo^fr- [t TiraL 
jpni'.ir', Lo bE ,wt in ikLuumted c^Lunn in crr.ttr cf the 
r.en.?fl]p SjuI at Li lUCh i^e thlfl thit. LS H indLrituc gT k4i 
",1? Ship LS runriLnq, Uhn i; :i rJiLL] dFid TdLLmg t c E: the 

I^ULS in lotLffl, dnc" Likpuhl uhr- iL ib rrat that iflis 1 hp 
TftCLS a^ Iflt m IGtion. "Ithoiqh ?j*r TARDLSpb d-j nut thit, 
a zduin vh i ch :b SULveJlsn^ or MVi^J Ll d dirr^tinn attrr Lhdr. 
up and de-Pi pio^nr, Lh4 ihr "ARDJ S ls coLLec;ing j-atd Tro^ uit-^idr 
□rk-t It iitef idV.tcS- 

Ine u;lL cevfir til systpis o r - the r5"^ck stutinr] u: : h ^diieJ 
onE *hich Uw* ttr Ljrqu c^h]e c-iors ird wri ircund h .hP romnlr 
in -i *Lork#L5e dirr^ tiffin 

tntt da#: 

:. fli^JO Utj'h SEP p%"*l Tl^, rurniiLfi tvD. 

JrfjCjJOr [J|rttr: Tie ray ol three Li^ts ;n;i--jt- ihr 

li T ECUi)fl Of Ump] trDU|h Ilk fthE ffifErEnLE loint 1E-L.T] the 

: ]aim ^ dep*rtj T e ;nU th* vortciJ. the iLdaL^ h^t wis oiljr 
an tanjmctiop tLth thE St j^i ^ |uil<l r^^i 4&>. Tht tun Ii5%er 
Lndit*t::i oorfc Ln conviction Th tie Hjters^l iiAllon witch 

inuihrn ^17 rMpECli VpL^; . tolbEr " L"JP iPJnr, t - it Lhtf 

prn jprrL'M -aui ol Lhc TJi- VortP: at tllE desiTED point on p# pul 
into opEration nmhrr s-Li : l ghl sfArE thai- projEaisn h^9 
hen atDiglishec and thjt it L j I ibitLcn >.dii begin. 

n. Caarsr A^ce^Fi-i^E- Os;tt T|ie le J t hi-"J sectio 1 flF J -hi^ ur-Lt ib 
^^tLva^El then fcN Mcanry Irjiputrr ib frady Lu iJ^ep'p Ihe &l.li7y 
Iddtluii cede. It L EE- LipoE-E-LblF tc vet i cpurvv -rtthgut taa^tef 
dr^flt^ntt 'Jiiih :j Lndi^tri by tie njit h -3 1 f o^ the unit. 
I'Mfl^r tnvt} Jd Lt* taJt^r 10 tJIE- ^i-fjOFL-E/- 45 n.ir^ j-m 

erE- jjfiVe Uo^-l-rx ( Jj^ ji ue^ sdjjt :;jhs to E-.cis(, iiw?tfift 

Jul! £-3.1 rf-E.lie/ 0L P l" j If -it Jt j^j tin, TflMifvr.' t it 

co-;.n =jei#f «4 *i^pt -Ujf if 

i?jt*itapc?uf J 

4-i Sffft; Prr.rJacjnc fA-jicn: This Ls an Iftvpation r/l tht htl4^ r t 
and le. jcuvitsd & sooi tii fljjtta'iiJ^jLLM i-JLtcl Li ased, 
I: duL^Lb rfhEtSer nr not thE a^opn^c-i ljndLnf i% lie daub 
tg t^r iARD I □ (tg prevEuiu - ^ lat^rialisiig L4 j r^h «r cn tht 

EUrTflCF a Iluurvtr, tM IBC71 LilE dDES rot TCTiE. SET the 

safety 0 J The j^upnn^. Ln^idr r anJy the rftKDIS Usel ;p-~i jf ihn 
TAFDIS titRr iablL-^E? iii tht f]a|ht pE.ti of a spaieship nD CJurjP 
ieuld tp done t :■ the TAf: [■:■; j]ticuyh th-= occupiits muuIid s^jraly 
t jye beei injurp:-!'. 



TliP zcntrol ccn^n^P ii biccd yit^ j rj^Lny Hae 
rotnr m hf c«itrr. tt bSouLd bp <ie tEu n ioueYpr r that thp 
secondary contr aL Tc«'b LonsuJE le- siaLltr in dmetpr jnd 
it hjs no tLie 'ot-BHp 

Ldth s-lje ci the console pErfDrts a dr fErsr-t function, 
[n I he never ^SN£pe the 1 L r = t 5jcp cortroLs thE 



5, Jj(ppjjr;jjLisj Jrticfb: Thit a^itct Ls the prii.iry c unt r =>l of 
Landing procedurpr C4U5JS t^f di^^»injted »:LecuJes ol tie 
ship tn re Jbbuibl* Wtsid? thE TLne ^rte(. Shsuld the GPG rj^J 
tE activj-tflri it u:LL "i-ji! Jtij tH-E dc.r^=T has bE?n aver"pd. 
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rMHJf t-ujfuerf p--j; 

6, ^ liaii-s Skitefc This :.?ntro] n n^nLivu rnr hm 
UtM only. Qi<i tfr* r^EDIE ii in the tim streai Lt 

<: Ei-=-P> to EJClst lit.iere JL "j need to enTtr thp Ynr'FV", [n 
d JJitErie-11, tlLl lnLLch jHwi tg ftp tjlE slrpaj Wily 
M\t Mt to tfc* ipircVliiP NOTtPt, The ;surnEy is dLwst 
L^LdnLdniinLt is tj* jnurnpjr is Ustir thin light, 

7. frfenYi jjdtew 5m fic-t: fhis it the ^cndiry jnJ final 
Landing coiUqL. Once- alt si the itoib havg bppi JtliverEd 

to the db-i-Uiul jun puint ihur tfiP at«5 arP 

ft-jjllltftlfrj vilh thii f ml tch vhitfc als* cau&Es gyrjliftj 
5-ound yp.?n Landing. Thpr? ls dJ» i r.^L-dJjp Eiii-jizjpr 
tc ieep t Ki.ng-5 inside thp r=?LalLYa. 

3r AdfC-Loa j'cdJCdfcOr: ShflUS thiL I hp flight it n 
dUluidtiL f^f jjhi' iTiit.- ^ P 

rijviflu(2npjJ Cnptrp^: Thp^p tyittris, ai"5D EiLled Ji'firy 

WfrEgrr, are 4 group d1 six :vn *ay Eulchet tiuL dre ubr: 

in cdn^iztjcin M^th t r * co-ordinate pr-^r Jiipr i" r .' -] ;■ . Up 
pgfitbi is lero and :dwi is op.p digit. 

10. ^-u^dj'Djtt Prs^jUL^i Mi it 1 ti itrtfi 
*uat<l4i prdgrmpg i^h pro?ri* coirses itto- the Heiory 
Cpuj-atpr , lie knw|f digits fro* galactic 2«* ire 
rP5istt p Rd by Up HingationaL LnslrLiantb and 1 nnrul 
digital refer Pice the Tup W1e> Lb ga vm en ihic <;pt of 
5pm control e. 1km caibiwf Lya ul$ «f Pi gum *rp Viat 
thP Jfenury Lz-ry.au Llt blare:, j rp-:?ri;r*tf prcgrai : L r i oe 
rP^LLed SaifLjr by ipp lying a juirnpjf rp J er*nce nuibpr 
through Ehr AutoHgg rgntr-Pl-Ti 

Ptui r MOJ 

^Ld"ig .bp(; Spe jp-itl Mvp, .iui:ej tuo- 

2. TAe Pwf jfii^: rhi 4 <ontrn] fpdrjjtit thi ji|i|Lv4 

■rl tr JliC f 5lcfb| uh i l h Lin cnly bu :hlt rindpri by t^P u - 5e gf 
the cltctrrtk kRy in thf L«k. 

3. SfiME? l'h^l-H: h:tLkJtEd : ht idin hjiimlt, 

Ih 7r!-n'dh." Snilcb^ Tl«e Imd E^i^ciie^ send :ut -5oni ■: 
vihfdU^lS, ?hE MpDLLt* 4i MhdL they jp l- nutaLfr. Thn 
pfl<ticll upthOt flT tlU ihit thp k-l-ir ;h Cincsll out 

4hj*fi Litr k[iEL»i nrihqei^, Etc. 

5. Pus* Cgdj>«J: fluu cdur&e wih^i h|vt btn Cgipntpo 
IJHil l^iuh ^rp-fiilt thu TARD]5 rrni Jr i 1 1 S "-5 ba« jnlD CJu 
wtfi f Mhi c-h tt nriaLlY wo '-La da, nfiU tSLt control Ai h 
t r E- iV.3h j qdt L :l: 3 L C5J« IS d^tiidtititi-Y Lirrltd nut 
toiitdnl Iy. 

ir fleJu'c I'^v-: fa t-a." : This LnrtruiHiL evi ht coiplrpt t« 4 
itsering p!«L 4r i tar an t;uL it c^P It uipd to gipriLd? 
Lhe Hivijitianj] ccnr^P. :t bfl?:Ellly it«r^ ;h.E TAt!S 
Ihruugh tit '4r||^, 



T- DtjtC Cti_F*3Jitarj: lhp» LiMuJ'ii, :cnircJ iL. l ce I JuLtijLion-, 

t-i'-H dS Tl« Cddips nr randdi ijLetuLir di^turboicEs Mh^i COUjd 
■: =.L-i>p thE ssiip id 1adp LJiy jr dn.f1 coursb. 

j*tjj*r r&r«? 

J. \r\c*u*fir t\urapbitr\ Thi & Jnit 11 USEd Tnr ^npding l^HJqp'? 
i^rubL ntcr^tpLN? spj^P-^iP, It cjn Jlw jr^idE i tflepitiL: 
link bi-turcn 5uo :t ict* TARD]6fn ur-?.i r E quirPf P 

1. biuj'j-y U^ii: Gee- panel Ili#, n^uie? iuj. 

1. Ufliff ^DCfJ^ifl^! Thi 5 syttei iriLyseb Li u JjJn Jingaigc d1 a 
pldftp.t -ild tl* Hdiflf jH Cuiputpi^l a_id tV: pj-:-^-.^-- ■■ I tna 

S \- undprsLjnd it hy cnnipri: p ^ ii jr-tn thflir nit^i? 
hncjudfp. It varks ^ligh^y Ln co^junclii* vith ihe tpLe^iatkic 
systuib Ln d Ta^&lS. 

y-ffwr Sti+ifrtfr Crrcuj'ir: This ^ystpji co - tra-5 t^? jfOLnt of 
lis-t L-i 'hp ship, h dott so by jcvernL.ig tha dttivLtLes ol 
particL^ of Light iprotonLli thuL zfovidLrg th-> j et.e-l t ji 4 1 
brLjhtiiesb. 

5. ijf/flptrp Juz'irb: By filing this S^Lt^h i'aA i CD V5 f 
pfrjt-^cJitJ h Jlj:tjJJff #iT4>j "Jliprf ^&pPP - JSd 5 dj-m IfripjJ rl "PpjH 

l^i^irV tht Tiu UrJ can pull the TtfDLS C4jt d1 ruLity, a 
|-5>Lnt nT blfety p Md" t« TtLUfn tRo- d^jfJ/itl to rcrul tin 
HSIWJp y r^pdjrb jjid <4fi'tt cnrriffinnt arp» MOdP. 

t. Jj^d Trridf DijJjl Thi a i^eIpi ih P <; the T-«D3^ siibLp in 
I'LighL. !t furthPT Ln1or«tinn u» libit. 

J. £-"v 1 r-jjjdPL .f.i?dn.:-.r-! riin F like mt things, L3 suet eftible 
to naiuriL phEWHnon bUch db Lliu udJlfb, cLl. "Inn m i p-= nn j 
•CNion oc^ufdntp bhe-r* No blrKint crubb in* light sdd 
S&icthlng ILll i LtiL-pc5*|h cObim) up i tcdR^n higiya^ H?ny 
people llLI th?E-! LhLn^4 ghubts. ThLb ^on'.rdl prpvpnt-; thpbt 
things wHrh unkLd be djngeroub Ln ^ip trove], 

S. 1' i'cf ^ CgJojn'jilaf: Since jLghT trowels dt vei-Lcni frErjaHiciKb. 
tiie irD*s]]erb tight be blinSM jf tei it^uuni^ >i\\ a dLTlprcnt 
pldnet i-3a d^1 4 e?'en1 rroi thPtn. Ej- me aT th:v and hhp 
LeJEpdtK^ L2r:ui Li| L?dvu]]prc ran mp things ^n their pr D3ef 
ppr¥pp;tive, . fe l-io, ligh; cm trovpL at fatter =.]eeds dp-snding m 
hou streng tkt qpavity uf i pL jlk 11 Cfnr padipLf 4 blul* ^tle 
r up *ja Lhi^ thcary ij.jt bp jorth uhqCfl. Ihil aisg 

cdlf pntkLtb I ?! -.puudt 4$ u-rfL, 

fitel foof: 

L. ?*djjj#tbJc CirCD?ff= 5nt uset tF the ttlqathic circtLts hiv= 
aEr^aJf bep-i dentsofeed pr?tL>:us:y. eulU as t-^ "lid Lur; 
oiiuiLca^ j.ig to 6d-]] I'rEv. fhjb ^b B .ei dL« ItLpt pick 4 
OLE-tress bLjnals. 

2. flog'io L'.iji!: Bee P&oeL S r rEfprtticE 2. 

3. ■ l oae;- ^saor-Pf PjiJf: ThebE JLdlb irr iiiLLdr r u t-:bf en 
pwJ 3, uLy Jh tkLl -CJlt thi Itlt hind LnriLcjtP 1 ; t h f P CW,|P 
<oniuipH<n ind rtltnti <>t 1 ULp biia>f ta-actiri gn taw tonit«r 
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>r 3 rr Hi, Vr.v -iyht hjiid eliL empires stability r J pnver 

bptrfsti ihe ind th H r Hrr sh^_ A lie She 

r ojfiLibiliitjr L€ lE-Eessed- * TJFIH5 :an absorb sdh pnyBf 

□r t-jmfi-r -.nnr to JiiuLlicr i r L|3r 

4. ffrE Tr£c7jlf Jfaijin: 1 " : T h r t t j ,- [■ l r ■] ac?-\ I nr :r. a drv icr 
capitLf df detecting and 1 t". r.- .;nto snathe- spicp.'tiie 

■.■rurL trjjvtlHH fclfCUgh thp ^ftfljS, I'T 04 the 5dlP track 

as t hp ^fipr^, It <u ncpur^ the MlMfc oi the tiie curve 
■and d" n" tilE di r j frt-K* hp-Juprr the ofcttr uaihinu, 1h i s 
lean* trtt Doctor tan ic^u T aTely ttH uhpra? tin o thpr vessel 
vj II utt# i.iJi jp anr- m 1 -- long it riLl bp :n arriving itte: 
the TMMShH ludri- 

5, T hL- fc.itraJ Bsartfr These dre the c D r -t r dL ^ for oppntLng 
thq 1 r Jir h i >->g ioniter. H*re drd t« iet5 d OEp ML I Of 
Annual i'Q thE ntnpr Tor juLdijIi'cl LI ami out Lt k 

then dJL l.i Vidrion is IfJ tg thp S«ory Cop;utt T for 
iuLysj* it a Idler dak b. Et is dl» possible,, Li the pmr 
ratkr; jrr rL-jhL, the D-vt^r TO take COntr«t «f the 
Oth^' ^h;? J^ing thn mimi tMif-OH^ 

t, I fir Ft j son The Tl-ip iensor controls bate tlie 
setting oT t^E -ship , Thit Ls Lhe nint poin" in tlm Jhil 
E.fi:=- thd; the *<?LKuLes oT t^p ">!!QI£ sccupy- Thp JocTor 
unL r thitdtt: the lazier m- to =, " i eb la* bj adjusting his 

tLy thdt o1 Me Hdtt4t r E- s h : p . 
TESyLt should t-j-iF inn nb]i¥L5" but zns-L-Pid Lhuy lyuid 
thei^=Lues on t H P t^J.ldjry oT t" ijn;vtr<-p p . Chut N _t L ^ 
resisted flhlV ^linE* of Krmps), 

7h flrp^j Cwirtfj laHlunlrti w rtwA^Li for fliiure 
correct atiosphere : r the TARD I B P Lnclus-Lng timidity mj 
^■pcriluj-t, The uhoL? ^Tacess hL fuJ^ dutautic Dii 
^equim no jltftLaoi. Ehi Aitl m the panel L* j tomned 
b^roietpr and IhnnniDtDr jnd ^hniifcjJ Jnythanf ■]■_■ MrOr| h Lt 
vLJ] Bl.t a high piic^pJ Lntsriiltnt ujrning. lh|rr art 
ipjre ciustifs of oxy?Er, flentionpJ in '^Nif^f'j ^ir- 

3. The Djmjia? JcjJe f tfi-J d 3 z#r? TBis in^lrumt if ib 
Hto4ilJ< Th4r frequency CD#tr*L, Its- purpg^e it t4 present 
asp- HuciuitL-ifl in he it it-L L l t - of t-? filth Diiutiond] 
BiTrlar Cflntr^t t;a jW, 

2. T^e il u l 1 j l -1 !M it? ThErE ie- « o-F tt*st mitT Co ti\h gf 
tht tin pjneSf. Tk^r ^lve an MdLble TK^tion froi the 

■nit cilia oT thu ih:p diiy nurilL SpdCP iLILC UdVES incept 

are f^^dblE i-id ra.n hp ir-rd lor Lrd-Ld^ttnin, In tuiljr 

«nvir4i*tnt4, At so tltf are DinLtd to the nolce intqrjtor 
ijpp pftif JJ H 

3. ^^^jjii:dtiaD Jfa'ic^Fo:: ThLs \* i^rpLy j light -jiith 
ghu-^ L -■_ ■ *dd i nq I y hrijhte:, sixt% seconds l?^re itiuing 



ib Liuiftent, then 1 L b e- r e e- id u r l r ■] ■BCErifljL^Eini, IT -"1 th« 
pclp^ni Jjjiding l >■= t r e jre lot (dKallid op thfl ^hip iiti^ j. 
TiL&r slop' Ue on d idvlh^ vp^eli, then the JL^ht conts-vc^ to 
Ndd and mLLL jHo «iit i iyn^a-^i^ buiing. 

1. «*^Jd(tOD f*£ecta^ A wter V irnnrLnq ihu Level Ol 
■adiitLin. lt ui 1 1 diltoiktLCd;LK indLcjLr In the )ftl!dlAtP 

a^rj ijn-suridLi-] the ship M up» gdjntinnt in capibLi or 
L-?qnurL:>] k .hu rjdldlLun o^-.t on n enti T e iLanet- riliri if ah-] 

1. poridbLe dPVKt if Lh i =■ naiur e la the Eh]". 

5. ttitox ^e/poisa Jiar^: Dm to tW iiiWTP t«ir itLlicud bjr Lhe 
T.^DId i hcry L&rf J uL i-atch f.as T .i* le n^in;?^^ nr> t>.f jo^r 
Inels vi^fl Ihp ^ip Lt in uw- tl| Itrt hurf 4.1 a] uiLutes the 
pwtr sltulity ^Lle t*e ric. r t hinf tonitnn the hoild-^, 
tcnsuiptLun, rEHiw and ii^iln rtlponut, It ULei i lype 44 
Hirl [ Tft^tS sul> « ti# loctcr's ELflhl *inutrt For i r^Et pOi*r 

t-L I d up. 

G. Iaififj*<*f %t?Ali Coti/^/j ?hi5 canlrds It* LntErior tizp ol 
Thp '.^0 1 5 if requtitinj thd jiJunL ul di^Lc/LiOf -aiap! led !V thP 
fMti diiEA&Lon. Tt is fitLy rijoitALl. «sw*^n h ii is n*t 
umuL Id iLnd The insile of ftp ship s-lifhtLy iil^ent nov jn£ 
dgdt*. This Ls cdufid by tl* iff^t ol tax^Ai dtwniitnd! 
reeflicfc m4 although not iA»Ny ^r^ll^U i< (4* sUbLLlzed 
to i ^ricticdk L»e] Cm purl ott 1 , 

7. ? v j ■ favijitlQAil lentil AntE i course m$ beei set either 
unudllh" or Troh the- ^utn-loj Tfpd IJ. 1 Vc LutLinyL lis ad Icoted 
by leus of th?^ con hols. The If ft r^r mn»li tit flthfr lor 
ujtoidtK. There Ls -a built Ln Fait uTr ircbmifi ri a=r mtaiitL^. 

<Htr-rili cut &it r sWLd thr^s go tfranj. This situd^** vouL4 
k indicitiri by j EL^t tn-J ui_^er oiiset to tht right of the 

^rlLrOJS. 

Br Ua iifetiief C-0^ fti prev^sly pup j Lined, these controls irr 
tied in vLth the Hpiory C^uUt huu^H dup in khf TAFIDLS. A13 
d£U CCntPr-"Lng the ship^ jour - 1-^ m bn rtul]r; ■:- ubdd tc 
ghLde rhe shLp. Dn pdnei Jivp th«ri +ri \v* W-% ■?( ivjlcbti. 
Thp Lirt is "I'T 1 " 7pcuIIl s lT:M dT hriidPUtLoi CalSD Id-Utiaridj JdTd 
ld^ ilc Jdd?: here in rnnjuiction ji Lh t?id rVodiu UcLL, £*e f.^K 
She rLihT set Li used to dutwlifilly Jirrct tho |ALf- 

^es-J Jijc : 

L ?M ^dijo fe'iit: See- pdnet five r a-prerncE t™ 

2. Profr-ejj Uf^^rC i^Jicjtdr liglLi sfcw lhe fiv? =Tas?= 
•if deidteidlisitLfi U thiy irt (u^ktri. H* Uxth aU finiL 
Light ii j Hdrntftq LiM r vith buirer vhi;h cuti in ir fht- vr^ 
scquunLp 4tturs or s^p Efefta^-ttage is incppl°tp. The Tew 
JfliritiMiLizj|]>f =-t -eic-e-e- are: (a :Pr -:■];- -ailing of the Hdva|i>tjgnaj| 
lnsTruppnti h L&1 toiputtr fcceftance p tdP-K-er huLld up to 
required L^veLs, ^IrdismLnd^LM q\ WUiV hoBKmIHi 
It^ro-JectLoi inlD the ti#? vortn. 

3. jtaojtff JirafrnYSi Thf +n\ twir ^wtuLnq option Hhf 
TIWI5 hdb t« per fort is tauter h Li nig . f« jnwLlsh Ihib Lhe 
po^r IrvpLi lubl be dt d laiilUI CdS p e-v?rsly witi^nnri, tnrro 
lu&t 3e d? ^pist on eight iLiu:e >c«er auild up bpt^n jnur'iy? 
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b IVCid dEpLPUng th* bhip'i 4iierc;f rrnpnr« jitf CdUSL^ 
-o-ssihln dai^p), ^p funcUoi oT the Boater 5ylM dive 
:i -all I J Ei to :hd B ^l db ulU eiiurjy -1. nppiJt: to t 5 :? 
tctars, Itr leu^rri a I i _ r i np Jccn r?t r p-^Ll^e exutly 
Ldrnlicj] aiounis cr" pdMPT «1 Back takP aril, lit| 4 <jr 
needs iorp 31= to start at 1 hJ]S p sa thf TflRPlS nepts. extra 
paw tD =■=•=# iwte, 

4. Pf**!-/JjiJf*<J.ji imfr*i Tkii tmL tch, »ietim teller 
tfl ifi tl* uilir iuit(l h ji usfJ ^ tie carrKi iahaL 
dum: dual suqunnrt ^i^nnti il 3 si1? tdkr ct\, 

A J id Up activation nf this imst ^Jt caUE-PE ihr 
■li3hiI.it dissEiLnathai and gyrjting ugiie gJ the ship. 

5. frvriij CoptmJ: Although *rtoiitLc d Ibn cnntr>l pay bp 
use! Bjnuj I ly ta IncrPis-r cr dtcDm 1 he sKp's |Mvity. 
HuriiLlj' 1 1 visiting a wirld nl grpiter Of L-EESer 

grirl t -p L i ■ j n -□ J pull, tfcU unit; e- L « 3 y -3 ■ J J ■ j e- t e- , gra:ual]y 
r?ua I i t i na thp ship- tv its npv envircniien?- -nib iclp:. t-- 
t »s 5 Engpr 5 gel used to the eM-k^s. HAriiLLy Ihtp up r?t 

L'hm jujrc t hit t dincjq hit tafcen lldCE. Cf CDurse theft 

e| 1 liiit « tg hw tuch 4C!;iJ5tiP r it m\ t! i-idt, Lhj ivwnt 
th-it thE ti :■ :" |i :-in ^ithGlar:^ 

AtliW* <?+*tr*r , r Agai* r this deviit ls ruiLf luttauLje 
Ln its fvHtlafi tEEpa-nj the Tnt*[5 vprLghl. Uny tiers 
the Doctor iii= tctsridJuss lm ± ymiri^i pgti tion causing 
the pD^-:p be 4 be di n dikuiH arjlp-. Hhp- this x:u r s 
the :AbL Jp Lhr :S?.U\2 A 1 1 rpruin jar [gin P»ai j I tH-S 
pci]iLK boi is gp itT (iter This ;jn thi r ;s vpr* 
djrr^ftt 41 a-pq -T,j :; ;o jrt ting «it ori the iiif. tit 
i nstal L*tiofi of this dpace set ^Pd d fu*J puff-^i, rintly, 
frai t.-=p ijfety pcini o! riflUj iL pr?iwii? r^le Trci 

crjb^inq jnd npillirj ir Cun d 5hi] CdUSH] JJllfl Lu i 1 : 
or ttetselYH. Secondty r it idtes the rflRDJ^ -nir^j! ly 
infetructdhlE, far w utter l«u h^fd Ihc Pitprinr is 
it xE-^-d 1 the jHbidA ( 11 IcL be ■'arir', lln Tor tun-a^ If the 
Quttf 'i CgrttroE hit an in(pnittEit fault causinj soie 
^?^ - taculjr 4nd h^ir racing KientE-. 



The. e ire st^ftdl ruioLt ly^trt^ t^^t can plther Ie 
ln-d:.dJJt;d :r j. T AfiC I E , foLrj in l^er tMfh oT TjiRDIB or 
j?-c hind htld device?. 

r«WS CffdK Jr^jsi?e: Tin devlca fJiti 1 m|hj1 41 j let 
f. e^up-:Cp diid vhvn b]art r nio rfgi^lF? with the TA*Mc' 
Uoi-Lt*r. Thi TAWCS thin re(urn,-i ^ the oi*et of the 

"J 1 1 - bL ttm 



fcn HI lar^Dif 'r^rfiflPr: This dpvize ilugs into the LDr^Le 

drld i? UE?iJ to pick up i:d rKbjcnd !□ d^trc".' - i rjnnl ^_ 



Tm.? [gnmrph i ■: PrDMEi: 

Tft* wt^Ti fljr MJHtS -we ijaiarf*k- B rpjrjiijff gJ |irr r 

Although t^Lb- bLiLcirnt in nn^ r-.tiT(]| +ruP r Lt hJS bpp.l the 
subject at soip ind 4 Mill Js^itly he t« clear m the 

irab]Ei Mr a. 

Tl* jbovp btit?n=tft sa^ thd" D^Lf the IncW w jparatt tha 
controls flf tfcp TARIIS, diti^cugh vv ^ e -:npn np^priL caipd*L4f1-S 
§perafce the cut.tli 4r thi TARDJ5 in P*:^ NAa 4MrLc in Jj* 
Tr^rilfjflij JWI feqan m Foji- ^ Piojjrfdjj JFfJ ?ci iiii^Ef^, 

T'tprnbcsn Li dully pcpldjnbd l: \S6 \*a ibtto^, WW- A 
FiiP : ? T d 1U^t ghy^iCJlly 'jlr iik" 1 llffm hrrnrr it r, in hp 
iy nor-fiie LDrdl. In her uurdb^ LM locipr ip^t vj llingly 
Te^PiE^ it tpJwe a-thers ^ ut* it P fri f jp thj^ t^Ls nal 

ieed t* duiiL' nfty lilt, mi the tata* has pniel Lt Tor le-e- by 
hhi lOapdnLM^, thiv «e it vL thGut his prtHflce. 

knov the T^ROIS le in pHE?aiian nf Ip-Eflithir ur^iln, 
*M that wtiar *P d TUDIS ti «ntil3y ] e nfc^d with has 
iHhLftt, Tit upihrt gf tbLi it thit the runtroli becoie 
ii-^.Tph^ r yp]] ri? t?if fi-:t th-at the tey lLec v equirpb the 
totter to lite j ientd] rUnge t« Lti siruLlurt httcru buirsic 
•P.E-E- can lE-P it. And ir the D-vt-'^'d taw, thr erratic brhjn i aur 
Of ^5- IBChLne is the rPE-ilt ul Lh< equj]]y rrrjti-; hph^vi^iT gf 
its auner. M d iadt »t#, Tljl- Lcrdi ^ppi t« haw less ffGhlen 
«l th Lhrfr rpqpnpr a-inst if ^E-r tdfce p]B[E i"Lde their T^^lSes, 



'■:uef ayE-tdib; 

TMt i]fT^Pi if aa-ip up severd] p =. r t e- r Us:ed bplor: 

|.'r'vf yp5(iJJ5 fa^fff froi the- paver -clUihe^i is sent t* the 
■inninlr tn run th* TiP P r5, 

■nyp? S"rj P p|f; anifUi. Iscludes £ tjj^t^r Tnr ihgrlj 
goMerfjL eiergp"^ aunts o J puuur uhr.i .lEt^tdn 

lwk-!tt Jjsidis: S^jild d fj^r r'jilupt ut;cr r Lhh oy&t fi 

iulniiLLr j]];,- :c «^ en. 

fnj.f Ir'pJ-f: Thitv 1 ink^ jri Fc t L«d wi th lErcurj md are Ubri to 
ctd-rpl povpr through :hp 

kjj lajK .JddcBfatj Ti* "briin 1 *f the WDIS r this is huted to 
dLt lyilm including t^e data linls, doisrer ieLI iuhith iLirtt 
thi guner to dan|er) p :ajie]e*n clpcudt ri ttc 



fart fttfl.'a Jui'icAi T"n sujtfh m fir It iusd bgr thE 
Doctor in TAp fdgj g. 1 ' Pi s 0 Jfl jffJ ttfb4> d*f yds vied to t r r 
ioj Ttturn Birtara E-tf [an to £jri? . A b-nLlar rouEi 
t-p installed to takp thi FAKNS Id a fit I4titi4f in 
E;iCe''tilE a B .d -SEE rfien Aericd. Hc^^ Tlip- I. nr ts use thE 
tolce la retiri UN to- 0*[mr*|r it tit paint *t 
depjirturi. 



■h e Hinv -^ois Ji T h& T^HLSs 

Et* Lhi 'tiM tytnYMt Hjnuir i* tht -liRPS bis: : gaie Tor 
Lnf^rutjAA gn U irr^jn^p your TftRPlE f L«rp]an- 1* size of 
yW ^rtfPTS c^i- fjfy -ai yo* vish 3 bB:u»e t.is floorpEit Lt 

pre; r ward ir:t ^ jcut rffli^oip, BeIom irp SGPPf oT thE lor? COIton 
choic?s for r-^Jis. 



Jt* ^u.UoJf fKJ J.irf aecot^VJ CflPf?J* ^ai: Cnvrrri thevc. 
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Jf^rMJJ! flbVLI^^P The" J^e irJldbiLtd b^ thE VEjfLCtJS 

Lin'iiinii uhpn tKej travel li't thr k'LM LOfd H 

Mint 1 P';:j| Thi". (.WiULflS- E rdllEE Hid cUifS ffl (-it Oil dS 

ue]3 *s i faad nthLnr ^hi^ -idr. synt t?ilw any tyje o^ food 

dESJrH. 

tcjii t^rp ThJb ruci ^ii lan? beds vhi c h dnun il4*f 
the u^IISp uid it deitjied to bald Large nuttt^ oF ^P5jLf, 
hflLikE ^ r .E iedrnnpn y,::h hnl: cnljr mi£ pirsu. 

i£. r 0 JOOII 9bM /00i IE demVEfl" t# Hfl3p TlIP 1-5 T d? uho irt 
hi-lnq T-Dr^Les uith 'hPLT rpjwipritinn^ This, rdci iE 
Kig*, dnd ^ he rcu.ideh are -3 ] e ■:■ larfF. rtier* i» i tnrr-ij jI 
uttr T pcjlu L-dnqu^Lt]- yhe,i jfDL efite v , as y?: jrp 
bihci in j plifci M-qruy uj.-i Hqh: d.id tha ^ieil cf rosEE, 
It L^- per f EC t atfilp pnviTcniPifc &l iw-ll, "Jith evert thE 
qrintj. being mLj Local, fhe rwi H dHt^ld <0 J'tfl-pLr 
|ht jffvAui EfitAii uf Tiif L'jrc : E- uhD ;-€E- Lt riurj^f 

idfUrafr* *oa*: YOfll i& Nugp, largpr thn ^ardi, lit 
dest r l 5 ?■ tt sgp^t*i ■- 1 o^Vei rar Every Lhwi planet h j 
^ver y t ■ Tiie pericd tn 4 ! I u liau LurUt, t* b I end .rit? 
mrrouftdt^ MYironieFts. HibralLf, !hp gi^tl dfri't l*t 
tea ^pprLlic jl lu peacd anr planet and pany wtEili can 14 
Yarn to imj lot ilti ji ipifilLcs wuLd take if ercn iorE 

fWI thrJT: =LvEddy EXIltlh Thf vhaEt Lhjrig j £ ar-gfinizEd ED 
t^uL yhul need is Ed=-j Jo Und f JA* Ujjr? rfjd" ga B-f 
pjH pad bbr icctiM 0?' ^E pYMFObF .tool (o SO t? (a grt 
y«; oalfrE ^ci fid jjLf.ridfi_^ Adi sc«<t CArf 

/**^/e^ hwaief in IhE Iwtor'i Ttf>ia *\f hjnt thL^ 
met being ii l«*f i^rt a1 afgauzed dnhlon no 

TooJ f;:J^: Thpiu iiLt^ dr? =tor=^E diP3 5 fjr tnnU iii 
equi^ttriit u^eH *iy th-t Tiiu _:r "Je, cn % h?L r r-PSMrct 

Jlo/J-_"frflpE ibis hnqu Liburdtiifk can carry out i«t 

4tpEr ilElt: HEEded utpr >:n r ui£±t t.\ IISSion5j 

linage HjJo"^/: Thnu cdii te -any luiber oT thfj? large 
rum 1. u hiil -z 3 n b« gT vnigut liJtO 14 hoJd M^thing the 

Tiau! Lurd CSeL v EEi 

t-f'E-ciji.i Stgpfi^ ^ <JJ TtiL-s rim can teep Li ye spHLHfii or 
a*fc*iL or bo^k^L niturt alive in mpMded anaiition 
unt lL v E^Earr-? r 5 T *iyrn to Oi]LL^ffiy i« luilhEr 
Pi^iLi-iLI-jii. IN? Li U^E^ yiiv Li 'hr *j^L n«LdiSir? 
tirc«HtancEE i& TLw Lord tthiu For^L< lb lidnap^Loq *F 
in^pLU^ML hie f*rK. 

i^fupbuty*: SEH-EK^Liii;nry r 

jfliurpd hVvi!? Thii r00» h-j-, 1 Idrjt, hea;ed LiJocf Evening 
|44l cniplftE yith thisfininp mh <^dc, divtug board. 



Fgiwr JTODll ftfei Y«M ho-]dE ^P Q^LYE **i pti'-cr by^L«iE f DT thE 

TMSESi II hi l«it«l dEEp :r*Ld* thp TJlM tS-, 

.lD_-pj"idir P^i: A >l«e liiLI of ed if o-F lb* ddvz^t^d lEdLcal 
equiptunt JYailrtlt- 

JxtcrDt}. Je^E.Uf Co?^nJ: A rcai yhtre thE Idjp J 0 T CP r-Ld 
qEHEratl^Sp ttt Jrt kEpt„ 

fee^atwf: this r™ ij ogt **niiflDB# m any W Lq^e, tMgh :t 
^FEfl^ l^iCH that 1 r ESEard and iTudy lah yaulf 'nn; one, 

^HJ5 7gn hyj.if A Li^LCa] TDDI K-t ppnticr;*d by Dhl LofE, Hw 

pLjfr uuuLd one ts-e-g Ut" 1 

Ujrfari CJ^aCf wrf B»t CE»iEEf: tf* coipliii about 

tlwft Epaci hi the iLz* of tles-tp 
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■ HIUMDh^rURE i9i M TGH'iL ]h" fc 

frLf tin By Duld Co^tn 

E^or's Hrt«! 

T>iL& Is !he fir EC 5e*iHlt in ?Jif Upsets' 1 1! u-E- E- 1 for 
the try t-;. r j He B ^erilS vhLCJl shaiL be run in npco&i "l 
is&UfS 0? Tj'ie rledrJen 1 . [n rar,t yp shaLL ut-dt L h nn1 be 
irKfllLIn^ J -.rripq gT -.j 5 idvent^res baied an lhe J^y To 
Iljw, Tiqnir-r-j Si-^E'la S-tfJS to UflU t hut r cup. \- anyone 

hit jhy adventures to E-ib-i 1 1 , pLei-bc dn w as sow is 

Possible SD rf? VLLL be dhlu in run thei L0 Sequent -and bp 
able to mlOrS- 61i l" -any inre jrq COlla-]. In Lip ejsid, 
here Is the 1 i p ^ L initalientj sijay! 

flpenann Smmntn 

lht PCs bhj]] be travelling ir their TriUSS yhee K 
tfltlMt Naming, they u^L. fsperieice J pOeff failure. The 
lifcLirfa- nhj]] bp period: and Sporadic, ULth pnucr ;oinq 
jnd Lhnn return^ ;i short birsts. MLir j usi|.*- thp 
^oy#-T f^j]urp vlll take aver, caesLng ill ocunr tn be 
non-Kistan^- However, dweas lit in^trnents register tit 
Povp to be totally there jlI I bo j rt^angp pile yellw 
light eiiniUflg Irai t&* roundels and lr?i i he Goers, yhL^h 
are nay opening of Lhc-i r uun iug*d, 

Pt% iwUng cut the daor 5 P ull 5« a blrre.i ?urk 

desert k-Jscape, Jight be a r*d sun In bhn sre r A huge 
yind yiH E t -3 F t (mslde lhe Th^tCGI uiirh yj]L iorce the PCs 
outssie^ ChLfi unhide ihey uU I notice that trie TAKDJli bari 
dt^lpeired and Ihiir h prj ml id out Aere. D41 Ln thp 
dittiv* there is a siatl tieuing Cnc rncki P juit i flrf 
si.ni .aj tc'i ! and in the ceiter af the clearing is a still 
v&Lte figure SLttmj n sok -..nrt &f unndnc chair. 

As the PCb yo tuurds. ii* fas tlieir is na yhere E-Lst :o 
§cO Lhry ui -L j r nt-a? |. y r Ek^ni 5E th= fafure as The ^iLtr 
gua T dlan. He rill teii-w Lhei^ aayinj t.ut he has bought 
the* here to fctlp Ale rccancr ;Kp Kpy t? Tide as tSe farces 
of ihu univpr^r irt 13 j i n in d*r^? r oT atlng un^-ri inla 

itqrna] rh»5-. Wtltt 'Tfif frjiaj: ?P*/J(l>5d' r"*.r jTT 

de<jzJf> 

h5 thP PLS vlU h jyl ]:'ULp chnirt but ' D i:cepT the 
Uujrdjjn ulLL return their TARDUS to the*, gLVP thei a 
locator "uid the usual yarning about the bli-fc hujrdjjr. .mrl 
his dpentsi 1 and send thei oil h their uj^ Lnlorijng ht« 
that Liey lust hurry, 

Rpcii.rp3 ;^-3dirnj: 

GjicidLtrrSi are rr^aiipri tn rrad " T *iP ."ijsic HLb " if Of 
fi. 1 ! li? in i?^ye 5rb oT IT i#e Hp^lers - iw backgr^rid or 
the character «f fcndo. [f you L^e ufiiBLe tu grt a enpy f : 
the article^ ps± ijit :r*jlc j riarj(tn- flrafjle based on 
Lhii jdventuTE. 

4L» reconended readLrij 'or tMs js 'Tlr i -=t aL-ph " 
{foe fjJ-e IJ? in Lssue 7 ol TLie Htddlpr^ 1 1c>r batkgroind 
on tr-e 5m1jtr-t pjcp. H this article is »wt ivasla^U, 
rrii-r t-;. mother lercinary race Ipoisib^ 3g^an^L 



krnnriijL 

PCsvill Ttnd th<i?e^es neu The sia^l ESt^ojd u1 LLlu, ir= 
t^ PflttPfll ga:ia Ph In the T njr ^-]J AM 4 E^r th local tlieJ. Thp 
tsttraid tus been CM^erteJ InCn 1 hunt 'nighe :luh' If gr Ljck oT 
1 better *rd!. 1 (Hiygrouid rnr frrity rich chlUrim gT thi #ra, 

lhe ML-prli^ng ig;ier In front lo^r Csiall spaceships- are 
it-Lp tg gn pirU c;f ihp aster:id as yell as i.-jh*t aroiid It 

Ife^le jrrLiiny vli t^jn-.iat! adv€TtiE*S The hott^t rock sta r oT 

tvp- decide- (by thr me oT Karl ijpean.iq toiurrnv hiyhn, ,HL 3 
]j"^ n d HiS precee:?^ hii, Lid 7hLS hea^ hi a Tlti-L Lung juailtcd 
tcur, tt-e place Is i<pected ? .u 3e Jaiud ^n cajjeityi 

The ?Cs lft^P:S Abh uter JjH sid m bnard <"i r 's personal 
space^hLp uhici L-a arbitliq a Mill pline^ near the Astrcud. Unce 
thdy -.trp au;tLdc jnrf ^Urt e?-pLoTinp P thej 1 vlLL soon be irrebied 
by ShistaScek ic. r cinaries %hu if* eiplo^ed ^y X" it ( They vll I be 
la '-en t:. see Sit in his ::iYjte quurt-Ki, 

riUer Ufc/Uh, ihiiy rill -rohah-y b.^ tr-r7rfl in the frlscfl 
ceJ]a ? rfherp tney uill wrt a^ Interslanetiry LnvestjagtJr by lhe 
njie 0? HnrcJinnj yho ^Ul TILL the .^i: m Kar Ijt* a-cndal *r.j 
hou 4s ius^ is hypnotic, au Lulj t« it-. LL^tnner? t* loUow 

ROMl v O. 

lAe rejKn Enndu ls hprn is bp[ause te Is after L 01 t-Td-l ol 
t^e flLdneti Ln thai solar sijrstei o 1 the Isctron galia^ (He^rot 
l u K Gnrp St subverts their ^OUth 3ild tln4« thJni a.nJ jnjrchy F 
te vlll fee able to Ute uver 1hr yea'cnnpJ phne^s. K* nusK stoa 
the conctrl dud :1 p^s^ib]p r aUov Sorodln* to arrest hie and Ut< 
\i± hck Iff trill. 

[rgf.fc-:alJy, tve lirst E-e-gient *r tht Key In Tur Rondo r s 
luitar wich PCs iclsL soim» obtain. 

U_i^d _ The pL^*- ^P ir e ifrfr! J i 

-Etlsa is the hottest spot l.i the solar ^yst-ei for yotti of 
all races, so jcpular sr. J ai_1 t.Ui Et-rjc rtjr 1 nis chose - - Lt as 

ihr Ljc-t uhpre he 3S IDSt HteL) to 3 3 i n CMtroL over ts^ *nt 
prnplp. 

?aqeibSters shouls t-eat this plaLe is- a. hurjn bar/'ilghtclub 
i r :J 1 bit ol J Hillp s yap f s i itusphert throwi in-. Kar p s sh>w ya'll 
bp lite attending a h_"E P-nt : kyd ioncert only the s:icial 
pfiects vill be even K v e sr-!cta>.uLj.r Jn = thd- ^usi ■: vlll be 
Batr«idJjf hjpuut:c h Kaierzsiing 1 hp aiidifnce Into sjbilsslon. 

I wtinn Ulth Y.m 

Nhen the PCs are escorted tu greet Kar by t^p -EhlsTakek 
c'squippri yjth ring Let si p thiy viU be taken to .us record^ 
studio htuch ^^esslvly <rtlli*i all the state o^ the art 
recorlLig eqilolicnt. far s;ts at a chair at #n# cf ihe <c4fgi|«i 3 
ijXLfti ha* *p£,i-£ For Ihr ihaM (boni[ally- Sir Lip-synL^.i it hai 
ahou' fln2y qflcause ?V?ry aspect Ol the S^v *u^L be perftf t, or 
"!hp ? j: ac^ ^?,i't york - perhiji a r^tor "t* cap exploit Later 

Kar h'L L I be uirjr . : r ihe ilrane#'^ p suspecting t h ?t of bein| 
a^iiiLi br soar poLt^t for cp. ATte' questioning ahd bring Ted up 
vith thei (as ^hej 1 ^LLI be ;r«1iy ignuranL up 1n h Ki. b point, not 
being afeLa to get 4r.y nilorwliir is yet? he vill LocJt thei l-s- 

Thejr vill bp L^rtprl M ; t ]|h feffOdLlG UhO Mill tfl I ^hci 0< 

hh plais to arrest Rwdo ind ^h±t he tn dgenti dc fli^j u^.d on. 
help hai Tijin Sl5 p .dC' r S shov ay CtsrSing i briel pwer failure lALch 
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W\]\ -31 In J ljfl lorjn up mid urrtil hi* un lLuu.c t+ - nrc jnj 
t T 0Uble tan startnd. ^ r.i 1ar>Jina usl ps^pa r rpi 
Lhc trU nJ rdktf UhE j r *ay ID :lisa ahead it Epr-d-z CTAkDIS 
il the lost obvious gjyJ- 

Hlim t** HC* and FJDrcdino ir v i'.p ai :ht entrnce to 
EL ill IH lU JurLrig !hi 4iy, it vjll prObilly be dnbed 
f-KP.pt Tor the- ainnr : n n L :> I , [ wj uLLI l □ ri t -a r Borfdinn'n 
agent an Ehu r the ouner *f Ihf cIdV who wL LI 1 pt thei 
inside and taiper yiih E>ida 1 5 E^uiptrent i^.iich is guarded 
5 ^hi^Utpt ^-"h thn ?C* luit ^nathug r.L|pg$| q-r N uhi<l 
vLLL ruin Mb shw. 

That right , yhen Ksr arri ve-5 tn shy, tHe ;HfeTed 
tqulpliunt uLLL sWL uuH r JonrLno b>L L I ^rrcflt Rondo and 
thi PHn ul|,L be able 1u Uce t!* quiUi Jb Jdyient. Key 
iegeient nuil^r en*- h n*^ in Mtir poa™™en jn* the PCi 
W=! I0YB hi ... . 

liter's Hot?:-: 

9a cwLude* Ihe r ir*t i:nL-jdvMturE in the wrles, 

rhin in rniLLji Juat a UjbLt autzLrifi «d 'jnL prorilL) 

Tequire Rnw«if r i J .u r L«h it oul Lid ul-t \', pi j ; jbie. 

foil uy Mint to ^: T .ip Ihl mtirp thin| .ind rntp i bet tar 

iirst advBituffi Anyujy P cu dt :idp t* do \ r * quptt, it it 
soie'rhing t?it F^s should ^nl y to anrt - injr ign than gnct 
m their ILIe-tLie is unrealistic. 



Du Tom Haiit 
FWE r FOR TiK AHD FWECH HDTER I ETT * 

3n7 VrlJ, ]1 h-.:-j Ju dan 1 1 m lb' yuur Chlflte. CjTidDi. 1 E 
iniy free: or "iho Conve-i t i an vlLL take place in or aros.^1 June or 
^H? md th±L tunventLon, due Lo be held Ln t Lther tit. Catherines 
ur MLi^r j >'iLL-5 lufat olher ^an-zine pL ps-e you flHRPG uid all ^he 
Idtu^t ^r.vwtiun nevE tuuV!), L-s go:^ to ha-e a Doctor >ha RdL e 
p].iy:iq h jiri ro-Ji . 

■'her? do V 111 EDIE Th* crgjnLZf-? <if Lhu" giicT-ro:-* , 
Ni^frfd FLlJi^' of thn- 'foliWET^ oF Ciisilnn', nend^ an idvcntLrs 
to fc E-E-p i hp sashes ente^tainpc snd en^^fd in T glp p;t|i.n.] P nnd 
!hit, iuu T+jdurn ii ghufc p«j iqib Ln. 3raa> out ttas* pens Lid 
pencil i, get four "yprvr itpr i w ribbm ct ILte up thr word 

protKaar GKau^e he «nts YDU to unlr it. 

plia^ are the ^ti relations yoi J=;lr? Th# aJunlurr n^L be 
■suii-turiLi that can kt^i good ^i4Ji3 T oT ^fcpLf fntert-Htpg' tw a 
guut ^^iud j j tue ItHfthjng iLoig d Tlpc fcctar b t vein ^iere 
fvrr^nc til tn r.jiplrL.; j \ Ptf Li-atb bfi«^ rwthlng i '^LL«X* At 
thp pi J unu!.^ hr preTprtd but :1 pcu hive i ^tLLer Jded 7 bj- 111 
IC^nt :j^p it'? i I Hp fl2*?ntnrp u&t jKd 3-r vn bt<n ':]tirlv h 
ionc^ly, *i cnip]etpLT- Thr lisclute 11 nil due djir tut ill 
this? Dece^ a L , 

Fknd dLL entriea to Lhd editor yho l'lLl pi*-5 thBI e-O:] to 
the jaie^ro-^* Qryjni;r>. The iddi-Eal ILL tart feHMJdhp 
SilCDP Sippet, Fripre Mbi^t, DntiTie, LDB IPD (Cdrudjl. 

^gretiiLly, no su^ii^^inf ^ ^an bp r+t«.rnffi and *V- 
-aUblLKiont J«X0IB pr CjpfTty n\ 'TLu Hpd^Ld-rL 1 . Arivpnturpi net 
u^e^ vLU :* puhlJbhBE' i-Lth autc-or^ per il^slon . There L5 tal'( ol 
ijk-j ibis. a. cnn1r=t jl th pfjifib JJId d]L UivrnLueeb" bubiltted 
bef-^jhanc- vi 1 1 quihi^i fnr $t[lw:. Kcrt d^t^iU ll liture. 



GanuLjl ILLi THF HEAT Wir^i'S CEF-dUT 
Liritten lv Harh HrHELIan 

hhat I 1 * iio-it to ^ay vill Fr^batly deter ^oie liters 
Itd* cunlriEiLLn^ to thjE, ianiint but Let it =tart iii by 
taking th^> I *Lua.j-t nkDit luhiLa-ylunl anf Lhdb'e if* CiiJy 
HLgge5tiOH5 to help ynu B r-st di^courjejp -piu. 

Ihit saad r I wuLd ]ikt to say lhat thit artirlf till 
j. L L -j >l i: that :n1d*M* Jine: 'Thi 5 idventuie aLLovs 
jUH-Hten t-D taiLv their ijvpnturm to " hpL 7- fJicjLgn-: by 
ItAL^hLng it Ln their [mi style. 1 w ^oiethinq t? that 
rli«t. 

I Paving an uMiniure, i^liC-t or rhiLtvET unfbMb^*d 15 
i ZOp-OUt leaPh^q Jfou. Hjivp run nut oT Lii titmt or 
crravtLvness to ii«Lh if, .eavsnf an idnnC-rrr unFinlt^ri 
1 1 Jirit a« UDWJEf tidL:] as L-z-avh-nf a sto-Tt story or ^Ltce of 
airtwft unr^Lihpd. U i bJdeii=-tif UUti tjJ]CT lit 
biv.=titure \$ ^^/tpr indjviiu-al ^ajp.i.-.i, iKr^ mi J Z jo that 
ijif^jy, uhet^e-T the adventure it H ins. ltd or not. 

Y-ii pu^t I - r i ill \ihdt :':u r jfcjjl| :-j-ini; bh didn't 
iL-i^ih it bKiu^f- pou uant tanenHters to rLf?h it au-t for 
thei-ielve-i jE- i c&a-cut , wthinp Less. 
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tit^vt(V fJU-p TdJc if^^^F'" L'gjMf we, lu#t*r iuu p ri^Jn 

MumiEPioiDif iu the wmm tor s m mm 

UrLttm By 2m Fjulkii! 

THc DQH [HATDES 
p IAfj p m a AJaodtBjraCrj Jflt p *Mst JaiiDj^rF, areCr: 

HiStury: 

Far I y in galacm hiilnry, tht race b£i.b ber*ip thE 
foiinitcrs devaJop-et id-ururd technology ■ techno] ^ f lore 
t hi* sup 1 Fie sent t-p Launch thp* jnta dEEp s^acn. a lighJy 

r«-5 i *r\i ipruLKS rar.p P they tt>\ an ydYei of 
conqunt fr» UeiT haie pLui«t CI hp nint af yhnfc in 
Unknuun jt iTfl&pnt). IhfcJ their rntotlC Quarks 5<r ai 
ihnck ir&ops they quirALj- nujndpd theiT base ad paupr f-pT 
uny Ipss advanced p]j*tt;, Ft vas around LA L ^ tiie Hat 
;h?y t DDfc the ndiu nf the iloiinatoTs, 

invasion* ccntinuEd r unLI I thpy h's by ?if ihp 
■Dst j^epTu] rnrr-f in thetr to« qalasy. They ei'm 'pfprp: 

ta t&*j-:p]yp-5 as 1 Ti-P hasten of the Te( bUjCieV - a 
jUfejnl uvLTititfffflt, as tflO-j uhJy tad i fey uulfloatt 
prel iiinaTy tis-LdLtians Lr uni uT ttai. 

But the CvihMi 
parties ftl la jor invasions of othpr ^aJaiEP* - rtut<er r S 
Spiral ucuiiLj Ihn. ]n doing &:« P Lhey rpumrM sJarb libnur 
for thru hmc plmpts ta free iijfii For #Lssians o1 
TDhquKL. Thin ui,s usually uoipliihed vli 3 Sii]] 
fap-e-d 1 1 i an 'Unijinf HI the pros^rtivE plane! , ttiF* 
"ilujting t?ie Utlni! race 1ot suitaeLLLty Fnr stlT* lats.r, 

ShcuLd j yorN'i jonula.ee pr-sie to hp L-miiubjE (as yai 
decLdEd lor ihr planet hiULs!, thu fciinasors mre 
than yi] -Ln^ t* destroy tM inhrp vtvLd, uiud, It Co refuel 
thpir TSpet in the prucrts, (Fort flute I y the k*i nature 
Toba am faga h«rn Ihwarted an hLth hy ti-e tetarJ 

The hia!nry if t hf laiHiitDrs- aMer t:Li- JttKipt at 
pU^h=nr into other gahilH ii ttttchy. Alt [E kn^i i^ 
(hat th^y did not L^«d, it Li fl are Ifcin lit?]y thit they 
H^flL1t^^ed i super Lor fight LJtq far(t nr fortes, Priie 
cindltdaiEt ±rc thf Sonsara-is (fur ]wp gf pEr5Dtil Laihit, 
h^ich DuicDitor^ dlslikeJ nr thn Ngv^Ltans HhrLr inoylrigt 
*f rnhn(i[ 5 '.dE- pFaddh]^ than Hjffjtient to put tke 
Quarks wt cf ^thnl, Tli L-s endel the Doitnitors 1 rir P4« af 
TRULY t-Kciing 'HastErt af 1 lie Lm GalaxiEf. 

Fhp.i ia, it is ati«t iipg^Lble ch^t th* Ooisiitars 
hivp ti>ti dEfEated J* ut1 Pr ]y is lany ul-lN | j ke to a*JJevn. 
Jto titter hoy arvrrrly thEy riie been ttt hjck^ 

DQIL-utarb ct+tLranE- to- posp i. threat to -aLlOSt ihy 

€LTLLiiatinn £e55 i-iP-anced Hjh their flwn, 

SuperficiiLly, DoiL.utgt^ very fc<h Mhe Lar] = 
hUHans - 3drge KiMns. DoiLUinrs irt tall, libr j.] i nrj 
just aw J.S iPtres Li height, ?h*y ar p jlsa very Strang 
and lascnlar, 5u:r j t^ 1he hL^#? thai ltnjJ grarlty af 



their haie ysrld, ]rt jdditLm, the arKKiT they ^ejr dc^ignr 
to sake tla jpp-eaj evnn hrger and »r* Jipo^Lrig Ihm thpy 
dJr-E^dy arp. 

Tnt^rnaJJy, huuuver, thpir organ arrar^Munt ztradic?l|y 
JLffprtiit frov hulans. Like fial l^myjnn, pieiebpfE of tt* 
^lina-tso- rare pnSPii. hearts, 

i^itly DoilnatDYt, aJ] fcjimtam, bp soie p^olu^wjvy 
Hulrp, rtovp grPEn pyi't. 



[t ib L^Wtjnt tn ngt-f that not iLL HltrYl nT thtii riEP 

irt cijlH Juninjtors, 1 tc-iinatar J ls a Vitlt ihdt l-e very K-:i 
nrnpd. A iucuB = fu] DDiL^tar wat camFu]!y teipEr the nat-rj 
a-rensL^etiesSp ta]3MEJ«s and rutiUqnne&t of hit rate ul tri hit 
intelligence, dEiaLhient, and ^Tagiatisi. Even w r Dmimtor^ 
ahet zelain their Listincia tenant i n t^nrd ipntroyin] any 
rtnlacli gn 4 hp s]ig^t«t of frised 1 ,. h fac(. D^inatorE- of ft 
iay that (hep «nly ftpttt 4dp th;ig - EJiiviar fwca, 

This Ji P wie^at nnrprisingLy, tni*. fhey jpb nnt fcflliql 
efi&agh tn mqzqf in bah-P vlthoit a irtdncn nT victory (ivan il 
ii, m pxirpfrflp thin aneJ. Ene^iLes uM-rh do r^t pasE a. thrEal j 
Lg-i^gd gr mslaiied. Ttose yhech i^ht pnsE a. thrEat to The 

hliiiiLwa arp iMOidpl CT, preleraaly, fEE-trayfid ti quick^ as 

flossiHE 1 - 

fiiilp Vhpy arE hlghJy SnL*n L qp.nt P DanLnaturi arc nitrnelj 
3ittri]'ii4dfd. lhey havp Llt j Ji inttltlan arH dre caaflletely 
uhieiqinatii-i, ]*-igina1j01 L-s., in Fact, thE bUl quality uhic h 
rfLttjngyLsjiES Oaiina^ar Lwderi Vgi their SbtWdJhatei. 

Tn dpiling wth pthen, DminatDTS da not negaciita-, ThEy 
cnUkiiid i^J aspect othErs- te obei then rnimds, Dpllance, 
pr.p«ia]Ly J rai "inlEnur 1 tliMfi if taken a* a pericnaJ ihnlt 
and l£. Lii*ljf tn provstp syi ft nr VLflldnt rptributisii. Siiilirl 
U i lure- In Tront a I illen-; n r iprplf hem; caiiiradlctpd, 
cans^jfad huimatiig r 

■uTinup2y p aE : Se-LLigerarL di hnqna-tjTS arp, they prerV nn 
in iivolve tti*E?E-« In d L r K t f-'iY^itiL ?LghtL.^. Thny do na 
farry persDnsL «aflens uT a-y nhort anf ire- unbilled it .inaried 
cortat. Rithw, they prgffr to wder ahnui t^ir Buarts far sl^ 
purpeses. 

DniLnita^ axe alyayc. aLuepinied hy a ]ir.]e nuiper nF DuarL 
IU lK«t ratio is unkewn hut it *Piis U i^?dqc it.;ut tyetYP 
hurks tc ^ach flue-niLDr. Tug tg Tcur flyarH jrr u5yj]]y in tha 
SouniLoj-'n inpfliitp fifesentiL fiii r=.r t has tauE-pd suie 

iallilTjy.in 5C 1 ETit b E-t-E- to 5pet;Ll at* thit the DDILNtcr nzr .ias 
deveLcpari ?gi? asyjol og I ■: i! und tg bp EUrraunded by rot^ts, 
Hnupvir, thLE- r«iL lS ipet ul at i On, 

Hh:le twii of nniinj-tors have b*en knau* tn quirrtL - af^ei 
bilttfly - i*oung^t theisELi^s, thjs. ;i thp pj[fptian rith<r lha 
the rule, ordinarily SUt1 tedi=. pre!#r to yort taget!*/ uilh 
r^thlP« FHiciEncy^ scientific filichien^ 3Jld riilzttry 
; r ^cisi«i- 

■h« u'.t a*Lqup Mature of Doiin^tnr technotryjp is thnr 
discDie-y nr i prttoj ta ab&srh di-x ctore large lujntjt^b of har 
r ill it inn n t pevef saurc*. THl i is aona by Landing on a 
pr^ectivE pLane-t there ta* rru&t is thinned., n aen« sf bon 



L 
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holes arr dr i ] ] eJ mtD the cnrp, lither fcy Qujrki or ] u-l j I 
E. L 3 > :E 5 . t^ki-tt aTf then U-jnch&i davn the hole? t" rnutp 

A Lotal VDL'ZJni'Z iPupliun- fhl5 Li fullp-YP] by UiP 

L i; I jn l-dt j DR I ^iill *tDiic rinLon dEYLCt, Cdrpful]y 

p]j=*i tu b2Du thp iil-anet tg rr^Litid ^iit^prtfiib. fhE 
rddL AtLon r e] Ei'SEd tai then bp harnesses! by * siting 
Oul j r-a t :r NEetj 

Hhhli- r]i-vpr 1 (hit is nut j tSF r LbL ^ fffiriPTlt Enprgy 
■scurce. Convening povpr i-s j f r ' bc ^M*rn far wy H tiding 
pjily, Ihe us? aT Duart-i far [Mtuln dr l L I i ny ihj -su ui 
U5« up thp ™Laq|fl pnprjjr NEEfc. 

SLjU-jIul "lAhtf -^T [nfurntLcjiN 

[■idin^trir? uPir t':o t yf f i body ariour- One Ctrpat 
as L^aderJ c dkt s aIL the bodf «xlp;L LhE hEiP ind htrds. 
ThE iKcnd, yorn GYEr the Firtfc 4i 4 Wfc or * 
u.-utviLi :hp I runt torso, Uppprback, =r r-i I rinr 
md r^uE to ihc neck, ind hack of the hpad iTrPit thi? a* 
jai] irpeu^V. 

DuiLnatuTE da not ^a^y pprmnj] upip>is, but uil] 
jlujyn bp tc^jfiinLed by At Leas* =ii Huarb. Thp ran 
[^nn r i-o jboul 2D Aiavrks ppr j'aiinatDTr 

3']i: niters rfLLL under 50 qruat iL^d-b iKHl thfiir GuartE 
£fp nat prtKflt. ReduCE >LL iki]£t by mie ]rrfl Tur PdCh 45 
hwr JEJjud yhpn ttaHT fluarks are r*t piespnt p Joyn to Iei-fL 

II- 



HaiE; ['^ THiUnf! FLEET LEADER 

3-TR-i V Em: E€L EU 

vh> cu 

Ski 1 1 it 

Unoripf cuiUdt , fir doling: II] 

Adiinistiitinni LU 
Cliibing-: !![[ 
V 

] i nrpr j nj,, Uj II tlf 

tirwttethnotoqyl: HL 

LEiS*T?hip: V 

V 

Hi]iiary Science, a] ■ : Y[ 
HugntiitLofii'Dl^LdldCy: IV 
^yskai ^Li*:*, jny 2: r" 
-L. 

5«Lal B[^?r^e P any 2: l u 



CHA: V HHT? V[ 



^iie Scim^, il I : 

Astr«iauti[&: V 
fur;* Meld systPiE.: 

Any Dthr 

SiHCEcnlt Dperjtinns 



Drdprin^Bu] Lying; 



H»p: :cniHATDR (Mi4*r> 



STKi v: 
[[H: |l 



LSI: VI 



CHA: ]L" 



hHT:V[ 



SkitltJ 

IJriArmd CDfe&dc. Srmpling: ([I 
f:',:. inq- IV 
CnpdruLtlifl: V 
IV 

Gpn]n(-y: Ul 

One other Pirth w-rit*: LJ] 
:nqjnppring P jny 3; ]V 
Ludarihlp: JEI 
^echnDLCGyl: W 
hnErd; Tedmnp (Huunl: [lj 
p5 F ca]uf]rS Ul 

nnjnjhct Cun5tructjan/Rp?jin ^ 



Sia]] M-Li (irtici: V 
Dhe athPT phy^ira" wiencp 
']pj>. e Snaices, any ?: V 

JL^tranjutLCS: U 

Force TipLp i^itid: V 

h\f ether t>r#+ 

Sji-pZTjFI DpunLLon: IV 
litprr«qjtion= V 
QrdBr Lig/Bu]]yjF-j= VL 



m U>RKS 

'.r&p^'^e ijcri gcU Jfitb^E i^/e Hurts, drt "fii* 
I^Jihi) 

P^ r^irJiL Lhjri-L-!? L 51-1 

Ln rrjitri&t tc thrir intErt, UuiTtS JTE IfJltp -:hnrt: UluUt 
1.5 istrES- Thpjr sirr iuu squdt Legs r -a rect*r:jnLar hody_, jnd K\ 
built-in "aris" yhir^ ^cld ^ Mu=h y]t?i the bn^n - n**n nnT use 
Thp ira-a arp equ.pFPC ->i th caputpr huot-4^ jnd snn^un, 
jltrjtwnd w-ipans and KlecuLa 1 brtu u'-its. This Is tapppp ^fi 
]y j E-?h:=r iriL h-ml uitt SEVEriL spltei ? r m H n: I- i mQ If >i It. 
pYLLhuug* the :-sc^ oF Ihp ^"d ]«ks the Sdip a? Ihe rrn* t r Duirt 
:ui unjjr iee li the dirpttinn tiplr "afis h ar? facing, ■Surk-/ 

-night bnririrS o* fcuJinE] VjE-ivP. 

gu*rh< cnnitiTtLy eut J h^h pit^hfld, ■□=.= L L Ld Li nd| Linjld, 
They speak In 4 ^ii^Lir -huil p, deEcribpJ « T i ou&L ■■ ^ ^uundL.i^ 
hkf 3 lunitick J 5 ql^iL-e- nr 

IjjnnF/r: 



1 .:ni;"Jl-Er p E- LJLtd^Lb^ ?f J SI^LI 



Dujrtb arp Ln: jpablp ?" ui? indpppidjnt actiDr-f they 
ml L I unp,ipsliflpL^Ly Gbey the or Ja^^ o.1 thp DoiLnjlurs. I J the 
5:tuvatinn chingp* 4c that the FjgiF-aL ^ ri Pr nn lunger 
vakH, they yiN rffiii InjitLve, on I y r5iuest;ns n« orduri riro 
then Leader*! 

J1 they reciivp ranlLiLlm] uruf^ the ?JJ r k5 ul -L icruly 
dfl'Er t-> LhE E*lLiy flOB; f a tnr . 

Tn iidiTiun t5 their VPiannrjr, thp didrks ire equippeJ 
■Dl*cu]jr forrl unitb - a fori of JirEttiwl f«f<f tlEJd, 
HulE^iLar Iotce c^n bp _scd t^ hmi ane ob^Kt, perv>i, cicctEu 
Lu jnttlef - a yaLl For ps^iplr. Tb protEE-* rapidly p-ppndi 

■nnrgv |hd tit F-Uige 15 LLliUI- OfirlS hWPWf do *0t hJVE i'Tf 
;L:iPr irui^ u1 ILlLpula'rll^ abjpzt^- 
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EUt titans -jPD W JdlaJL 

rhc liiiiLi *ffp(tiis ranpp of SJirin' qoipEU.hr I Lire r 
nniiu qp.trES, Lid they riJ] tp#r^fp For iinutts 

bp-Fore r*-chdrqing il uu-ujt). AurkV dou; rin? L I 
■unctiD^ Ldfi iJnutK in TuLI corwat situitLEM^ jnd 
another ]JJ ilnuLcs jK educed poMer. At th™ Ipsser 
leveJi r Ljko 2rlfi nrr the aiDLFt of ]didL|L' gitP-lr 

Thr -skill level Ln Sia]s unit Luntirs r*J.=Ti only td 
Lhc Du^t^ 1 nperdt YnEn tr*j hra ^ipjjp tunned In 
?pp|r i^d dPiTray an e-14iy, 'Arn h«y jre -gLven mrr 
5pE[HLc or tiers iH^p jhujp thE E-t LI] ]evpL *r thE p?r=en 
ihejr ±r+ rpripvinfl tte orders- fro*. 

U<p STK af if i = l M I J Ln jud'Lng thu gsc af idJklIjp 
r-ir-,-. 

Huh flUASs 

sue [[ m* m Kb m chi [ wn e 

IUFi [ 

Aried COlSat, ranged: 

Snnir 5 trupt DT r\ V 
HalnrqUr forCE Jnit&i V[ 

Siill «il tictki: ][[ -Lkre-pendLiL 0piritL«fO 



I ffti fa]]ufF 

U I 'J Ei pgr men L jriiiur -Jicige 

? Nobility 

10 Hojp p .uLir ^crce Lmts- 

II Pnwpr Unit vith ship 

3? Rpr^Lt tvice *nd ippLy both 

P*yi/d J pf: ft* des1fUCtL« 4T j Quirt vill L* TclajrJ Ln 11 
['jiL:ld !-ur ■ihtrr un iL-in ya ] i! raind, indenting f$(i \ . 

jMiOr; Thn Duifjrt -e-, in crTFEt r B b] LndBc". 

CQWVitv lr;tr*\ Muce hP ens Tar c*<B filler* OT Ikf 

Ji-i^ Jeiipp; i-jLI Irff.. Frc* n-iu on, thf ariwiT af th-e 
Uuai-h i-Ll I itup t bit iiny [pu er gaLnts of fiiage. fl^Ls, 
jrinnr jjnjgp r ~iL L 3' four to th=- head MDUEd gl u E thrt head t nr. 
anoi_r >alue dI Ll£H. 

PAHr iJtt: T^f Gunrk c*r net rE"[har^. It rilJ fLKtlcn 
l..r I Ju iir.utrs providpd L-3 nat ussnj ^Hpans or iu]e:iLir 
rnrcr, [f pttApr u^Pd, U-P Aidrk uLt ^£f^\t 1pr (hP£* L I at 

Zdt tinu^ES laLecul jt J-^cs i-: tpinj a^d, Ldfe iL.iytei ir 
h:L OUhdl LlLh ullr j^aurd ririrn List dr t L I Le I . 

Sa iu^ fur lhc Dujrh. Th^t p t t^s Lj-i" pn* LI be haanng 
6h4* frui k. Enjl]y!' 



^^OMl'tf tJ titt.'jM - i JJP Vttiiirt' vnJm af^ 
^Ulif^ t.^rc*, unnJt iAff^J j?S7 

Uritttn By Zh fduLtn! 

Ljit ti 4 « S brouvt yau a luppLKPnt ap t*? Saiinit^s 
jnd 4hpL r robotic spn-irilb, tJt* Duarh, I'v* judd j Tpv 
Jddl^M= to thJt ^:ncp ihpn F «in^ on dfit mining D v -r( 
dai=,gE and EiUth, 

ftfil of il ] a Iht undprE-hndmrj, jiiiug gr rEpiLnny 
■oEfcaLjr Tgrcp UHitt require- 4 ttUl rolt Ln force FL+ld 
Tpringlogy miui l LEypL di T1 LcuJ t y blEf, 

A hit U the heaf zt a *Wh t-^-i jddditL^-al 2db 

SdJjgt:, i1 tt fiCCeEd5 Ln brEdkmg 1hf i,THur. I'** head, 
^.^nverj tt^l^ 1^ dJriagr pGin^. fluiT t E- 1 hod:ri r being 
letdl have an a-Juur iiImp or 3d€. 

1 1 j fluj.-k'i HAI [P EhD r ji L I -e brL»v 13, «f the fluarh 
tdkeb op inrp pnjrti oF dai^c it apcE, it XL} undrr ^> 1 
^y'Arai ?ailurfl. So]L Jdn un thp tlile be. ^ Ln dotpnLne 
thp niturE Df thE iiLfunLtioq. 

Eli gjriEi M^eclEi 

2 Lirk a^l pi jtitroypd outrs^t 

3 Sri-it &L5-uptor iLflei 
^ Sensors 

7 toiputtr Sybtn 
G ^■fimicjCwii 
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OVERVIEW OF TIME MEDDLERS ISSUE ttd (VOLUME 3, NUMBER 1) - SUMMER 1988 




• This seventh issue is labeled as "Volume Three, Number One (Whole Number 
Eight)" and "Summer 1988". The inside identifies this as the 'Second Anniversary 
Issue." 

• The cover features artwork of a rock concern complete with a laser light show 
which is meant to represent the adventure module "Nightlife" inside. 

• Cost of the Issue #8 was $2.50 (Canadian) in Canada, $2.75 (Canadian) to USA, 
and $3.50 (Canadian) overseas. 

• Mark McMillan announces in his "Editor's Notes" that the following issue is ex- 
pected to be the last issue of the Time Meddlers. His notes also establish that this 
is the seventh issue (though due to Issue #5/6 being a double issue it is labeled #8) . 

• "Min-Adventure #7: Living Fossils" is co-written by the fanzine's three largest 
contributors: Zen Faulkes!, Michael Dawber and Mark McMillan. It is a short and 

lighthearted adventure that has the villain creating genetic life forms of long dead species to terrorize the city so 
that he may gain power. 

• Mark McMillan reviews a new spin-off series called Time Meddlers Periodicals. These are meant to consist of 
full length adventure modules. The first covered in Zen Faulkes Sands of Destruction which he recommends. He 
also reviews Zen Faulkes other Doctor Who RPG fanzine called Travelogue though he rates it poorly as the first is- 
sue covers the Cybermen which FASA already did a supplement for. 

• The issues features an in-depth "TARDIS Supplement". This is the heart of this issue and it is obvious that 
McMillan did a lot of work on putting forward his ideas of how the Gallifreyan time machines work and what they 
have inside them. The article goes into so much detail that individual switches and devices on each panel of a 
TARDIS console are covered. How this is supposed to be used in the course of a role-playing game is a minor issue 
compared to the effort it took to put the write-up together. Ideas for room types are included as well as a look at 
defense systems, TARDIS exteriors, and console rooms. 

• "Min-Adventure #8: Nightlife" is written by David Connors. It is meant to be the first module in a campaign arc 
that is a search for the Key to Time. In many ways this is a disappointment as up front the reader is told that there 
or no other parts to this arc and if they want to develop the story they must do so themselves. Characters find 
themselves at a Pink Floyd-like concert environment at a night club where the villain wishes to take over the 
minds of the youth who have come to enjoy the concert and party. The adventure uses the Music Maker villain 
from Time Meddlers #5/6, and also included the Shistakek from issue #7. The first segment of the Key to Time to 
find is actually a guitar. 

• Mark McMillan announces he is helping run the game room for Canada's new (and unnamed) Doctor Who con- 
vention and is looking for adventures that can be run at the event. 

• Mark McMillan has a short article complaining about writers who leave endings to adventure modules open 
with wording such as "this adventure allows Gamemasters to tailor their adventures to their campaigns by finish- 
ing it in their own style". His complaint is not the flexibility of how games might be finished, but writers who do 
not put in the effort to present a reasonable solution to a presented adventure. It is a problem that remains to 
this day in both amateur and commercial adventure seeds and modules. 

• "Mini-Supplement #1: The Dominators and Quarks" gets reprinted from Issue #2. 

SUMMARY: The seventh issue is Mark McMillan's personal tour de force. Knowing that he will soon end his publi- 
cation of Time Meddlers he presents us with perhaps his best work with the TARDIS supplement. The other ele- 
ments of the issue suffer a bit as some of the ideas seem a little less developed and in need of some work. None 
the less, Time Meddlers maintains its worthwhile style and presents new ideas for players to use. 
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¥ TIME MEDDLERS ; THE DOCTOR WHO ROLE PLAYED GAME FMJZINB 



volukf three, number two l whole 



NUMBER NINE] FALL 1996 



TABL E OF CON TE N 

1 . Ed L r.nr ial ■ n . * ■ ■ * 03 

^. Quiet Observer ■ °^ 

■; n. DdwE?rtr ] {Adventure, 
3- Patience At BamOQO Forelt , - --^ 

A , The Tohun , , + + 

(M. DawberJ (Foe File) 
5. Maps for PdUlence At BartnbOQ Forest 1-3 

[ M , McMillan] iFoe Pile ( 
Siiperbclngfl [TM ClaSilO Reprint] 16 

(H, Hu^cr oft > (Supi? lament i 

Artwork ; paqes 1, <T i 17 by Michael Daw&fir 
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PRO DUCT I j^M CREPT Tfi 
FOUNDERS: M, McMillan/ S- Dieter 
ED I TOR ; MaYk McMillan- DISTRIBUTOR] Zen FaulkfrsJ 



Tfti* is a non-profit, amateur producer* dedicate to the titration 
dJJ J promotion of both "Puetoz Who" and the -toe tor Who Rol* Playing <?a*e"- 
fl* attempts are made to infringe on ^ypyrlghts Jatld by the flHC, FAbA or 

° tft *"u material c*nt*jn*d herin Is copyright ISfffl by Mark NcWillan, H* 
part jnay be reproduced vlthout the expressed, writ tan consent, »f the 
editor. 
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EDITHS .IHiLSJL 



Welcom* on* *r*$ all tu pcob-ihly the Last i*5ue oC 
Time Heddlar*, the DUEPG fanzine, 1 have h*d enormus 
tun e^Lting the 'zinc? but. time han cum* Ear me to 

say gocdbye anrt thank you to all who have contributed to 
or bougftt this fanzin* through its rhr** y*ar e*istancc, 
I'll probably tuzn to Starting up anothtE tannine 
sometiff* in future but it w*jii ' t be solely DWRPG 
oriented, and It won't be for quite a while. 

I aih, however patting cut a "collection 11 i Jiue ■ 
Trie reason? No, I don't want your m&flty- The f#atOFi i& 
Chat after a few months *ll issues oE Time Meddlers will 
go out Of print, ITi putting the best into a collection 
which I Jh*ll be giving to the** people: tfiChJ+1 Dawher, 
Steven Dieter , and Sen Faulkes . We tour shall sell this 
copy to whomever want* one, S-O that TM ah^Ll not vanish 
frum tne face of the Earth completely* Thi* iaaue will 
never ^0 Out of print, and Zen Faulkes will bti the only 
one actively ttlling it as he is the distributor. So 
when nine issu?[] cjE TH become fanzine 1 lector i s iL*ms, 
LhRce will be one ex<:« 1 "I ent issue out thert as an 
example- This, again, *hall not appear EOK some time. 

Ec> again, this final issO* a* TM < unions someone 
wants to writ* pe and take up th* editorship) says 
goodbye and thank you - I think we've done alot for 
btfRPfi gaming . 



Tltfi-e Meddlers Periodicals has just released the 
second and third Issues of Travelogue * Each is 
available (as is lAStie one} at the prlc* of *2^25 inside 
CdnadtJ- "Write to 2cn Fjulfcft* £or more dcLdLl*- E3l_s 
address is; Zen Faulkes], Apt, 10A, 17S Columbia Blvd., 
L*thbr Ldge, Alberta, T1K B"? (Canada }. 



A new combination flHBFfi/pw faiiziri* «dited by Marie 
rtcMillJrt, W4tch the classified add in ENLIGHTENMENT for 
future 1 nf orinde L j nn - 
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Hat ten 3y HL^a^l Dint-r 

Dittircu nrij. 

ljtj firuia ]£ J? jJVeiarkabL? jpllnu iLar 13 the Hlle 
Duct CLiiter, several ttaiHud ^ - 3 ^ t years ayay la i i Kartr., 
FonrU pJdiiel IS a WTld rich l: ^e IctaH vhirh jr. 
avercrouSed jjnri itjrvinf Li r-th dp^p L * 1 y fl**ds. [n "hp 
Y*p 4B*5- a T e r ran rn]unLEitLcn Tnrr* Ljndb-d ■:-n JDta firui 5 
1Y r yllh tit Latwt to Ihursijghly exl-aere jn( U< 

itrr«ic]i, 

-fflevrr^ -Mrt Lwg aF^r t^r r app-h-e^ a stTangp pLigm 
hscan to sprr*t thrGuahou-'r the luijns. IL* on-jln vas 
unUtMt but it bf9*» to rapadlly hill IhP ^puliUan. 
UnkMM ta tHei, ^acnen uer=- -3 1 -50 ^Linninp ta expLtLt 
[ota Gruh LU 1 just aether inquest in ikeLr lop| wr* 
dtjd.nit fliruirirl. 

Hei^f the ccpjp'i b-irfdCE, ^pe fehd F?.i diMfient 

■ ^ijecTivp &L 

Fhe pLip^t iu^l prEnMt thE DriLs* frni jMiroyLng the 
Vjidii seit:?i?*t *ith lhejr rndear ytiitn^- 

fhe payers' "^"[[S MjLii ii' lve ai a pji=tt irjp-.ti "ieJ 
it, ]flti Gr Uh 5 ^ P i Ld-ge udt G ; ocpnnv The J ii& 
CiLr-iNLiji 1 r Bads ^15 and ^he itK^pnEre L5 I huHhy Hi of 
0*yjFV jiiU nitropEr- T hi pjdiatLai count Li jr tu j 1 1 y ~*Dvtt 
that ta-rthS, hut the painty ii j ihdde ■ i gher - fti tht 
scanner, the pljyuri see a ruu*d rtc ^ *hure, 

^PE*LhL^q yest and suutivlSt JUdY 1" T GJ ^r-Pi. Briind thPl- 
a jagged Line of lOlintiLis yi« Itdi the surface- ^hi ^ky 
11 i f]oiJLMi daz-Mnq (nyr F rM*Cta01 *M1 W 
needed I ., wd the air is tr-wif.jlly m-ib. 

SEVEnL utjielres aPiy, the pujtrs ha iee i Large 
iHE-LileiEnt. it ii cmpo^ *t a J e. r i ■=- nuiber tF bOij 
aiiildiiigb. 1 Lf-?l V ^]ictL-L hj^tofj rail vLU itll thl 
Tim Lnrd IhiL the r dTE nl T^run or^ih, prnhfaly tvordf 
tis 5J Th cp'-tiry, "here arp « alhir ts^n-, ul JiabLtitLcn 
h- L b i □ I e . 

yalkir-g to t^p hj^P \% i jcnc] hiu3; it is ilio^t thT« 
tLLotetinr: jujy I r ul the TARDI5, J^rnta 31^1 toi ol 
unr^Ldting! ^t^ny lindecapE- T«* hui 1 rii 5 d]] Uak MEry 
nbM, i^d -3rp set Oul tii 1 very crdf^ed ptttem, ;rchihly 
pru -pUined. A squtrr UndJng pi? -sprpil gut ]#hind the 
V]]Li(P r buL "hertf arp ro "/m?^ >i iL. 

As thfly jpprajth tl* «tt]EHpt h thpy vj. L I M«d«l]y be 
d*bU5nE£ 3| thT« huiiii-L L.l J Sld-L Hal Inn- rhurr H QrtE 

icijii ann tK pen, ihr ujdui -ihvj uleL- aeinc of j hi 
rjnk. A] I feUffe* it* JTied vLth htav^ Ldier f-L-s-iaS s P and j1 I 
are . dres^pt in ftiLettivE jwj^nii-- *-d -rtar^j poJariEid 
jo^gle^. 

■hdl:, you sti-j 1 ^hK hD^L^. LT anv gF t^p pljytri 
ifeht -poyei ici Escape,- ^he ui 1 L s-Lun ^hEi. The tva *pn -nil 

IDVE to frisk ihK plihtr^ for MFUon^ pLlCriS Df 

equ^ptimt, Mhich they vill picket . "Caie vip ^ill 
crispjy F liddjrig the Mtj- 'aar* ^* ^«tTjpi?nt. '"he 
ccnandpr Till LdecarEirt thn." ol tie ieh Till 
chucl]E p vi« li-Mt the pL = ^r-i ahesd- 



Tif vi]j*a* 1^ n^t Large. [; c?"5its nf abQ.L Lyeniy-lL^p ■ 
thp ^^jj^b buiLcimj-a, ?ach ol ^hich abnni tnr« ^:onet L 
-i the pLlfErs a r ? thp r^jan^ jf?rnjch, thP^ rllJ SEP «n> ppnpln 
Li. the streets^ il i ui 1 1 jril/f dre^tpd- i"d all ^f^i ■uifuJtr 
Firfi pprwn Li iHu arried th a Laeer p:stnl- Hptl nl thr 
b^LLdings ;jpe large Minca^s, jppjranily tu tihe advarrt i£? ?f jl! 
njitLrdl J^ p t. Lar&? gsnEritar citlt^ run Trui 1 red tiUjjrjL r l, 
□bvL>jily protldmg mer t& this towi. 

frs the P*s %elk thrgpgh th« -=rt 1 1 —t.:'^ aany [■■ the ppgpLp 
uj] I 1 4^1 it Mt players yitr iurppjsp v ang^r, H# wian will 
I PJ-dd h > r *+ tunrd^ Lhd ULLeH tiLLding t^f tounj j. trtntJ-flW 
itarey Silark building. Thi; pLavsr^ hH L L b? T«qhly Utm ins^dp 

dJl-3 €5[Drt€d intD a hTt to 1 he Mp SeVpL. 

I hi players vLl] kp taken nta I spjrta- 5flicE p i*Lcl Li 
Eopiindtpi sy - 1 re.langu3ir «e^a" Je^k. T^p tm iun u^LL itiiid 
f«ard iy th« door P --hi I r thi upii- iuvps >vet t-s the ■? Hit 
dtKl„ faciftf thEi. Sttirpf at I tip it-A 1* a uhite-haired Mi-^n i 
htr iirht-i, -stauthi 1 bualt and vpif hlrd in apppirance. 

"Ad arr Lhtie FKpJe, L?ftEnart Raiilirl-" At w]] ask 
frastly, puling jvif j JahAted coKute T lani'nr is "runl al lw. 
'The (jrjntnur^ r CLuLHir, 1 EuLLiES viLI rpply. Trf CQiiandpr 
yi I j iccl: Jit pUyt-5 col f Lf . 'bo fou haip jny tijjLana;ion t-3 
#FlEr 4 or yDur^t-lYD',?' bh< y l I. l a^k. T^e- rLape^ ctfi ta*j to blu4 
their aut «l the *Ltuali*i, M LMHiider is rat nttpUi 
tc hmriuT j: ^his jartLCLLar I5*ent. ulll bcLdie =|_Ltc angrj 
LI the Kt dg nt fully t# QpEnte. 

'Vff. are rps^on^ibLc J ap ifr*ddjng the pl.i-]ue amuri >ji 

I e H r«uUinj in :h;rt> <;p*w tj^ujlUti ftit cf nanptj^^n^ 
ptrEcnnrL, Cah^ftV 1 The playErs hill, nT cnurLt, dEny, 
wvi^e yoL to icl] h :he usulute tru;h. As nation camnis-r i 
a hostile s*:to-, I we 1pe auThDnty to execu^F ui^omb ,'u^ 
provxa1io p - Vcn *rr iinrKC:- stered 4f s^innel -:n 4 v Aa " jn 'i nK d 
caJuaj plane^ can yw till ■ «hy ] tfL-jUn't d;spsie -=r yuu 
nou?* 

Efl J nPD l^vf idn r*ply , mother Guard vi 1 1 burst LH the door. 
'CQiiwder!' s^t fill ^ip, ^Another ta-iaiLt^! Doctor Pirkans!' 
"he CraiandEr pLLI ^pgird the ^I-d iCLly P 'DLEpc^e tfcr* : " ihe 
vi LI Mip LElttunl tuiLies Till itm <"t hw lasEr md ihggl 
th^ PCs dinrtly. -■■ 

t?sn\ii - CYBESWT: 

Sdif ti« Idler, the pLayErs vill rpqnvcr ld 1 darkEn?[ r:oi 
It Lb onLy ib^ui wz lulres square, and ihe playm are very 
craif^d. A slrg I * r ^ifl ul paturaL LL^ht penPirilrs 'rci The 
CPilLag, Tlw li - is 5.311^ ana ntjl-- F Aid Lhe teiperaturg ii quLU 
vlrt- Ihe- pHayws mi3L I i nd t' have aeE r > aa T rhpd t:\4urfGuqhly 
and p-^hlyi all -uLll *m br«Ls<^ and 5 l : ■■ E-«iLid clotliLi^. TKe 
r--.-r I-. j ed:jr?. = = 5 w.v j Lmy i-i-T?: -ind.-.y ijl v_ - = 
«itu a liTlfiitd p^-s-jge. 

As tne> ^cup jr^iidg thy MkiL h^r -vniuunP jpprgarh tif 
e^&r. He it 1 ian in hi^ ta-Ij t^wtie-s, uith l^fl^lih blonde 
and - .lqiuliaw rime. "pVff yw ilta^tl" he *il] nkn "Thi guarf 
sosted you itcfiL pretty violtntly, 1 H* ylLI look « md da^r. tb 
iflrrato, and t%4* 4pu the rJm r Hp aUt i tray uitt ^ rlailiC 
cylanifr of water and &nt ^pph- tdbJet :or ?5ch of The ^Li-efs. 
n L] vtM j vay& intn th* cd! md gentry &et the tr*y 4m sn t 
ILmn 

■Dnay Nit idb]*ti^ ] p * aTritih [ hdiu ir&i flyseN,* Ht *i 
it^aighte- up. "Di-i ym re-ally hi LI ill Our pMfLe?* he vtU at 
M tcep hearLij rpptrLi dbo^t sijv^t ^on^, but ^ne 7akES t?"j 
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srrioL^L-f. " He VjIL -:-t ho itir tu fi:uCLJjte fafthMr r and 
Ulll t«fc# hiz ]cj',t l "ay Ihe Hf|f r 1 he vi-tl add, "iy "ife'b 
ILLI-.rse, Hye* Hj|fcr*t_ a Hi vL L L tl*se the door and ja I c 

"he 1&DLft& Left li& tt lite «h p md urr appn-ntJy 
SOIE- iffl pT ^ tjriL p "it r iLeU vitULrt IJ5C. Ihe Mater u vjn d 
und tastes as if Lt ^-s hppn tk filed, 

Afl 1-hB p-ayefE. tl<e 7hei F thny vLK sejr i - 3in* 
ruct L i -ig jC Hhu djuf- A IPtaLjL: iCiit t] icg *minJ ua]L ?d« 

bac t ind forth, and tiwi a btrimg sounc up 1 he dcor . I 
feu £*:*fids ]itnr p i pom^d iPtiLIk ^noi_t yd I j jcp up 
ab^? the level or t K P .mduv. 
4 Cyber lit. 

Tfct nEikhe cruture villi slither in g#t«ppn I he tdM 
of t hp ^indau jnd drop td the floor. 11 L I the-i begi ■ to 
'■:i c ta. on IhE nparPE-t playOr, inn ujM l audi at Ely Fall 
unfWLOUS. The Cyberijt uilJ tMn pfeLPPi La SiP next 
■ib-^i 1 t-Lt player. 

AtJUl a II nut B lit*f, Hypt YlM rrapEir dt 1 1* door 
ag*Ln_ He ua3] try Dut, fling t' p "f doar nfM, jnd ^hudt the .. 
crEatHTtui'h his ]±bpr aisloJ. 4= mi 1 1 c^tinur to Tirr 
untaE tfe creiluri it seid. 

Hur-E hasp pEr^nn-rl irill Luie running eoti a-tar, <-.y 
ul the jLayen vha have :enn hjatpi u#€djit*Ly bpgLn to 
chflu iLyib ul an ]MEntP "ever, u:h bright r*d Jsfij 
Kadiali#§ Gut (s-ffl thn irtj. uf ihe r> be^iat ? -e- b i 1 e- 

ThE Cwiandur Mill a§ tr* cell door, an: look 

vjlh aiizwent it the Cytprjat. '&* f Lti lr# h B *p 
■.iipurb. h [s it possible thP-Y iiiig;Li^ the UphLce :i ui;h 
Ihum 7 " Ik* af the guard* vUL vhiht h l e heel. "HaLicrEip 
did ynu brt the* wth it? 1 Hal Frrir wHl Halt fcfl 
playprV 4ii«nc«, and itats categorit ilLr ^ Kit LL 
attacking thfEt This unit te> thvioii- :1 my n1 Lhc -Liyers 
have beer ii tt^i. 

L Hhat da >cu ^n.-u jboit this iniiig? 1 ihp Mill itt the 
tiip Lard. I l«*L EE Sal m tie History ^0-11 uiLl ib-L that 
at i^ a Cybri-iL, and that n <:peraCLRg CftiEriP cjnr^L Uu 
iu ayay. 

^ ; he ^Cs pnliin, an fafl^idn yshL be hpi r d frw the 
vftt*-n edge li I t^.p tpttleient- THp vh-.'i ul t his dei^ ending 
vp&tcli uqll 1nh tl# aJr and L«ud laser Ut* mil bEyr. 

'Evyrygnp 10 the Landing 1 Ihe Cwiandrr Mill 

bL-rMI. 'GlVP thPfl *ipnni!" irt* i J J BPM, pointing to the 

ptJii-cri. They vih bv gir-tft i Uaer piitoJp and bt 
CjrrLri jlung by She iii-rds tuDr:5 thp NnCiny jrpa. 

ley yiii, houpvpr r ^nan be L-eN -3 ! ■:■ f e- , ai t :r E hui^i 
run trords "rhE area. T-^=^e arp 1L^= ^hipi Ln the general 
v. ■: l r-i t j- -:F Ihe landjng :ad, vh;^ i^p nhvioy^ly 1^ 
baU' e:ruispr*. Thp utm fur is «l Cyber w can :# "L-n 
difcudlAJ frai the airtwli at the Nutans tfp anfl fick t*« 

Hypt Hdirciee ua J h run up bpsLli thn, |tw|ht*si ard 
explain tHat ike CybEriEr- lave de&tr^yE-J ;hp i#npra:tc?, 

without /ich thfly jrn uriblE Lb fEEiaTZ-e inpLr libpr? nr 

ci]] l-ar help t» another »Lautt. Hf| *w totaLLy cut 
o-FF. 

CPI5DDL WEE - EhWSr PH; 

the p]jyerb react to this b«s, j volce u:-I bhoet 
'Do not we 11 bihinri chei. TurntH r they vLLL Fiirf a ^-ti 



o J Cyber^ni an^tk^ Lud b^ipb tad Jinded on ^hp ea^r-rn side a": 
the bEtLLerient, Jjet Mill instimzivuLy p«th lor his bS alter, 
only to- be dirt by j [yQEm'. Tr* CybprLpdiE 1 , d;i-tinquiRi*d by 
hJi bSa.cft hE=:-]sar, ua] E I viri tha ■:■ L H e r 5 players to t r T*r dove 
Lhejr #tdpunt. >^ arp t* bt tjjin back td li* 'base 1 and 
cavertri to Cyt ptahi . v- pliyn^' capons Mi., be dP^troyEd^ ^ 
th*r LhEiftel^Eb UaLL bE hprded Sack to tht IjndLr^ pad. 

The pljysrb vlLL ^ee tha - . uny n1 the huunb ire aJ ready 
dtrf. IhE CyberJeadPT vill tvo-id ariit ^1 ^nLeiibP ;caba^ a\n lea 
the Ks ^ Into ofie «l thi Cyb*f %Mp*< 

Ihe pLiy*e^ ui31 le lead thrn^h I lAort unn $1 blait 
corridor? to- a pair -ol large doors P Ihrongb. viich \kvf y-ilS It 
5hovpi r Bv^fid, therr H 4 rcci aawt 14 iptrei sqiiT^, yha-r^ i¥ 
obviously e-:** lind Of hldz^ arei, QtFer tiui a m<fnd dnor j1 
Lhi k- end dJ th« rooi F it ii ban, i^i far Tiiit lightly 

A riH urates later r ^evpral icrr huuns vLII bt J ragged Ln, 
all nl ihei hiv* bCie injjTies. Ann ^ ihci, i jcung t/oian, ulU 
run to WyPi ii N«i £-1=- iH&E- hii. She yill «y "hat she il 
lurrEh toys, a |cnJ friEnc ol Hh'rt'E- The tyo vill hpgin tu UEh 

uUt tt5f ui j L :e intprrupt^d. 

Thp betund ^-Mor yili! snap ^w, rnEiliny Mree inrt 
Cybpritii- rJnp c< EHdi ml-L conand iLL oF >hp Kjnaiib to iove 
th Y OUgc thp dnnr; L H jiij t M 1 5" H they vLLL all b» dc^rnred. Al- 
they irjie throup th^ rinnr, inrp huiar.t yLLI be ;j=hed trough t r 
lint duM l Dne uitL cry «t for hn]p p |pt vjJ] hr struck by □« 
41 Lhi Cyfienen at t r e door r killing h:i n^Ldntly, 

Thp oLhpr dnor gL-es nnto a *M-ht F i^rl pipage, Lsadinr, 
^Lrtctiy t^ 4 bingle :«r. teyonc i^ t r Ldgc □! Lha Cybf Ehif 
It H quaLe La^gE, ui tt a cc*t T al «iujrE drruigeient a( cons-^l^?. 
n Large uannir iireu fills an e#tiri r*r vaLL, ybich sho^ i 
VLPrf af t^r i.rnjgri gDMg on Dut^o>. Thcrt; i-tf abDLt a dnzEn 
Cyi-nen L r the rnni ? Lm:ludL^g one huqe onp th-i-! jb 'icinr^ t p a 
itrhM, It till turn ii the. Ks ater . 

[Lb Cybeifontr^Llir. 

;he huf-p Hgtra uu 9 L aavp ever t4> thg plan^c. H idJl S&rf 
briplly dl Ei-::i one, but Innjrr j: t'E Tue Lori. It uil I mhi-' 
tha-: b'hp hjii L^e- bearing *f a ^pnnor bamg, bat yiH k-( gft- 
Hhen it h|i ItftLbM^d thi ^ Lt mi L L lur* ayay frfli thn 3 *M nk li 
jny ol thPi have «y InDyLpdqp n- lhat an-isuaJ o: "eci, H# T(rn 
till skw a pittire *f Ihe in lAatiei sha^ its ciiaielpf 

zircuit CikM, It yilL -aay thai 11* tpherip*"* scannF^ 
■ietectpi ^mp knd diipi^iona; anniilf viihan Lt, but ^t ^ 
psact natve- nT it- It uil L coiiEnd r M pL*yff i t« tell it yha; 
LI 

Lf tht Tin LDrtf tbvbiK that II H i Tlffl[B p the 
tphertoitjo-ller ui 1 1 I* ^rp- In^er^ted. ]1 t^he H#Lgn* 
at»ianct h tha Cyber c**trontr «ilL conand t^at ;w t-F ihe 
^erieft t^ki hoid o1 the TLh Lord r i jns. (he tjtprcantrgl Iff 
MLH dBlipni to> tii.]y v-E.t LI hs r or thi CsrhpriEn uj]1 rwve 
hiE-i'hef artfr Thi p^ir-ei lay de alLa- to resilt Far a Uiwl tiae 
bit vlthkfi 4\ ivt iirotil Lhe jmn ulLL be so rntOn^t tkit s/ke 
hi EL he far-:$4 to- tell thi truth. 

(ntt Ik truth is rr■^.^]rt^ tht CybercontrellEr vlEI nrdrr 
t^rw or tLe CybHien tn acc»(any th T Tue L*rd and feli-'her 
LDip ifiions tu the and jaturp it. The r»L nl f* huiE.r = 
ln-iuding U^eL and nurrpflp vitL b* t4l«n avay and corvprted tnto 
CybE-raen, 11 tht "j^e Urd d^PE not ^my, cjl^ ef hi e-T fc e^ 
ioi:anion5 vLLL ilOuEr dEbtr:yerJr ho arquipnt ui 1 1 ^^nvi-ut 
thi t|bercontrrjLLer to ilto^- nl the iriher (wtans t* «ttl 
Ue*f th iy -ml L L have to E-tay liAinil, 
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Che hum i vLl.l be hpirdri bid t-Jtrds Up MRPIS- 
thq pasi ll^n the sptt-wniL, k ,h^ ml L L m u^t ^ 
tp» Jiuians arp frit * tjpt*r*i. ThEjr Mill, hm^er, stiLI 

hpa.r qunflTP Lrt E-pifl^Jl Jm^ 

Rtt grOup Mjll ■'lln pd^t the hOi'dM Airi tHl y ? r * 
aib_* p pd Jnd uvur t^e :CUgh ^Errjin bjr.k 15 the T^uTS. 
Hnwpvpr p before Ihpy jtt Lhere, ancthpr ^-nd mLL iiecoiE 
juriibiie deve khei, j^rtdibljfp * *phi*g m1 trdnnjuini 
p|jr- :i . L r deluding lr 01 ih-jvt t i^i , cover ?i in * p hinn dI 

rftPr. It na<; J Idr^E P r5pellnr, 15 dlli-Lt tp* *?t T PS 

iii diaieUp, fh< rr^ tKtian riut jppuirb to ct a sea 
i^c a; t p -t central pinEL h navigating th* jirship Hoih 
twdi the f L-a^KS. II hL L L II y OYprJipad, ir>i land i»j 
Uic*L djbtiice WJV, ri^lawn^ LhE PCs- ES p *pr fr □■ He 
CfberiPn i □ L t j 

Otice (tor r *« h i^i th* fclsa vifi] F*** fulL V IDtLai 
tiN tc eirier thp jLries j re:tangujar QK^ay ?p&nt hi th± 
5tr??, t Hp crfiturs l= about thTEu it^EE- ligh, and i r - HgaL 
£fp?i In colour. Hi lice hd& a tnbn-hke louife and JirfP r 
unblhAbLng grm *jrt*p «-h i c h gL^t it a I got *f pwpetual 
tirfrrw. [I has ei#t Li long tsntddiT tr*iiftj f-Mi its 
chntt r 1 i o1 Mh:r h art uuup'M cper r - thn rcn^ule. 
Thr fli^-^l tan SEE t p it the g:rt£ is parti tinnnJ inla ^ JO 
5ECt%rr&, LhE faPYdft Jifl rnn|*L*Lqn lutfir, the -?ttnr The 
eng-np t? punier b^a*:? the unLjhL. 

Imp EJiunds of gunJirt 4 J 3 1 Vegin t» i&rt eJ.nir; to 
Ihei; ihe 1 1 dyers, dre writ to- ^et *sird, irtt h 

although hr|]) tunriwE., ml] st^le Jboarf thei. ihi 
qjobe yd ] k thH rLi» quiptL| into t^ an turn trt^d "he 
•^4.. LnsLce-, thv jir Ji KaEt and huii r tht bhMJ af 
tht -riU. ti llwtri by motbr p^A^tlc bdrrirr. 

TKp r .p e Jill i de 5H^thly u^r the ytter, sr..? th<n 
Ilw btlw \M tirlue-. 

E^]5BE FDUK - na;y.. lEHLftTH IhE 

praprilar rfhtl sving *Tfljftd hihi*i the ]lobe a ^ 
prospl i-i under U&tPN The ocp-t i'- J detp ^' EE_ i 11 fn ' nr 
Aif UT|ti iyiienout e-e-3 creiti^rl Cllilgr cbser^ the 

dEi -t K'-R? by. 

The trip cQPtqiuH fu ^oie- tins. Tht petiiuri ol ttiE 
Mittr iui nol seei t;o iSffil thtD, dfrspiti the 1k t thit 
thpy »rp diving dEEpEr i^d dppppr LniD LhE >:^dn- 
EvEnty^Urr thn I Lghl ^ reduced t« 1 iiinl j^eer jLw, by 
ilnch p hp ahY flT -^ LJ " bicfl- ^ee, 

The r L:b? ^ntinuu-i kti journEjf far h>ip tiir 1-ifLhur, 
Ledvmg t h r plife Tr i ■5 i ;ri r c»J in CDl* bLtffcneE-s. Dj: tc 
suddenly, *1t*f KMtLng d ^Lgh rids^ 1 bedeoj of Lk|ht 
vl L I bEcoit Ti ii.fttt> 

3e I OM t p PI 1 ia 1 ■. - L ty -57 r Pt C r H in 1 pur I Pit 
^lii 1 thipE. DeLLcdtE bu^-f i-'Qi of iuktL-co] wid c-Or *l 
ILv Tldt *Y*nut5 d itt Lit by tull gruu' lighu. Thei*gLt 
tuLt K-3-iurp at h-iit i (iJoiEtre- by lpn^t^ -and a*edth, thp 
H^ti crtdting d bri^t green uLe about thi y^olc, 

Ut q]abe uiH »LI info tht city, tdvrds 1 kuq* 
5pirdi tvm *i wjnge <itiLi Dt^n vjch d-zbes €Hi ba «in 
in (he utter, -u uel] II «fi]f iare BcE« atltUPit- Ihe 
glob* mzSL wttLe into 1 ^iriular m i* thp tgv?r p pd 
finj]ly atifl. Ifie Oolsi vUl turn to tlw pliQrar5 P 
direct -hP P to iL*p auL. 

Dut5:c^ t'.p^khe, anot p e T surh pluliL aherE ue: ti- 



lt canCinii *Ljht urtieryatpr suat^, nth hung m 3 EKc v dte 
rdek. !he Dri» v^U iothai thei to piter jnd cbviuu^Lf don the 
laLts, tee an, thp Dohd jlII ioUcn t^Ei t« tttp 4ul or 111 
MLd-. mils siorL gerfsttLv M in ii^ikl^i 
(faltwnfhi^ 

d H«iourEd fTfttlng-f. 1 hi pHt ia^ the ^uits Dh-kUj-fiL/ con J -i 
d ^rtnlilaur iP^LJi. T p p voi^p h p ,LbilljuL 1 hul ittir. They 
can spf the Doi^i'". tube-] Lee iDuth twitch at the pdgc-t m it 
sppjllr,- '[ hap* !hr lUl^S 3 T e ad=qudtpf VP JiJ« «ark«l 
p^tin^ivplsr on Hie duLLqn." 1 eec^J QdIsb Mill uvef t« 

t%3*, dnt P LC( UP Hytt, ' J 1 1 >J 5«IS ti hdVP fdll-PP WfQflcjOM*- 

h Vo_r 'MEnd jLLI ip g:wn -.uir iedL:al aid d? uf tj.i jFPnrd h:i 
;ne j lfs: DoLj] u-L L I rer^urr t^ti. 

lh< QoJLa dVA -Euii through an :rlerndL doorva^ 1 dna" en^pr t 
(ornlofs nT tQW. Bf ie vaLLs ar* indeed inllrflr *' urangp 
£a«ji]p hnta yhir-h ttiip grHn lights hi^ set, Tk Idlli 
trdvel P^nd the in circ]p P rifl*fl *L**Ly up thp iwiie^E 
{ft the tmr. The Ds-Lsa v:LI I ear thei ip W^Jl IewE^ until 
they arrlint dt i gale niiel dcor^y. 

"HaLt ^e^e, plpa^t, 1 hi tILJ tdf ar-d En p pr. Thi pliyen ca 
it* a LLigLe flolsd 01 guirl Lhe toor^i>7 she 3i tarrying 

lirije Jie.pi' pistol, ana j hruti ru]Ly-Lral-rEd 5«rd. Thp Dt^e^ 
loLid yi E I return to tt* cgrrldOf, 4^d (*U th* *Cs to go L*. 

[u^idp, in OcLsa f Loit? at 1 n-niriLdn: dpEit of volra"i-: 
ljie-e, yh^ p ^ has - lit ;oiputsr tenlndl dlop The flol = a ls 
ahjhtJy suIL-pt thdn i-hf pal her onii, and uedrs a Largp, itvvt 
^.tEL irourrf Lt! kcX oil d goll thii*. tt irtll look up yith tUd 
pprfrtiul ]uuh ti surpr3f>=> the fclsa 

a ^h, hor-s-r?; ■j'crUid.s, I'pLIov asings,' it mi It wj 
-d ■ J l d t L > , suilching -tFf hrr ■□■puLt?. - U#L:iie tn oiir city, 1 
Lhr PrL« HinjFitEr. Hed^t bp ^pjtcd." lht J Lrs; DoLi(dhs hd^ 
iciPri ck^jrf 4Mir bAlnd I he pldyni., viL^h tft dlsn titficalE^ 

rj?VPi. 

p l hsg? ycu ha-^E leund SUT Clt P plrnMng r r sht yjil t]"-. ' 
La^e ia[-p special prrjlf-a^w for the cay vtm ;thur btLftji uoh 
vuLt nut uwLd. The ji-jhttp thi **LL5 i evEn tin?s* chairs *i 
iLL pjrt 44 «u plan.* She vi-M jjILoj ^ne pJiyprt to battle ^ 
Tflr 4 uhi3t h did try aM ansupr any IhuF quE&tLwis, 
EvEntualJy P sfct vUl i*^ peraups you *an ra#Liin to he- ^ 
iE. riflpening o - trt murine. Hp hav? dEEn lonivdr^nq the '.uMn: 
crriLu-es lor tirip tjiP, m uulL as tie cthe T beings froi 
3pynra- _ hE 5urlHP. LiE dpterTpd ynur irtEence dB SUKtHing iLii 
soiECbi.=- nev to thp siLuitLcn, ani bro^ht hnrc hop e:, 

dn iipartidl observrr.' 

i'.f "lill yii - uiti-1 t\t playprs hm paliuitid theLr 
n[rldinitt«ii. "[ 5ep p b shE fill My tnaply B "Ift iusprrttrJ 4- 
«ch but Lt Li Jiludys jJLfficitt \v p-udi^: *hE *f4di-iour thi 
ht-VdtEr PftjLt. FhEjf are » firihfnl/ ShE vLLL im^t ^ji 
lr« her dpst, ir^ Fji(p the Pter 'pr h^d prev:ouiL f dstided th- 
1 1 these creatirri c^nhhed vith thtii petty iHkME-, ve mdule 
hjvr lakE Kttv* jgfljBit Lhu. Hp art L«th* In do sg, bu^ 1 
■u-.t pj^lect our mid/ Shi utlL p*Kt. "t* hjvu Headed lha 
IhE vrly "y to soL-^ th? grobUi n t-s »tLLLzi our n^Liaj 
veapwThr ind diilrcr thei, 1 

Ensja Mil - nm of A-cnLijLD:qH: 

Ht P?1 are obVL«USly In a very dLHiClIt sdtuali"on P "They 
have no *iy ef lelM^ Mho 1 : 'ias hiagenel U tl* luuns or. t ft p 
wrfnta th*p ia\) havp =pfpntf# Lbi i!ybEriEn n or they ny ill 1 
cpsfl Tdkp-^ frrLianer. Despi^p thj^ i nbclear put^i-ion uaH 
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djuee tbt jlin^pherr ^ posiLiLy eve* *H*(t ^ GoLu 
Lhu^-Li^. It si v te thi pU-er? y^L they tin in 
^iti»tp«fl> fhey en fcrf to the n * L " 04j! * 1 Uiin ' 
Lheir H P =.gcnv or ^he ?:< can to .uLve th R prut Lei 
fchpiuLK*. they -an LrL Lhe DoL" USE th? VPJpfl:^, but 1* 

9i, try oi talk thei lit it. 

[I ^he- try md talk tie- Mu *it of i 1 1- thiy rill 

r,ffj j vBr/:ccd arju™:. me lug R§qctiafctiPrfiH**tfy 
ruLL-s at Livtl f], ud Tyquir* the PC* t* givp i goal 1 T«*on 
tD th* 9»H* uhf tfef (hmi]dn r t u^e wLtu uttj-ons. 1 J 
thEy succnd, tie dolsa P^i*t Fillister viLI rir.d&t f but 
idlest -uibpr 3 1 :t tfcit thl Pta go and trr tg uhe the 
rnhlci fctraelveii uth tie iajf cMdHiont. EF ta*f I'-lL p 

[f ihrr ta try p&! uJme the p'oblm iheisphrt, 
tit Ptt wl! ifrtp tc Let the *Ci Oy- She mi 1 1 flivp hs* 
on P i W | ]D[iL tLw (aboui ^ *imiiBiJ ta do wnlhin::. 

11* PC-s uall fcrw **Ld is ti4 Cybrrip^-s onir ueaiM^. 
;r t^pr icn-rjDn it t* ti* PriiE Slini^i^r 1 Eie will flay irat 
quid is i cMiunly u^pd tLeien* Li Their society, tfd thit 
large qj^tjtjcs oF it (j* hi- easily rttlintf. ThE ilayurs 
-an u*a it n dud fori to raaidJy iLipose ol L&e Cj-je^ph. 

TherE it nn. gua'en;pr tM dEstr^i-g :he Cyber ipi this 
j.r* present ueU ff^nt ->■ rHurni*f. Thl *n« Htpirtl? 
say* r '-I t-Nej" rptur- tc our u^rlrl y? frail dpal ^l1H than 
in fhp «ib »W to W. 1 

ThE lint fa] sa will ImJ (n?6 batk lo Lhf fSifht du L k. 
'.hnn -hey iTThc- Lhere, Upp vill 1lnd fyvt *r«ent p wiltng 

Lhdl. The tldVE P ippjruntL*", nsn^gr; s«e e.^?H 

tr^atieni uf ^ii vrt*i| the ptin 4< Iws-t h^^ tr*n duttfd. 
ThEf vill also firi i LirgE cyLindlr m q d L -d du^ f uhkh 
.:oRtiL*i ^hiut to IstrM. l! hn ' «pl«i** ch^f 
that Mil 1 1 bJay bhE dist «it into i 1;=;^ ^Aid thirty ikUee, 
in diiietrvi 

ThE flTit Dc-l^d yiH ttU Lhc Ft* t* Iim the &*Lt^ in 
the cLhflF q:ot? *«ALa r iTUr riich tht r «n entrf the ship 
Itbe «ter ^it TLDofi into the 1ir?t f 3c** is slwly p°"H 
uut it th?y chmqE], Ttt ihip ^lLL then iM^ir r^it 

n f the t-ii -anri bjLk ]nto tht gplft ^i=^n. 

The tflfl b«l Ulees i Li till Iwiger IhP the trig dour.; 
jpp.irtnctp-r the pritsure uljurtifht lw littLt «fp 
delk*-r u th? vif b-ict. At sqqp 44. tity pmtnit 14* 

*=te T '^ niirU^ f th-Ey rjn itE thdl i^^t d - the &1-5P Up& in 
rtLns, Thprr trE m> tlflnT OT hun lifp myuhEr?, Mytt 
hi t L le- YEry dUtrd«|frt. 

SV "h-ls^ mil brtn| the sVi) In 3^ ^ tht if«j 
idny k«n rm-pu-5 can :t iim Hittend je-kiI, ak[A| vilh 
^nveri! bLd CyHa«n. Drf if tht tjh^hit* hj* i!iHf been 
iatlrQyid. "hc-jt tuinly CpVTien irt ^ithErpd it the 
Landing p*4 H r*CElv[qg inttrwtlans iro* Lhe Cj*srl**dlJ. 

This ih th-B ?+r 4 ect isr t pL. lhe p:^i My ia L--* 
UTfr Lht CybEnen. M Jrcp thr geld dust baib (frrt onto 
ths-n. Thtf e11att& vi-LL bs- iiudL^tt and fwianpnt. 

n.i P^-fe iust lake * L^U ]V talHiljr roll, U jl 
^uUEEis, thi tylandEr vLLl Fill a*ick inlfl thi center c r 
:hp troAi ef tydenen arri fiplodd sending 4 tJoudt tf )0t* 
dust, H Lt fdLL^ thn bu« lands itr tc unE tldP and ^ I 
Lhe Cyberit* Lli? to wct P ♦* to Epii^t Ill- 
Host d1 thi t-jbeFien vil I be dEttr^ed -in utwids- h 
wfi ji lhe ^tciud to 5|>r«di ^bi huuns rr-*H, 



jttjukLaq thE t^^n Md tiling ihElr guns. Tl* falsa uLLL i t 
the ^pKtrfl rjaun »to on? Ihf uin rwdti alJ4ii*t thi Kt to 
CitrriATlu Et Mill thin pLfctt thf IphtrP bdit out gntr thfi OCtar: 
ind due bpr=Pit> Lhe surijci- 

ay the tin lit ?Cs rwh ta* -squirt, jlust aLL o-f thi 
C^iEn hirp bppn dHtroyM. rbidri^ ^rt Fl«djng itto thf l*ips, 
jUatting ajJ d«troyi^ thi reuanLig Cybtrit*, Thp PCi *LL1 bp 
lit p> Lhe Coftundcr, i+sftirrj 4 bJd ihoulter v«a4i "ho trunk* 
thei For dp^trgyiti the C^iem*. Shp -"ill lher, t=? that thf are 
irss to 30, at ^he t^rjn^th tilt not w *i the C}**t«p «tL 
..'E:r: = s 

The PCs vi-tL ohvs-wsJy it tumprned a: nut *ut-en and hr^it, 
Fhe t«aander vLLI uy th^t t*^e h^ b«n no aL-jr r-f :h KB| but 
thit thpf j^b protitly alrLqhl. Gtii g< the The Lw*'i (Oir*»L«i^ 
£H.:^jLd rwind hi ■ Air th+t Lhe tft^ipr- uy have ^Ip 1 thn rAEDES 
Oh usud o« «f th* C^efshi^, and that tb-py^ bEtlEr rhtc^. 

*y ihE tltt thiy Mter the ihifi, Ihp Cyhtr44n Hive tatn 
vippri ^ aJt^oiflFi not ^ithoit Jjny suualtiES, Thflr wuch 
wnU 1 3 lc lon|; thi TAtHS is «i the fridge, wit* 1^** 5ar^E 
EtT-Trthpt indjtatns bhr D^eriP". jt;pi?tfd to En^pr it. 
Strjngeli there is u ^iga: *r tip CybErcisntrc-l ler , ,„ 

JUirffr- and Uyil vlU widpnly jppear at tit dnar p H€h 
(arrrins a Cjher/gun, Ufil "L LI tehL thM they to 
escapp iFM ^he : r be^pn by grabbing w# nT 1heir ^un^ jnd 
shoo'rir] thpir uip- «t. Ihiy'f ju^t rptfi r^jpturel by ^ 
C^iign lien thiy ftturnpJr DOtl AurrE-: i" l*yir uth be *pry 
cwtlgui ife'jt j huu.L jlecp »F TlO*t of ta-e ij-ridqt, and iri 4 hi 
PCs *«Jl it.... 

gPISDDF ^EJt - DE r H iL 

[f thi pJdyers sc nut d'EVP^t the 3iLsa froi mi»4 nuclear 
yr^ens, thflf uil- KMl trr. huid'. ^cc Ul4 the Cyhrritt ^ dto» 

uih- a con<fPtfitEd mcLiar itriks. Ihirt is k ttlling iflit thi: 
uy to tit M« or the riMES-. lht SH «hnH handlE th=LT the 
hub: b?.'ihp cu. 

II Lhe PCs do *oL rjEt thp hsili on tjT^, lEVEraL *f ihi 
;-ae:iep- Till «ho&t thi faLw s^pt, iwdl^ it trdilLi^ to thl 
g'ru_H. Ih fAt is liWj have EUT^ivEl, 



a^qraind lnlor»ticn: 

Hiiisr D' ^tdri Ln 5yst*i: ?ne 

[ILdr lypps W Cfleep TtUgii] 

Hui:?r or Tiffftlr lj] ?LanEtt En Sy»l«: Une 

Pusit-wi of TtfrKtriaj Hintt: IV 

Sia?ld Mile-: Lot* <r«Li IV 
Mijjbir o4 Sattelitil: Zero 
Gniity: aVievige CL-I? ul 
Dt*trr «1 li 
Hajor Ljnd Arns: Hiw^ toitinenH 
Hajor Vitlr fcf^ T^h: 7 Hajor lhi*t.i 
Length oF Standard aEh (3i) 
■tna^p* lc Dehsl t ^ Ter r e-itr i il 
OjeneraL Clii*ti= Trugifia 
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Horiy rsrr: Fi^ 

liriii: 3 ptheri&NE -EnttzlrPi Tib L 

kdy CovprL^r &*IH LL3 pint* *r*:u7 prnt^Li^nJ 

mi '>>[ WD: Vtir DEIt V 

Spnsc]; bjghfcf Sl?LL 

L- J e ^-Lv lp = p ±^ B e UprhivurP 

C**it Uilithis: 1M1 

CmLLHtion 47KE-I5T 

fir (hha iri ad LtteLlig^t rjti <i\ km cruturili 

Thpy rPbfJilJE ^iP Trrrui SEJ hor», fllthuu^ thEJT ir* 
Uk^ep^ tw tn three ieU» in fet^ht, anfl *j*p 8 jjihenstlp 

Lulled EE- ^C«inq Irul t p .?r chPtt*. r hE DdLS-3 h&rfP TUchEt 
■^ 1h fpnfc-fj: nUClEdr uri^on*, LDljitflr* wLI dE- rrtctir^ 

ind JiphrtLful ifhJ l] ee. talgr|gn*t*Ly P thejr ihO r*urible , 
liiih palsti<iLE^ rha flokhhi Art JL^Lded L*tn- 11 
ulians ri fivt ff* tfikh hm tepl^i ii»lc HHilEi <• tnt 
wj ballon. yr p ^LtajLion is tense, M na aittrpa'ci 

Q - * uj: hdYE KC^rtJ UKtii?S. 

CulturilLr H t*r J" qcneriSty diriy p«sime and 
tor Lou, dnaqp thflf atu5l Ui i^lmt a&i nurture thp 
mtnTtl ^imroniEnt, tt* turrtit pa]iti<*l- mnitim mie 

( = ui*d hy d: I l?rE"-:?s Ln -hr pf«fifvati^n «E rti*ueE5J in 
ar ittewt to tnE wijn^= Cals* hi^- turn* fcu 
trjETsL«i and rar c * ri "f 5 - ^riprly *.l i en la their 
ppr*jnUfc-f Hast a\ U.r Co ha ^-itinnr: hivt qovertsn-s 
liiilir t* thE par]iipntpry lyEtEi iete; lhr* ire 
difTErpnUttri a-p -v^ryinq hU1k*I Lde*la-jirV ft* iiatiariE 
■ife divatii* inU thrEE dcUffln: le.i^| cne dpJitjtr; Li 
dnviraniEntiL frftiffVdl ion, pr&utLrq exploit jtifli- *r 
mturj] i-ELMCts, thi- oHirr ie i ng totally niutral. Hd a i de 
h yillinq to loifntt thpir stand, rpEBLtin? tj j 

]e=pitP t^:i thE ^gIeb rpnjin IriWlywpitpiilH 

■ -,lt\ \ \ ^Wr ppjplPi tA* 4^>:t t« thp pr*i|nre a I thp hDimi 
and tbt CybtriEn thp wly tS^ ^noy frov- 

STfti JV EHPn [U DEI: TIT 
Skill*; 5nLL \Mi\ rictks: 33 
CcntEal iP*tt 
JL«lth: [V 

DrdLnancE [ip*tri* fcLwWSahn^p: ^ 
ttiiritd Caibltp RrijjLmq: IV 



cwfct Lbfjr -:Aj^jcLfr pdTrJff f*^ frit biND *M Cfker 
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H]H]-*WKTUEEi PlUlEfJE ftl I ^ IGH F[TEE51 
Ijcigroundj. 

Kyrbizayth i3il"j PyiLiir! i 1 Uireiartlble fl-annt 
aLa* hundrei Ljpt |«arb I r u* €^r t h. It is tonrnc iHh 
jpiA iiinforest. ^ith (jppajr^tLyi no s Lg i pule- infc e-I lirjmt 
\\,iw *G».m*. h survpy ^spl, FIzpER, rflilp -M d 

TDUt^t ii«:uii, dPhpL:ped d SPriaui. engmt prutLtl a^J 
(Tntr-L i-Jsd nn Ihif pLl-iat's northern h.PiL. taherr L fhpy 
round. noj^ver, thjt t^ry ^ersn't the nrst terrain her?... 

ThE piiptTi «J5T rE&::e as ** Lhe cr-y tilers l= 
thny pambLy "Tui, dnd prp^tsL Ihp ■ L-iFon Irii in^ang 
aii jR^p]t ^ ti-e J uturE. 

HftlLS r<lUthd quj» 

Th* p]dyer5 p Ttftrs yii: *rri¥E in » 2313 t 1 , n j , 
pLi-iE-t r ideniMLpJ as De]U f^inVj. The atiosphp^ 
an 77/ 1"? cwbimtiM «l Dnygen ind Nitrojp* h mi kit a hhf^ 

Cii-feiM DLctidE -"anient- JtiOpsrS'k prpm-r* nuriiL, but 
there _i E-L Lghi] V HOrP -I t'JVinltt TadidtiDP T»r4ing gri-Jrid 
Idvc] tpti on fjrth. PLiyrn mi L L nri requr< rrt'njthr/ 
units, bit <h|*icj] prDtxticn Fr* th* LU is sug:?sted, 
The lEipEritTTi Li tonilint it dbnt il den/Pii <tl<Lus d 
jl Lh no pdrc^.tjtifflH 

Gn ThE stanr.ET scmn d t** pliers wLLl ?Pt d rich 
1&re;t stpntLhihg iimj in ill Jiridfctfii.. ThE fraunri Li 
tavpsd in liny p-J.r.?ts dnd io&5is ulir j -aide -p^r^eti of 

CDl5r 4 aL flflMP? 1 ! grDrfLng. ThfifP drE ll^n ]T*cn Jad* M 
'huh atlLtS, Idny oT vuch rel^ up to d lE^P lirjh. "hi 
iruub if* tall but 5tl«?"I>, reselling baihw, itLwihf 
in-prut t E-^t snLLqhT to 5Wftr*tr. Judgjnc ^ t*e levpL * f 
the light. It nnl he nptrLf dust. 

Ecplar an on: 

Cu",^dE P t H Pre dre ^gi* of reirnt utlVltv. Efi^d'i 

]?inn^ if Jbau: f L iLi aj^^ d^.r fori triwllKd t^pouzK the 
arpi ict inrp ^jr i ten huurs ago ; tnpy pj-^npc- liqhi o^he- 
ti-.r L Hiding site, *nt onf iu-j 1 : sjve (fl]jp:ted o n E F]n^^, ja 
j j if J*, cJeanly r ut ^tii ju:b 1^oi the gr-Djnd. Thn tracer 
]r*t ti^rJ the nor^K, 

Tr-r diver ol jLintlilr ii IdryEi t'd T E d]SQ 
insEttSp M j <Wil|n( lw hui judlhle I r ■=--■ a'L drouEJ. 
The pHh [i-'tiiues For dnt 4 kUcietre, ]ebfinp «jt grit* t 
icnr-likc irti C*weid aT fLmr$] riff* j ULp is visii|p P 

EjjTvivq rsi 

Ct is PtviPPt thjl it l r i.*E h B d ■ thP yjppr^truClgf* La 
-.prL-jiilf defenedn h'L tin ihn YrtLun tut? -It ^PMtY d^-nc 
dnpEf to Lhe res! u1 t-^ hull, lh* (flfhciL nase is plwtd 
into thi jTcuiid, ^jih a Ladder Lwdinq Trai 4 buLth^d 
tMPnty-ILii nu-Lrifb :d t^e grrjunt. the bi^c oi the s^lj 
i-5 d si^jl :-3H5| vher^ HuianoLfs dre v-&Lbk, Upun 

^ighling t^-f C^iTJCtEr5 P CTf flT t^.p tvo h^i run tvwds 
thei. He * til L tiU i blr.r.j .ill- jnd ;?aiiunt ChP5t 
icies, Medri'Q i ^J-ttercd bL it juipS'J]t. 

Hd -i] I jnlrrfK? hiH^Pnl " Cniiide- Hdi-= KnL?^el oT 
i tip l*££ FISIIEH. Hp .ill ask the pliypn ribuut thew 



Qfiftiil, will invitt tf-« La Ihr lire. He ^LL jl-^n [QiirnL 
that di d- p L hed? ttek spL? Ijnd ahe players vlLL hdvn ta 
yedsek «tl. Aw oAhdr c v e^ i?iber :s in jtlr.ic:ivp aknd Monn 
Ljtuipjan? DathP T -ucrs, Mho :=■ Lhe ■.L&skn'i itien::t :-f ricer. 

K4iitr#1 uhlL Um. *H|w fuu uh the* yel?' - "th* oih 
urecks. frgi j|| *i*f s^e .,..1 fe« wips E'vi never e-e-e^ 
ae-^E, All nT tbH trdsfed, just Lid vt JL|. Ha sigr-s si anj 
*u T vivors.p thougi-' He ttl k ".hen therp n enuugh tL*s 
5?t to 1-hm btFon M. 'Ut hear nlf* gf stride things Pit 6* 
it riLghr/ £\en t?ILi thei. "Our Elisors *rp *LL ihotj but ] r * 
surp thprp iir j nuibpr ol" l^qi I: I* fnns roaii-j jhaui 
n^-t. InaeiLdid, Iroi ;he aounda il Lhmgs." 

At thin pLnt, d third ErPV Hlbrr vLLl CdlE Ht r J«hsn 
i.i 1 r p t _ lie ii Ln his Pirly fcwitieb, h'L th d laderdtp iiild diiU 
fipry red hdir. Hp kill tfll KA^Ii] tut there is rw iwiaihih 
of 1 Paving the jLdiiet y-t^iout t^t ^ijner. --i 1 1 dsk ^->jt !he 
j layer 5. ?nd ^ -\ they can use their rtip ti ^et duay. -by th 
pLdjers rsspond ^ 1o thei, but Eaprs iraioui to sho^ t:^# 
ttt retain af Ihl Othir skips. 

llE ™ r l p an I y ■ Ei t =-EJ dbwt tunnty jhiuLes, by ^Lih tier lhe 

^up li slitl ^rttinj, imi tipldins thdt thn rntitL^i is very 
slnu, liepdg^i dUcut fttiTty*1CTT ddrtl M*T4 per PyxiTiA day. 
The diyi :nd r[]ht= seei idirlj 1 nWJr JLi-uJed it tueht jf-^d-f h* 
pdch. 

The ?ther ^hipt ir e dLL on The «or jrnjii lAith has sudt'p" 
jiid m^priittent r&reiL coie r , prpvmtinn ^ight ?1 the o^hEr 
4i.-uli itm d dislifecti Tit Uie Lord uill rnrn^LLe -shLps ol 

DrKGfli^r ind even So r tdrJjr> di-siqn, n-Lth d nuiber f-aplier L-bl 
Expiorjt^ur. NrtseLs. ifcfle ni tht vBSiU-Ls Ls cjpablf t< 
*pi€p-Jlin>t d^itrt. As eyer-s «iLd, t^trt iei na sips ol 
4urvhKrrs n but thfli i*y hdVE ee?n Vd?vpJ iu-ij or dEJUsrats-lv 
IPIIltp 

At Lhe pLEpers begi* tu rvtvn In thp FISHER, ;hey 
■oti^p t ■ d.L vhdt yprt hpTor* largp ^reen pods ire ldpidly ^?p:-ii 
:s repeal [PT^jnlheiU-llkp J kwi^ -a rcd^ Jiid ern _ ]H. Euer 
Mill till tkai thdt |hrr drE LLIeLy p«LILi4t|d it nsfht br 
injects. 

r mir nbalve RECDrder^ F «ch dbuit d iet-t e '-ill 

suftfpily ^^end dnd ittdck, fhf pU«NE hdve no ^i^t byt in 
IPdvp the Cvprs SLelrrca beir-t md rJt* t« the fs'fhfr- lh| lun 
has iirmdy U-t. 

: '. ,i rl ,i ■■■ l 1 r a : 

At they retur to Ik ihip, tl*y Jill ^ cm^on^d t| i p 
o-f 5onta T dn Mirr^ri, hath of yhi^^i -irp unctr ^*ntrflJ oT thf 

:l=Jcror. Thry drE ^cth iJldriEd- "hny Jrn bnanhd: slOMEdp 

l*wever P u thi S]*L^sfM a t control «l hanWNl **Lnq« is 
L '.^ijc*KPd, Thi p|ip«i5 Ute no [JidLce bul 10 S#t iraund tHeih 
?rirr Lo IPt bdCt lo ti* thi|K LF tiff U^e it pd^t P ^Itik tin 
- jt tr - hip ;d=e tF ^hf Liddtr; i Draconian soldpr il t^jlng \n 
pull tii dM. ihis on if *ot imd plther, dnd is tidily 
tmprhsed. 

Pdt jpr.« d* BiH^oo r-:re?_t;l _L 

Tht Lnsidp nl th* bhi^ (see INH FISHER pp#? la not sj-kL-: 
Siut hdt MLUijh rooi IffT jII. IhEy ml 3 iwt tht FOirta 
IPiaf nl Lhr lMV, A:-iii S-?L?, uh:> li dpparentLj' thp nnvignL: 

The Hi Liars Sl lSL fumtLafl, ml wtside dboilt j dgirn be: 
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rev y?u, cjstifie^J 
4. f/? Fww. "be SJfJrr-w 

Env:rwiiinL r ypE! TprrfEtn aJ A^05phflpp: Cartel ^iunde 
lody Fflf*l Pljnt iLiti sull "!Li hLfh avgJ 
STR/Ki: E H [i : ]]| CLO hihl< Jppinftgits Hi 

jpn^nr.: ? liuIijl DEtELtLjn Utdkj; Hdtisa htEftiOfl 'Swii^ 
3ody CgvprLrtqs h7J LL'*sLyle2 EpE(:=] 
Enfaat ftttLi tiesi Psinru< &gqi*Eiwi 

Thp aLtLCKCn arE i L"LqUE Spl- _ ip^ nl in'pLligrni 
- a \iT\\i "h±L hj-Hu dEVEJupe:' i hi vb cuLturE; thE iLLlinns pi 
EEpEra^E pUntl paying ilE 4VCf F^biziyth c-cu-kji bufc F t* a 
L _i "]!E IdE-E - tinij, Thp i nrh hLuUjI 1 Levers hoi; f EaJ 
iilllty qI t^Lr Dfrrtj it ^ OiLf in oTihinition tuL fc .huy 
h=ve the pn^tT-^ Lidcd jbuvp.1. 

ThE SI Elf TH thr *bi Li Ly to adxp. ^jU:]e tut Slry] 
-.j^ritions. At j&a* strEngt*, they -* t p njjfa]p 
rpi-hiiT] *u\ Lit u ijiiE and ■: dj.E-Lnq jminp. "nn 
nr:Pt lillinni <«i hUcwt^d^ mj, Id [Tith Dr Kyr bietffth, 
^_ B3 L ji by lakinij Up p-g inner-: :rcj(r i Id] liulClior. fcaY^ij 
iakw total c-Ht rDfc -of the gp^ tthir Hfmrwint SH* tori 
On tftr jLam^ the RK*rde*s, tt?p sppfe tr bring ntkrr 

bEiPft into \hvir hLNf til lid, 

thE crEJUn? lj h? ought -dj ^ hi i dost pro^iLt'r. 

thr fir: orders lBH ir;;P:t thE SlELZ'OP npctj/ ifitf tht 

crsitirVi blood ilriii p iHLch (irriES i njediL chwisil 
coipDLsr-:; thi^ crjiptnfl rtfgc*i Up wJ! pflwr *l its tinst, 
d] Jdmlhs I'm suggesTiYE f-^b v i !q -<d*p3rlt r«tr*L. 

Thr nrctir Ldkp.* d uhilp tfl TEduCF thE VllL pnwpr, hnup^r , 

and thE "SLtlcron *Jt* ilni^s laafiUln lEntdl owrbal dvpt 
jny nEU bslnqs k-r 5Evpr*l ^v"- 

I he rtuon thE SlEhru ink t* tgalr*| fltl*r bEhifi l« 
tha" ihpy rjn - . ■ c being f-PSH to f = LniYEMEi t^f la^-iind 

wntS ^0 acd thp thnughV, CHEr^f Lining CfEdtlT? in t%ff 

■jni^ErsE t^ it. lihsn ^hp jl?v npi; j-t'ivc, :L hdL -3nly t-Ecai 
jtf OlnquKiLu \Wi 51 el CT on limy. Ifflfiivp o-f *i| bcinj net 
-j-shinn In join Lhdij j( h^S, thJt ll!= purpDE = dntf «]] PFWr 
strjy frai it- 

fhe SIeLcto* jre, hoypvpr,. n^t^nl, ji in thtir 
iLjhc-j, I he E*z.-ir J*t 5-. Durtn| ddyJ e^> t thpr md mj nlhtr 

t^LiiqS thEJ' vitrei ^iH bnrniP -aif LElL L ly LidC^hP. ThEV 
■CUU4t CCinCSEV-P nf t^Ls d ^Hdi^p thou^ h 4* Lt 1-5 

^itLLTjl", 

BflviT^Hnl 1 h'-e= ftLrssrnE LLfEstyLfi 
fttlDESfrrri arnjthud; HLtfOqefl/Dl^Efl 

BDdjf For*: [nsPEttid SiTH bill lo rlpdiui 
STR: ^'J EHD: HI KU V 

Crcjturc JppEndagEs: B ILnii, v-p;^ with adhuMii f pi Le 
3^dy CnvprL.i^; Chi I an ■ 20 ;:LntU oEn&^: Sight 

Thp 3praf-dVi |r« ^Ji| rd4fd]L tf thE ELe]rrwj ^hpy m 
LhEi to UiiE-fs^ th» Till -r rficing wtiF hdlu nrgst 
Scd i es . l^p h.ii& na SEpEfEt? exittincEj ar? gjr" ill 
the 5lEkrMi p i dmi-*Lnd, Tl#| drt Hf> dd^Eroirs. 
^rwtUKESj tfLth ]-cJt iTrEngthi and i thiimuj^ ulL^- body- 



C7cv p? cfle fmii?'; 

Hright: Till BuiU: HuKUlir U4fcil Attr*Ct2rt 
App. ^]:=: ^ult ^]p: - fctag, Hindis: high c-M^fcbafief 
iTRj V E1E>: V H^i IT CHAi Jh PhT: V [I 
Skill is Ariet C«bal P kniks TV 

J'leri. 4dngEd, Enprfff Pivt«li: IV 

Uniriai Caibat, Bnvling: V 

■ngmppring, rlKhdn^al : ]}^ 

In^Hprihipi W 

Lifi hitficti, (tflbtpLa^y; HE 
Hi«5KiL SciEmrs, PHitCr r ; ILI 
SjpacE B[tefi€E5p ill: 37 
T^hnglflfy, Cottar 5 f slEi^ [[I 
nttranautlcvi VI 

Wiic]E Ofwjtiw, SpKt Welti IV 

VprbiJ lht?f ict^Di, HE^tiasi oni'DipkiJcy: IV 



Hei^tt hi Ed: Avf. t»ki- IttfictivE 

hp F . J^e: "JuIt fct. ^es JB I-Hcg. Hdiidle: w*\f call 
3TR: ]H W: Ul DES: V CHA= ^ HHT- U llm [V 
ftrttit Earth ScisncBh Hyd-o I ajhr til 
, GprjLcqyi ]|[ 
iLt DpEratLan? V 
" t PHdnr ship; I J 
Li Tp S;iEnci^ P JioL^gyi V 
, ^rnlnjY! IV 
, ?xobL^laqy: T 
^diClL S> J ri l e- e , Gefttra] H=Jicinp rhwn-^i TV 
PysicaL SciinCH-i C^Ml^v-ry: Vl 

loniil "kLwcESp Ecwe#ics5 ll\ 

EpjfP RciHlLib, ill: \ u .l 



Hpi|Kt: Till Build: rtiscular L«Ai: 3-trikinf 
n? ? . V= ^1" A:t. Asi: 27 Rp->3- l^ind]^ Li.^ blacK hiir 
STP: i" TrC-; IV 3E3E: EV CHrls 17 HHT: V ETKj V] 
5kL L L-s: Anid, nngpr: irtEMy pltt:Li: IV 
Csrjmingi IV 

Enjtawfing, ElE^rLcal? IP 
PhyHUL Stjpf^ES, F*-)sicst V 
SwiritY Procpdu-p.*, !itEaith: 111 
SpacE SclencES, lilr^jitinn: V 

P ffthpr^: TV 
"uLhnul^j, ^BtrwautLti: IV 
Vihi^lt ^i^h^ Sp*e: IV 
f LLdernFtt "Survivil, dpb^t: III 
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til !]■ □Een: four S-m Ld- ^n^ iunus thjr tLdn': s^mve 
l^p J inhll, QUE Drft^nian .mri llc hyleir E-. FEEbrdi u m --\ 
te]L:l FO raic, anf vL L L 3jCp I OT P the >>L], ditfcugh t K f? = 

i E-r= r t uiy yay For ti» t<: iJpI h«LdE. 

It* ihip, un for Lately, doei no! haw an ancury, ard 
I he dpIetKi-ND laser the nosF- p «in ib yrrtsed. The 
players vLLL lilt I i ar to s-l t anc jr.ndpr ytat to A. 
Kniurui tM-ist they i" p -t §> lutK and Tescnp ^ppn r but ShoU 

inH Ulcri bflth v-i.it J r o q^cipr hij tl? "AflDIS. T[ip "iin Lorfc 
tfLII Pvnnt-iL' h- *ote, thnugh, that the SJ E3 C TOfl flort^ 
Sldn't npen unt:.L tic sun urnfc >J4un^ :^icaj>, thps, if 
p . p ef . -3 i -: iinhl up, they ml L I bu *M* la r?turn t? th* 
Tft?D:S LS SJFnLy JnE *Etape. 1*1 -athprb leliktintly i^ree 
id t'L* tact, 

MLef 1 while, tfcff Furvb HLE-Lc-cn y-LL aproach, nd 
-ihoit it tfc« ir« groan: LtYil, Cn the Meafcer-s, vhf c»i 
he hPHr^: k no 1 : ur den Land. Tou have lied Itm us, M 
u offer j-w. litaL peace i^c irsn^ii LLty , trtal Irsedoi- 

fust jnin l^i L1 is r-f*t, It Li in*vitnle. fc 'cu iusf 
•i>:ie QUI oT ynur ijjti vehicle. He d? not wuh Jaiage 
yD_, hut ye yj ] L M wv iubt,' At (hi 5 Kin; t*c □! the 
5o _ tarjnb till bmf ,3 a Inng p 4iiu.e hotter, ngjhlr of 
Ipvri inq a city bL DI t . 

■Dpsjenri no* and [Die tu prize Ewrs uLLI 

Thr pL±yer-=- -ran esrap-p; thu b-iL triad or- the rgatniti- 
side oT the bhip will dllnu tigi to eft avay Irai SltlCrAn 
it \pa^ p ,Kipore.rLly. Houpvpt, lhas uLLI necKsiiit* Lh» 
trashing in j jH| £ L T c I e ^o bad :he r^RD 1 5- 

rtweveri it tfcrp progress, 4 F^yhit inswt yilt 
bue^Hlp End . It ib iboui icu^y cp r tiir*rrb lor; 3 vith 
a n-tLLtd hJjcic and jrpr-i jpptiruicE. Any psi*rtnlilS« " 
eipattLr r.-=arajctc?b vaK r^iflve a vtry itfing bign^la vhi^ 
-,eei5 to se r-*iny Irui iLL jrourrf tMrt. fiy tfil] crivt 
tyl' '.0 thF nEirf5t Flayfif j Lid ML th = r w*t nmiu Froi it 
vllh a sharp prwi^tu 1 ,. L^ete in&LE-ti thpy i\ I iLtf, js -shE 

j I cur iuUS ibout L t , 

[1 u:]j bjd:5ilLy F]y up P tupning i"d hEBDipg st r a i -ghl 
lor c^r^, The -irtiture yi |] -a.h *hg prcllibtuE in^O II r 
hh L h ind she uj]L s-fc l r 'en . T r ? F]y crpa.tu?c *LU ih» Jr*p 
tict tc the a, r Gund +nt rtidin iptlunlessn 

tvra vlLI Then open hp.?- ties, Mhnh rjve bK-^c j 
yJuy-n; J^je irpnn. "HU ... Y r O JTf vol >b ^he vl 1 1 d*kj 
hnr yuhp tis lecoie tOllUf jJiepi. 4ny qwttign^ the 
pNyprt lit uitt jn^yervd *j Jisr *i the 1*Llgyt*fl: "Hi 
it" t the SrPlC^r this is tl* *J ] i* thE SLikmp. 

V* d?e j]l ^eppr^tp all oi = . This ; p eatLrr lidi rc^ 

^::«c ub, 115 n-ri- djnri addt! to thE EL?kror. Hp L Li : , t£ 

frw, y« fOnL^n], ^? S]e]crai viH yttLultE> eibri^t jll t 
hr taking peace and :o^Lm J rient P freedi fr<* III w^n: or 
■ jrr-. iju- ftind ?pd': r -?: -mI I t= b..f i p : =:- I :hp 
Hdc-He h r<l Lu j]]du t^.ei to ^ip-jk luta pEd:? and 
hjrtMf vltb tN ^lpUra-_ The feeder s tin 
our le^-LK to the Hot-Jf, and illov US 15 -:onU?l thpi. 
He vishfd tn ti-LL you a]] so that r** eft]' uc gaud ^e 
SJekron rt, V* peacelul the SIeL-e r«i art P h^u p#riect the- 
5lekron are. H-^, tusk jo-in ys," 

fhe Lip hra -.ill i.udfwly IpfL incrpdiblr ai 



the bid or kurki skuLL; ^Jdli Mr-"' j. vcice ui I L wy, o^pr an 

nvnr. rhib ^LlL IGi (oatinur - oi lontf t:ie 5]flj( m appj.fi.-LLy 
ri-iidt Lowdnd, orLy .nrjiP^-. Tit a::art vas, in 1a.:L, a 
dLrer?w| iht ^oitaa;ans hia^P 1*4 Lin to pertecUy iQiiLanh 
l™c]y« near the 1ub I pnh. M tHay fjr? P thi r i&LLUng 
EstLflsinr II d^^iLte ac-iut sen viuj?u hi. Ihe- oipEr bulkhPri 
ib t^ir orL- po=sib> «caj;r. 

rhe^E L= lonpiLGht :t btjrL'jht to go thu pli?e^5 
«L] pm *g itfyutLatE hi almst pilth bLii<ness. "EtiQ-li * 
sccu^-j 'Priecr tut yiH a] 3 dm tht* tn t/ivel in dngrru 
E-=1ety. rcoflfnjt lTj?JWirrit la^J Thir* ulLL he nn FPilmighi 
though; t^e 5]n]tr* -urt *nto thep P 

::-i= = : 

" -t is iiouL d 1M0 <i]DiftTe \r-; :o tr= "Hp 
p]t«rs ui t L hut 10 irtid tsachin( &f c\ thr SL*Lcron 1L^^ 
jb thL* m] J I TtsiLt in luiiniioq the fec> TP Jpr^- >^ou1 hail i/3 ; 
^he yiip, tnp btrr nr He feorders ml L L hn^-nin jAidLble Ir 
luhjnt thei. The layers yj]j iive tn pitt. up lli*hr pJCE In i> 
being :aught. At join- ■., tun Lj-gc KetoMers y^'. "My doyn j=- 
■t tack " r -p pljyi;?b|i ippartntly, t^Mcne iuLt lave brus^ a 
SLplcror-, Ep^Iyl-" ;uhat. They vL 1 1 have t^ ^ape Itm the ■ 
^ji:<lyj ime Rpcnrdcri ti! *e hear: cksinr; n. 

San:tuary lj_ 

M thEy rifKH thr thE RFCjrJe's mi 1 1 as aJiost ri 

or tlK. Te* ? iaven'% yil ^LicaverEr t>E ship ytt r jjppireitLt 
nn-nr-r Lb There. 'J ihe payors try i'-c iiiedi^tf est^pc, nut 
mi 1 1 lujpln, 1 iirsteis cheth Mill re^aL that tpErt Lt i 
ipcunt oi payer surging through thi J .ele!ithlc circuits! lhi& 
Inhibiting .:crtdai Conlr-BLs-, prp-nnting tite afr. 

The Kfiitor up I L «udr«nLy activate, r.^wLny ihe E^FTi 
SL*Lcran; "Pou cannot « p -cj{i# ie m^; ycy it&t join ub, - Ihe- d 
miU win; ofM *f thelT w acrgrd p uvi she yiLL ia]k i* Wth 
ol the SontjTans. Alt^ a ^ loier.ts, Lht ivtt* ^le]cr^n y L l 
give a hide&H-s. sj cp , arl a!.!i ti T ee m:.I -:clljpbPL p he contr?L 
yj]E «-ee w *?H"«"-7i ^ '^^^^ ^d nal lit* enough foi 
tu control aH vr« j^enb ar.: con;ro: th# TnEQ] G 1- ilxcuits a 

Ihe bil= tllBn OF[+ in-.-dr Ihe LdVLSibLe PofCe TlfEil. 

ThE sJayErs -c-wild bLjply ^ite oFF, tit thj^ uobLj Leace * 
ill-KMi to- canliirft d'JjfiiHf H passing Mips. Th P ItiL faul 

to thannPt J iJbSjVE lurst Cf pnurr LhruUjb tin* tElEpitbi-t 

jjtrcuits; thli vill dL«bl# the SLpkrfin ^in^iently ty 
\\m lm r*KkLng beytfid Irrbltiyfcfa Jrjain- d-thfr b*h*»t 
bE urcofi<a«& W biveral r.->rs, anj th# $|iEcr« vLLl bs ttp 
For PY/eii l&ngfri ^ lescuing tie a]ip-r> |ho4j]d ae diFfkgl 



f ;j?fter)f Eaia: 

fr- P -5lifB- Delta Fy^idt& LxalaMi ^L3 LV 1t» Eirhh 

Ho r g-r 5Um I Type: F lyir I ^ *i Plane!s? 2 

Hd. o-f TprrfittU] Pliaets: 9 

licrLd Hjig: IffrbLjiylt cOllta PyKiiis I E h 

Ho. «l SiU«Eltest 0 BrlrLtyi "fi Cn\MEraje) 

Oi^iptif i lAp]03 li 

HajDr .ind Arpj^: 1 linoj continents, 4 iajcp ocetnt 
Length «l Biy= Ift «i <*r]f L«g! 
JKls ThSt: 2 degrm 

Itu5phertc Insi^y: lvrr-Htual tenerat CLLutei tool l**pi 
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Looks: Iveritr 
U*(ng- J-bndl Wry bady 
EM; K 1 flHT; V TTH: 



-l?ii]h!:! iWrri-]* Build: Stsctj 
typ. Aqe: DUer JduJi Ape H 
:TR; III m\ III Eh V 
I EI 

Ski] 2 5; Ar*ed, ranged, Enttgy piitodi: ]]] 
Engineering, ELKtri^ih T 
r PtechanHai 37 
£V Suit 0*5 3V 
I.Djdrr^irF E[[ 

Physic*! ScLeflces, Php&LCH IV 
Spa:? Sciences, All; ]V 

TEri-lolc-jl, ^El i" oniuL l-.i ; V 

1 Cunu r L: it ion i ? p ^ ^ 
, CoiputE-r Sy^iEK: IV 
n E'Ktrftucs: 1Y 

h'wide Qperdthtil,. $pJ«3 IV 



Tfct City d1 Chr L'WI . r 7MP LS tDW&Kd nf (our Gem? 
nrru itifiiro, ^yn oT tfllch (KnieJ*l JTU L'-tr-iJ irl frgp tfct 
■D r .tL- r b«7-i?n -c«3-D*ir .5? larndrri'i Slir V. Thrv 11 ^ 
Ivriri fear ripLor itory lission, yhll" is I; vP year* 
LL-njIrtc at fT-nffit. Of The fx-, D P L> 5hu]i nub j-^ ;r«t 
lipt*ience; YLitk Is- on hi 5 itLdefl rtjjgt. 

Kni ef eL is 1 deciding «tf ratii? dilicM prrscti, 
although hE tin b+ '-any Hunditit it E*ers. is 

Ln^dti ab] ^ tut iuu*a| jud :i iht iha'p r s sue^e 0 Tf Lcsr . 
Y/Jl(k s$ fcl* njvigjtnr, us a rstorc 0 J hv.Ti] header ghj 
and j vpr(i- -cbclinus ^nrc, SholB IS J v'ET* leVE-L -headed jnd 
EipuriP-.tri jdrg*uuE a ML ft tyentf One j> E;i -1 3 01 Sfhvhe 
hchind 




CrtjLcd Mjrhifl DdVJBr 

HdCBE Dilig^ lies: K/A Prgfrnigp? GjainEsst-E'Ltg 
5TR: I W\ IV Kli V CH*: V IHT; V VEI 
KeifM; 1 1 SuaEd: m Laob: H/A 
ApF- ^e: .WA ^lL. 31? fcjy Cwi^itign; juLo-b^ef 
Mil up End.Xurr Ed-fs ^ HpipJ/Fat tjuK- tfEdh J 
«Kltl HiNtes; r>L*kews.is Y 

Mepor tit ion lEt 

MlepiU) JJl 
E;h l 1 1 5 : Uuniz-trutLM VI 

J: ied loihjt, Pj-^idp User PLito] ]]J 

.r.iHrr = r 1 p V 

r Ldy p Hb]]D» Uf 
1 PoEtj^ii &:ipncp P ftligon V] 
5pd^ GujKnLL-i, A^r^jfinn TV 
TrLii 1 Cirrwt Sd]Hti( Hirfc^ twdLtJon* VI 
'Jprijl [ntprsitiorip sfeqott it i on/PL Jloi.icy i'I 



ThE T cflun je- 1 .lcri-ur-jdiiji. li'c br*, n^livp to the barren 
pLiiiflt hLLgan. Cti bad r Lt 1 H hij^ {g-ld pyruld, MhKh 4pp£iri 
to ijve Li eyE pilnted u;wi i"; -c Mr c-L^cr pyrailii, iuch Eiallpr, 
"■ait " h = Idi'CjE'E.t C^ee l L I u^t r d L i -juj . 

Ae vith aLL his :he Tohun La cancirtfd vith m thing: 
iflney. ThE Daligon ur^NLtf L^ii? jitirc pL^t Li fcc 1 -iusinesE. P 

«th UlP r^Citfl J!id:vL:uj] r^iirnilinn J CDr?t T dtE E> KU.ti VP 
^unt.L. ' r t fuh-r \r i .ir-i]i- nT thi^ cj-."||, hi^ lii bttfc 
jur'-n;-] Ihp frpqjdpnt 1 ^ job J or 5DK IIIPp 

Ha T-cfiun's -biSL^^s E-b ills i\z rturUblej it V-m 
1 nit L t L i"E [jpocjcy f at SEEiLrigJy illuv^ :L La ^PF bh-E : u;urp. 
Hltl ill fctl rJdfi r thl TdlflA IrArftl tfcrmgh ^pdtE F «^ing 
j 1C tL L 1 Mb 1- L 1 iivl'lL t-inl j in :thrr :i vi Il^jL j^ns. TtE-Sfi in^EE-tddnl^ 
ia turn J-ring i« *assivE jrofitt thjr Lt can u-.r buy lU --ay 
i n t:- aoMtr on DtlLgai. Jts curr«iL jfhthciinl vLth thE ftiv^-n 
le desired ' u a 1 1 11^ in jj-.h uwlLh. 

rh* Etihun li uttirl(f Tulhlftn it Mould nst hesilat* 4 or art 
inaLjn" tn u-?t out i rwff iT Lt thojgh? ihEre ilB eno-51 iLiiuy L-i 

it. h siip^' -i €v-5 g-aid^.v as d resource, L>: be u^.p-J in -hp 

luTr rdtlOhdL idj' pOiiLOlt;. 

Ihr TuhL-'i pnypro i?p r d~ c i Hpt ih | p , A.hnjgh :t 'is no 
]ppcdni]pq ;t no^ tonsLd«ribi? telet=nfl;it ['jje.-e ^h:^ dlluv :L 
tn F]y, \l [in liTi i~i rire an d^-age-s^e; nund 9^-, jnri pihi 
tnoul pver HJ|ri"F[M tirgrti il ckmi riri^r [ts t^LtporlUlofl 
jliiiiljr it t« 'blink 1 -aJiDst r M iptrpE in e lt^ iKLu-fij 

^rrylng ^-i rtdES Vttn i1 IE- OU! nl I he Ci: = tl.jn. Thf t|] f p^tli 
■sen EE- l s q.ite JjiLttd; JE iLLoyi tbi TdTud t$ pick vj ^-rnr-s 
^)_3hLb, ou! Uttk «I^p- CvpriLI, :t^ p^icnit p^r^ edtLLf 
iih-f rp T*t it? j-.v^ical r!*itdt;^^. 

HhEi spedktng, the Tdiun d i idici li a high pitchad tw^tgqe, 
IflLCh bem In rjin.iiu Irn ihn Ljrqn^t py^J'JP- ^hE SILLLa' 
iT^iiids thdt «fbil it §'tsn i^a oTI Ln oilier XLr*Mi Wr l hp 
Tohun i5 F in r«ilUu 9 1 uaJ] E^LlictLM or 
aiplriti hpng-a ill SLnfeed pE>LoniciELy. Tie «thtf pycujdt hm 

ill the pDVETS thE tDH^OSJie J«b, L>jL Jt r:r-ri riprap TEduCES 
lEVfLs. li in di-^i, Ihr :r«j^rp g[l^ splits into Its 
cDisomds Eegibhh jnd ipltf^«it p t-? rKwbinc latETr 

I he ">:hur. ^:uld nnvrr hp L r ^c^ps^MJted. It never l"JE-s 
anything th|{ wvLdn't ^um J prDilt, Dr anything thJl tt^LL pui 
ttt U \t in jpo;a'dy. 
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rfc hNwii} vtkt? cuNjJaaJJp- wtml ia tte IWi 
fajurifj *Sa Urn ? fiat* ^j^of **aT? h flrpnjfrrf jj 'Tate 
A£ddfp" J frV. .', *0. vAgFo e vil^v fg^r r Sjruj V £u*r^ 

J?t7 ty jtnJjEf jgt d7 it? ei\iu* r 

Tbr J\se af UJfri-pHVttrftiJ hljt'zrf jj p f# IN fjJ/P-f If j U jO 
iJffi'#J flppfjjjsrr H-r fAi CrJutiaJ rpriaJfeir ... 
ftiltrn p-f Hirhwl Hapcroffc 

Ta* aa^l di-^rp^i,nEj thing ^bout l-Mlmg though Itr- 
fint thrtf bggks * 4 the DHP^l Is Chit fJ5A hit nadp little 
r r±l Jrnvhinn for the sort «l uJIn-p^r-rL;] adversaries 
t**t the DDcttr tut olltn kt* rgrrrt to challenge. Itinyi 

Like 5ut rh H , t*.p ill puMET J| ±l Efyjtidn Ub-ith gid ^o-se 
hdii|] vi-th the fourth Astlor Uli prrrjpn the ■5.r.]|p Iu5t 
harn Ijinci story ever udt. Dr tha p?ypHul Gut r dians, one 
Mhit?, one Mack... 

Ferhupi LKl- Kit notatL* -:f ; r Me dUptfrbrL.irjn lactd by " 
iu hilgr -vii. tl* Celestial roytafeif. Dn tht furlace his 
ifilp vit Like a. gaint ^L^raui, and hp hiiwtlf d?>^ted (□ 
gayp*. I'd pu::l:=i. B±L Lhi»u uis .1 Ur ire smster lljp 
to t A ? r oyiakeri he jldyud gups to rin P *ven chwling J 
n E--°4fd. As t-b gj.ati, far fro* past Lies, utrr harri. lying 

dcjdli.- trjpj. - a h05E JflE*rs' laWi unrp J ie", 

Thp Cplestia.1 Toyttirr \% p$vk m thp rat rordly 
r eiBlbprsd Jh Stury vvvt d.irip If-e aost pillar lui ugjrinp 
in Brttun Li na*vd aTtw h i -5 rpalt ud tU long p^dit p: 
novel nji nau bppn released f- Jdrd and wft co^rl. V?t 
- -L--J I i nq the Ttyiikr is darnel m ci" E nt NKPG !jitnu 
4it cact p » ute H4l htinii Litf hitr, THe iKt dLllkult 
pTffblei ]j robing thp qnortws payer Jiid intrl I igpnce 
a-f such ULngt vjih 1 t |ttet aT attrihulti that n 
level VII. Thip i?|n ritati hw aihsr -wlublt ^Purjctps 
plajfE tht Cyber iEn 1w exaip:* re mlj to have the shafti 
«f ttn ien... 

The bptt vii" Eg dtfiZ uLtn SupPMeings in ^r^riince 
L* ta do fcv« th ljvj 1 r I, Eit-fr^h vkm neiadH Lg bj.L e the 
■Jidrdcttr* mkF 2, If *LL frJst nutj c-h H i the r.Les and 
rnlp p£jjf r 

Believe it ar »t h lm]; ilwe VI] DO Hhk p bul not as 
trtfLtlwiJ] ItvtlT, Diere^ m j-oai lor bhu ii the 
i-C'Jid JWii*| a On jliirt (Ibvb2 Df l>:Ljuh n Irvp] pi di ff KaLt| 
<&i L^ikh uhinh repLate-i to^t JcLivLt^, True. 34 tLit'i 
lfiefe Ihe Ut bd^hing cmrb in, lak* a hi nE li-«. g P in like 

Looking up the tatriK In ly hjrfr copy ;^ ;he 
6*ip I^tfdtian5 Hanuil^ t tan t|L| |hut tie difltrencs La 
ml Li requirp:- DPtJwti d luvrl 'a ability jnd a Ee^t] VI } 
vilify is fchrte^ aH thp di Mvrencp Betwan Iml V M d 
LeveJ yj hi L f^gld it k> that dtihtuJli#t p Liip the 
ca^:^ gI Lpve-I 5 tii^^elVPt r c v eep J grdduiLL^ 5ppi^ iOI 
40 hou tff rpprpqent V]]l? 

TTw b«t May is t* ti*il it n yhit FJfMUfP ca2]i a 
diE-ftll IddiTa'^r, gr CRh, Hdv ILSt roll I rat thjn t: r P 
njU*r Jn ihr iitrja t-: -sutceec Ln a Uifc. rr ^i-p -a 
1*1*1 Ml |] Ihtl «t jttributt, v edULt jt^w rg|| iy Fdht . 
Jnd iF ynu irg dicing a level Tttl trik rf jfctiH v Liar puJJ 
ay rrmr- higher levels ^:>r t Lhr ^iu uay, b_t It rijLd]y 
becoieE- astr«i«Lcal . Ltrrl I for e:<aip]e, vould k I DRH 
of 15! : chaJJtmyc yDL -oJ] »re rJ^an JS m 4 
lifiEELijIe.' Right 1 Tis- Hdifipr cmcrLli •M in>r roll put 
■=kp. 



3op= thdt ifji thjt 5leJ a high p>ver-=d foe la- npver bp 
lerealrfi- H6k In -a can! est *l djg-rflLLing, M tA+ ^iarl *h 
Iqhw ybH- Lo r*H and «heR t* Ltf p]a|ws Tun uok. Sutekh 
cun-rt tf averp^pr« -- hf 7 5 ju^ to st3r«iq or an id^sary. | 
be ten hp dnipdte* tridktr(r ( Thp sek jces br hara. 
Saeaons h 1 hi iG^ta'cer anrf ether aril Iq^s, A sj? r hcirtg ptt& |^ 
chdjacEtr'? i^enjlty, nob Bi ¥ r*y itrenq^h ar mn nv 
intilligence agaanfl ovrnrtin^liiL^ adds, lb is by bemp riLe^sij 
not htTing f«d stals ir thy ripht lind af sbatt, lhat tn? PCs 
yall bfjytttir 

"hat uid, htiru : 5 the tplKtiaJ lup"^: 
^aferpfij^ ^pfJ 

^ate: r* CASUAL TDYHA^fi 
fljee: LVilcno* 

^trit-jtes: m V CHA: V=1| 

END VI N mh JU\ 

□ej" vui lint Terr 

i^abjif Statistki: 

rr relevant. In hit rra-lp, the To^bef can lityra]]y sw 
up hy?p hoar-da Lo do h?n iighrinp rior hit. Hg mpans t*^i bo 
ijtist ne poiWul minus- to havp efrict m hi 

SpKLdl ML| i Hps; 

lfcra r s ^rfitr* k r t j]]y pets- dangers |. m his r=ali, I hi 
r^iaker «n(r^ j I L tatter thai it living. Ito -:in (r pjtf . 
*n^eati thinps at his uhii h ii capable ol if t ting up lints- 
bmyppt his intension jiof my jocitlon in litf md ^par-e; mli 
utual pyrpDSE ls lo ]prr untient ]-Eing^ inio ii^ reaJi to jldj 
hi^ Vhun M ufiie- a gaip In hJs ttilm r he has ti* ahih iy 

id L«]/j5fcn Lhp Iggsfr In hi 5 reilt Fgrrv P r P transloriLnq hii/hi 
[*t* one hji ^rgaitiwis. 

DnE vtakntu n ieJf-iw«eda i1 It r-ir ]od=?= a gate„ tir 
hi -s cufrtnl rgala l-s desti-j-yed !jLLi^ everyone tt LL gj^h it r 
Zvpryo"E, ^ hit ii, u^ppt ths Toyiiter. lib r .im- T \ t goes o r an* 
?pts t-> uorh dttMb^iPf a neu rpiln. 

FhE l4ytaktr l«i *nou] E ::.E- :l il] HUH aE t±.p Leve-I MJ I 
L*Y2l. »jyever P y-Lth his ALlititt kw in Ntlit du^j of fchni- 
:* i 1 1 IeveI mi qut-pUffw d t virtval Jy a]] knnyn U- 
un P »d is idpdbJe gT designing bLS 04iti fifndcil variatbws of 
Ihu. 

&«fcqrou»l? 

iihat can yDi siy ihhjl ^ IrackgrDud M a bla'^f Lite thE 
fgyiaker* he Ui n* hpginrLng, no t*d h dud hg i? tltply eternal. 

Tt* roytahai'i Ii Fp j-s devolEd b« hit only ml 

pur^se is bj challange r-j defeat B-HiLi*n| pUfEt^. He yoatd 
E5pp[hiLJy rtliih a reiart^ *ith bl# fo^10r 3 *ne being t* 
b.pi.jt.'Liir that has ever 4efeabil 1] 

IhotP do find t^seJvei Ln a gaip ui th= the ToytatK tjI 
rttliif ttat he toei aet pja^ lilr, He is we than uELLng tg 
j;Fi«t, ps#«ia]]sf H kt ign^ri hln opponL-U is trying to. 

Tht Tgyiat?r L=ua!Jy apfjari at a itlly rfandrin U handrin 1 
w grricia] of the Sveria] ftLnttt Ctirt w THP Eirth) r dut nan 
j^uis Caterer daiguist hf Mi^hpn. 
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OVERVIEW OF TIME MEDDLERS ISSUE It9 (VOLUME 3, NUMBER 2) - FINAL ISSUE 



• This eighth issue is labeled as 'The Final Issue", on the cover, as well as "Vol. #3, 
No. 2", and "Whole Number Nine". It is listed as "Fall 1988" on page 3. 

• The cover features artwork of a Cyberman face and an Oolsa, an intelligent sea 
creature resembling a sea horse, from the adventure "Quiet Observer" by Michael 
Dawber contained inside. 

• Cost of the Issue #9 was $2.50 (Canadian) in Canada, $2.75 (Canadian) to USA, 
and $3.50 (Canadian) overseas. 

• Mark McMillan announces that this is the last issue of the fanzine, and that a 
final collection (as sort of "Best of" issue) was planned to be made and sent to Mi- 
chael Dawber, Steve Dieter and Zen Faulkes that could be reprinted in perpetuity 
to ensure that Time Meddlers never goes out of print. Steve Dieter reported to 
use that he never received his copy of this edition. If anyone can confirm whether or not this collection was ever 
printed it would be helpful for our historical research into the history of Time Meddlers. 

• An announcement is made on the Editor's Desk column that Time Meddler's Periodicals have released the sec- 
ond and third issues of Travelogue. The fanzine is available from Time Meddlers distributor Zen Faulkes. 

• Michael Dawber has penned "Mini-Adventure: Quiet Observer" that features the new race of the Oolsa as seen 
on the cover of the issue. The module is set up as a five part adventure, and includes planetary background infor- 
mation plus a write-up of the new race too. Stats for Cybermats are given with the adventure but a note saying 
"due to space limitations" the GMs must provide stats for the Cybermen and human NPCs in the adventure. 

• Michael Dawber has penned "Mini-Adventure: Patience at Bamboo Forest". The adventure features another 
new race called The Slelcron and also features an appearance by Sontarans (and Draconians are also mentioned). 
This adventure has maps that are included to help the Game Master. 

• "Foe File: The Tohun" introduces a non-organic life form in the shape of a flying pyramid. The race is concerned 
only with money and is perhaps one of the more unusual creations ever made for a Doctor Who RPG. 

• An article on Superbeings that originally ran in Issue #4 of the fanzine Intervention, and which was reprinted in 
issue #4 of Time Meddlers, is again reprinted in this issue. The article was by Michael Hopcroft. 

• The last issue of Time Meddlers ends with an image of a Tohun and a picture of a Banshee. These refer to con- 
cepts and monsters mentioned in the fanzine. 

SUMMARY: The final issue of Time Meddlers goes out as an issue heavy on submissions from Michael Dawber, as 
Issue #7 was primarily a Zen Faulkes effort, and Issue #8 Mark McMillan's workhorse. This is Dawber's moment to 
shine. Dawber presents three new races in this issue, and they are all interesting and unique, and also presents 
two fairly well thought out adventures that are well rounded with extra stats and planet write-ups. This work al- 
lows the Time Meddlers to go out on a fairly high note. The fanzine gets one last opportunity to shine before it is 
retired for good. The Time Meddlers fanzine set a mission for itself to provide new content for Doctor Who role- 
players and the final issue saw this mission accomplished as well, if not better, than the preceding issues. One 
thing that should not be missed in regards to this work is that the majority of the contributors were teenagers and 
young adults. The content remained solid through to the final issue showing that creativity and original ideas are 
more important than a developed writing style or sticking to known formulas. The Time Meddlers staff accom- 
plished a solid effort in every part of their fanzine's existence. 
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A SUMMARY OF TIME MEDDLERS AS A FANZINE 

The Time Meddlers fanzine was the first known fanzine devoted to Doctor Who RPGs and in that sense it 
provides those interested in Doctor Who games a unique look into the history and feel of the mid-1980s. The fan- 
zine shows that even in the earliest days of Doctor Who RPGs there was a desire for more Whovian game content. 

The fanzine reveals both the wealth of ideas, and also the amateur drive to put together a gaming fanzine. 
Some of the articles, concepts and humor might seem sophomoric through the lens of the passage of 25 or more 
years, but such a viewpoint betrays the strength of some of the ideas as well as the importance of the fanzine as a 
whole. Here was a fan-produced production that reveled in Doctor Who gaming. The young fans that worked on 
the 'zine did a fairly good job in presenting new and original content for those who could not get enough. The pres- 
entation of original adventure modules, rules, villains, and story seeds continue to this day in the various offerings 
that forums, blogs, and fanzines provide the gaming community. Without a doubt, the Time Meddlers team beat 
everyone else to the table (top) in supporting Doctor Who role-playing. 

With issue #5/6 the end of the FASA Doctor Who RPG rings heavy with concern by the production staff that 
the game (and perhaps interest in their fanzine) will fade. Few sources reported directly on the end of the FASA 
game, and this announcement is one of the few contemporary sources that reported the FASA game's end in print. 
It is clear now that Doctor Who role-playing and interest in it is still not yet dead. The production staff of Time Med- 
dlers suspected correctly that there was an audience that was interested in resources for the game. What they may 
have underestimated was the interest in their efforts which remain worthy of reporting almost three decades later. 
Our hats are off to everyone who worked on the Time Meddlers and for everything they contributed to us. We 
hope that our readers enjoyed the chance to re-discover the lost gems that were each issue of Time Meddlers. 



A FEW MORE WORDS FROM TIME MEDDLERS CO-FOUNDER STEVEN E. DIETER 

When [DDWRPG] dropped me a note to say you had found more issues of Time Meddlers [Editor's Note - 
Steven provided the first 6 issues to us initially], I thought you were joking. When you actually sent them to me - 
well, to say I was surprised is an understatement. First, my thanks to the individual who still had these issues and 
passed them along to you. The fact that these still exist is quite wonderful. Reading them, in the context of the 
timeline of their production, I can offer some insight on Mark's comments in issue 7. My resignation in October 
1987 had nothing to do with the publication or my support for it. The truth was, my life was moving in a different 
direction. I had begun work part-time at Sears Canada while going to high school full time. Access to the photocop- 
ier to produce issues was diminishing, in part due to the rough relationship between myself and my step-father; it 
was through his place that we had access to inexpensive copies. 

I was thrilled to see that Mark continued to list me as a co-founder after my departure. His kind words to 
me in Issue 7 - well, they were unexpected to read, but perhaps not entirely unexpected as we did separate on 
good terms. The 'zine was definitely in good hands between Michael Dawber in Kingston (who had his own 'zine) 
and Zen Faulkes! (a regular contributor to Time Meddlers). As for the special issue Mark notes in Issue 9 - well, it 
never made it my way unfortunately. If it was ever made, I wish I could have seen it. However, to now have seen 
these last three issues is a very nice present indeed. 

To you, the readers of Diary of Doctor Who Role-Playing Games fanzine, know that these nine issues, re- 
printed for you here, were the work of fans whose sharing of our creativity was really only limited by the technol- 
ogy of the day. As co-founder of Time Meddlers, I am happy that Nick asked for permission to share these issues 
with you - a permission which I am thrilled to grant. Even though it's been 25 years, I would still be curious to hear 
reactions, comments, observations. 

On behalf of all of us who worked on Time Meddlers so many years ago, thank you for your continued love 
and interest of the many variants of role playing games associated with Doctor Who. It's this kind of perpetual sup- 
port which has allowed this series to thrive after so many years. 

S.E. (Steven) Dieter CD MA KJ KStG 
Captain 

Associate Air Force Historian 
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OBJECTS FROM THE DOCTOR'S VERY OWN TRANSCENDENTAL POCKETS! 

by Mark Anthony Quested 

In issue #15, I wrote an article on the usage of physical props in Doctor Who tabletop role-playing, including two suggested game 
mechanics that can be used by a GM. This smaller article features a list of random objects that one might expect to find in the Doctor's 
pockets. (This was inspired by similar lists that can be purchased from DrivethruRPG on numerous topics.) 

At any given moment, the Doctor will have some assorted items in his pockets. By rolling percentile dice (D100, made up of two 
dice: a D90 representing the tens place, and a dlO representing the ones place), one can generate at random numerous objects pulled 
from the Doctor's pockets. Some may be of an immediate usage, some may be useful but not at that moment, and some may have no 
usage whatsoever other than to strike up a conversation! The GM can decide to award story points for ingenuity, fast-talk, etc. 

If you do not have a set of percentile dice, they can be found in boxes of polyhedral dice that contain the standard seven RPG 
dice. These are commonly avail- 



able to buy from games 
and from sellers on eBay. 



shops 



01 

02 
03 
04 

05 
06 



Etheric Beam Locator 
Everlasting matches 
500 year diary 

Drawstring bag of coins and alien 

currency 
Pen-torch 
Bio-damper 

07 - Handcuffs and keys 

08 - The Doctor's embossed calling cards 

09 - Handkerchief 

10 - Candies - Jelly Babies in a crumpled 

paper bag 

11 - Spectacles 

12 - Magnifying glass 

13 - Multimeter 

14 - Sonic Screwdriver 

15 - Jewellers' loupe 

16 - Pocket watch on a chain 

17 - Notepad 

18 - Pen or pencil 

19 - Recorder 

20 - Multi-Quantiscope 

21 - Telescope, pocket-sized 

22 - Lockpicks 

23 - Pocket mirror 

24 - TARDIS flavoured food bar in a foil 

wrapper 
Water pistol 
Magnifying spectacles 
Extendable pointer 
Radio transmission detector, with 

extendable aerial 
Marbles or ball bearings 

30 - Yo-Yo 

31 - A pair of large spoons 
Chalk 

Astro Rectifier 
Bag of gold dust 

Books (Charles Dickens, H G Wells, 

etc) 
Egg timer 

Candies - Lemon Sherbets in a crum 

pled paper bag 
Geiger Counter 
TARDIS key 

40 - Psychic Paper in a black ID wallet 

41 - Rhondium Particle Sensor 

42 - Stethoscope 

43 - Rubber bands 

44 - Trowel 

45 - Laser Cutter 

46 - Smelling salts 

47 - Tweezers 

48 - Opera glasses, folding 
49- Ball of string 

50 - Nano Recorder 

51 - Assorted bits of circuitry 

52 - Voltmeter 



25- 
26- 
27- 
28- 

29- 



32- 
33- 
34- 
35- 

36- 
37- 

38- 
39- 




53 - Vintage motorcycle goggles 

54 - Pocket-Knife (Swiss Army type) 

55 - Candies - Liquorice Allsorts in a crumpled paper 

bag 

56 - Torch 

57 - UNIT ID cards 

58 - Toothbrush 

59 - Temporal Activity Detector 
60- Cricket Ball 

61 - Hat (a Stetson for 11 th Dr, a Panama 5 th , a 

Hebert Johnson felt for the 4 th , etc.) 

62 - Dental mirror 

63 - Paper clips 

54 - U-shaped magnet on a length of string 

65 - Sonic Lance 

66 - Playing cards 

67 - Teaspoon 

68 - Candies - Dolly Mixtures in a crumpled paper 

bag 

69 - Catapult 

70 - Wire cutters 

71 - Fireworks 

72 - Polaroid camera 

73 - Snorkel 
74- Brush 

75 - Perception filter 

76 - Business cards, assorted 

77 - Pair of gloves 

78 - Abacus 

79 - Dog whistle 
80- Juggling balls 

81 - Wire saw 

82 - Trick, same-sided coin for tossing (and for win 

ning the toss!) 

83 - Mineralogists' hammer 

84 - A notebook of codes for the TARDIS 

85 - Candies - Boiled sweets in a crumpled paper 

bag 

86 - Small pair of scissors 
87- Pliers 

88 - Wrist watch 

89 - Assorted bits of wire 

90 - Permanent felt-tip marker 
91 -3-D glasses 

92 - A fruit or vegetable of some kind, such as a 

banana, apple, celery, etc 

93 - Laser Spanner 

94 - TARDIS compass / homing device 

95 - Ultraviolet torch 

96 - A wind-up grey mouse 
97- A crystal 

98 - Welders' googles 

99 - A vial of liquid (anti-plastic, oil, etc) 
100- Head LED lamp 



RECOMMENDED RESOURCES 

The following is a list of books and Internet pages contain lists of items 
that one can use for Doctor Who tabletop role-playing purposes. I thor- 
oughly recommend them all. 

The Doctor's gadgets 

http://iaith.tapetrade.net/doctorwho/gadgets.html 

Not entirely up to date, but still a comprehensive list of items carried by 
The Doctor throughout his different incarnations. 

The Doctor's items 

http://tardis.wikia.com/wiki/Category:The_Doctor's_items 
List of Doctor Who items 

http://en.wikipedia.org/wiki/List_of_Doctor_Who_items 

Basic Roleplaying "The Modern Equipment Catalog" (Chaosium) 

This sourcebook is an excellent compendium of rations, tools, equip- 
ment, clothing, and weapons as used by modern day police forces, 
armed forces and special forces; making it an ideal sourcebook for UNIT 
or Torch wood campaigns. (Available to purchase as a PDF from 
DrivethruRPG, it can also occasionally be purchased as a paperback from 
some retailers of RPG books) 

Deadlands Reloaded - Smith and Robards' 1880 Catalog (Pinnacle 
Entertainment) 

A comprehensive catalogue of equipment that one might expect to find 
in an American West steampunk setting, such as The Wild Wild West. 

Gaslight Equipment Catalogue (Chaosium) 

A compendium of items from Victorian England, including information 
on their usage. (Available to purchase as a PDF file from DrivethruRPG.) 

GURPS "Low Tech" (Steve Jackson Games) 

Recently revised and reprinted for the 4 th edition of GURPS, Low Tech covers 
tools, equipment, and weapons from the stone-age to the age of sail. 

GURPS "High Tech" (Steve Jackson Games) 

Recently revised and reprinted for the 4 th edition of GURPS, High Tech 
covers tools, equipment, and weapons from the 18 th century through to 
the modern age / 21 st century. 

GURPS "Ultra Tech" (Steve Jackson Games) 

Recently revised and reprinted for the 4 th edition of GURPS, Ultra Tech 
covers tools, equipment, and weapons from the near future to the far- 
thest reaches of the imagination. 

GURPS Steam-Tech (Steve Jackson Games) 

Steam-Tech covers gadgets, machinery, and vehicles one might expect 
to find in a Steampunk setting or a fantastical Victoriana setting. 

Rolemaster "And a ten-foot pole"(ICE / Iron Crown Enterprises) 

A comprehensive book of lists, covering food stuffs, tools, equipment, 
and weapons from the ancients through to the modern day / late 20 th 
century. 

Victoriana "Faulkner's Millenary and Miscellanea"(Cubicle 7) 

A catalogue of items from Victorian England, circa 1867, including 
household goods, clothing, weapons, foreign items, clockwork and magi- 
cal supplies. 

Victoriana "The Marvels of Steampunk" (Cubicle 7) 

A sourcebook on the subject of Steampunk, including its associated 
extraordinary gadgetry and vehicles. 
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RUNNING FflSfl'S DOCTOR WHO RPG FOR THE FIRST TIME 

by Jeff Johnson 

visit "Jeffro's Space Gaming Blog" at http://ieffro.wordpress.com/ 

My game was on the convention schedule. My 
car had made it to the hotel without incident. I was just barely 
getting over whatever flu it was I had come down with earlier in 
the week. One of the players I had arranged to meet was not so 
lucky -- a killer stomach virus had laid him low just as things be- 
gan to warm up! We'd planned it for Monday morning-- the last 
day of the convention. I was there right on time, but my heart 
sank as I realized that few people were going to take a day of 
work to play role playing games. I was sure I was going to end 
up with just one player... but then one of the con organizers de- 
cided to sit in... and a rabid Doctor Who fan wandered in a little 
later. Three seemed to be a good number for Doctor Who gaming, so I was really relieved. The Monday time slot 
turned out to be a blessing in disguise-- we could all hear each other without having to scream! 

I really wanted people to get the full experience of this old rule set, so instead of handing out pre- 
generated characters, I let everyone work their way through making their own. Now... I'd done this before with 
Moldvay Basic D&D and found out that in a convention environment, a ten minute char-gen procedure took more 
like half an hour. FASA Doctor Who character generation took closer to an hour. This seemed to drag on a bit: the 
math for allocating skill points seemed to be rather overwhelming until I'd helped them along. I coached them 
with bits like, "looks like you can get 2 CHA skills at level VI." We got through it, though. It was kind of a gamble, 
but I think the payoff was that players were immediately invested in the session and (even better) everyone got to 
play exactly the sort of character they wanted! The players all coordinated together so that each of them could 
specialize in a different subset of the skills ("Oh... you're getting Streetwise? I'll skip that then"). 

Now, the premise of the FASA Doctor Who game is that the players are all members of the Celestial Inter- 
vention Agency. The players do not play characters from the TV show, but other time travelling do-gooder types 
instead. I don't think too many people appreciate this aspect of the old game, but I've got to say... at the game ta- 
ble, it rocks. Especially when combined with the character generation system. One player played a Time Lord, an- 
other wanted to be a Captain Jack type character, and the third player wanted to be a U.N. IT. science adviser. 
Character concepts from every incarnation of the Doctor Who franchise could play side by side -- and people were 
free to take inspiration from the TV series without being restricted by it. The overall effect was to create the feel of 
a totally new spin-off series that the players all had a lot of influence over. 

The scenario I put together was based on "The Pirate Planet" episode. I was pretty stoked about this one 
because it was not only a great Tom Baker episode, but it was also the first one written by Douglas Adams. I 
changed the time period of the scenario to much earlier than what was shown in the episode and decided that the 
Celestial Intervention Agency had sent the players off to discover (and possibly rescue) the planet Bandraginus V, 
which had strangely disappeared. The players were to go back to the time before the disappearance and investi- 
gate... 

Scene 1 

The Time Lord character has to pilot the TARDIS. I made her roll some dice and asked her what she was do- 
ing with the synchronic feedback circuit and the multi-loop stabilizer. There were some weird problems in the de- 
materialization process and the players encountered a time eddy... but they finally made it without getting blown 
up. I wanted to have the players go to a parallel universe in order to sidestep any potential continuity problems, 
but I ended up not having to leverage that particular plot point during the session. 

Scene 2 

I explained that (according to the Encyclopedia Galactica) Bandraginus V was a tropical rain forest world 
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with a Venus-like vapor canopy that helped sustain large amounts of foliage even at the poles. The atmosphere 
was so dense that respirators are required. The players selected their equipment from the TARDIS's stores (almost 
anything could conceivably be there) and they stepped out to find... a sprawling medieval looking city and not a 
tree in sight -- just a brisk wind blowing, grasslands, and barren looking mountain ranges. The local people were 
richly dressed and seemed not to notice the player-characters. One player explained that this was an artifact of 
the TARDIS's universal translator circuits. The players set the chameleon circuits to outhouse mode, headed for 
the tavern and then bought Xanackian ale for everybody with psychic paper money. They talked to some locals 
and (following the episode very closely) got their first set of clues about what was going on. 

Scene 3 

The players decided to head off to the mountaintop fortress they had seen, but along the way they heard 
screaming from a domicile. They knocked and went inside and after the occupants denied anything strange hap- 
pening, the screaming began again even louder. The players interrogated Belaton and his wife extensively and ex- 
amined their obviously ill son. The U.N. IT. science adviser narrowly made a skill challenge and then was stunned 
to report that there was nothing physically wrong with the man. The players debated this revelation furiously and 
then investigated a mysterious pot that seemed to have fallen over by itself in the kitchen. Then the door 
slammed, and the sick guy was gone! 

Scene 4 

Now this exact scene was referenced as back-story in the original television episode and I was really keen 
on playing it out. The sick guy was running through the streets when the guard captain showed up with his guards. 
(I set up the scene with GURPS Traveller Cardboard Heroes and D&D 4th Edition adventuring tiles.) Without the 
players to intervene, he would have been shot down on the spot... but the Captain Jack-type character used up all 
of his Action Points to interpose himself between "The Captain" and the sick guy. "The Captain" said, "by the rag- 
ing fury of the sky demon!" and then demanded that the players step aside. At this point, the Captain Jack-ish 
character responded by turning around and shooting the sick guy with his sonic blaster. The players then at- 
tempted to bluff "The Captain", but the dice were not with them. "The Captain" ordered the man taken back to 
the labs for vivisection and the players were ordered to accompany him back to the bridge. 

Scene 5 

As the players arrived at the mountaintop fortress, the U.N. IT. science adviser managed to convince the 
guards that the medical lab really needed his help in the vivisection process. As the unconscious guy was laid out 
on the table, the adviser pointed out to the doctors that if the vivisection was not handled just right, the patient 
could actually die! I was very pleased with this because it was some pure Douglas Adams style reasoning that was 
completely in keeping with the original episode. Meanwhile, "The Captain" ordered the other player-characters to 
repair his mega-photon discharge link or else be summarily executed. They went to work, and managed to send 
one guard off to fetch a Wobbleflitchie from Mr 
Fibuli. They then punched the remaining guard 
out, and then followed the other one and took care 
of him, too. The characters then intimidated Mr. 
Fibuli into revealing just why this mountain fortress 
was filled to the brim with Transmat devices. Mr. 
Fibuli accompanied those characters to the sick bay 
where a brawl broke out. The Captain Jack-type 
character did the fighting, the Time Lord character 
used her sonic screwdriver to prevent Mr. Fibuli 
from triggering an alarm, and the science adviser 
revived the stunned sick guy. The players then hot- 
wired an air car and flew away. 
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AT THE CLIMAX OF THE ADVENTURE 

mass murder. The Time Lord character talked 
the Transmat devices to move everything to 
Transmat devices and declared victory. 



Scene 6 

The players took the sick guy where he 
wanted to go: to the mine complex! Inside it, the 
players confirmed their theories about what was 
actually going on and formally met with the Men- 
tiad, which agreed to help them. The players flew 
back to the mountaintop fortress with the Mentiad 
tele-skiing behind them. They then stormed the 
bridge, using the Mentiad's powers as their ace in 
the hole. The Captain Jack-type character kicked 
open the door and then fired his stun blaster (set 
on maximum power) at "The Captain". Not only 
did the shot hit, but the player rolled perfect dou- 
ble sixes on the energy damage table -- 60 points! 
I worried that this was perhaps a bit anticlimactic, 
but the players seemed glad to be rid of the old 
the rest of the bridge crew into following orders... and they fired up 
the uninhabited desert planet Attica. They then destroyed all the 



Well, it took me 25 years or so, but I had finally played FASA Doctor Who\ I thought that mixing classic Doc- 
tor Who situations with new series style characters and shticks worked really well on the whole. Seeing the light 
bulbs go off when they finally put all the pieces together was very exciting. None of the players were familiar with 
the original episode at all. I was actually kind of envious of them -- they actually got to get inside of it and, in a 
sense, experience it firsthand. 

The rules seemed to work well enough at the table -- in practice it is not terribly different from my rules- 
light GURPS games. The players did not seem to either want or need any of the fancy combat options that critics 
moan about being in the game, however... being able to know exactly how far a character could move during a 
combat turn was invaluable -- and the tactical setups with grids and figures really made it clear exactly what was 
going on and gave the players a clear notion as to what they could reasonably do about it. The thing that surprised 
me the most was in how attached the players seemed to get with their characters. They were just so pleased to be 
able to play the sort of Doctor Who character that they wanted to play, and I doubt I will ever run a game like this 
with pre-generated characters again. 



MINIATURES FROM CROOKED DICE 



ciiiNBked dice 



CAME DESIGN STUD 



There are a few new miniature figures available from Crooked Dice Studios that are perfect for use with 
Doctor Who games. The Ms. Temple is an excellent figure that 
could represent Donna Noble and costs a reasonable £4. A new 
set called 'Time Lost Investigators" includes manservant Sachs, 
Eliza and Genevieve (with Sachs and Eliza 
each coming with alternate heads) could 
make a Paternoster gang. Individual fig- 
ures are £4 (with a $11 deal for the set). 
Lastly there is a new Tweedy figure that 
could be used as the 11th Doctor (now 
with glasses), as well as a new Belle figure 
(who might make a good Clara stand in). 
Each costs £4 (but they can be bought as 

a pair for £7.50). @ ms temple sachs, eliza, genevieve belle, tweedy 2 
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HITCHHIKER'S GUIDE TO THE GALAXY GADGET STfiTS FOR D WRITS 

by Jay Libby 



Here is a list of various pieces of equipment that are featured in The Hitchhiker's Guide to the Galaxy se- 
ries, and their stats so that players can use them in their own Doctor Who-Adventures in Time and Space RPG 
games. 



The Babel Fish 





BABEL FISH 

A small leech-like organism that fits into 
the ear, whose nutrition cycle converts 
sound waves into brain waves, therefore 
making any language understandable. 
Traits: Universal Translator 
Story Points: 1 



HITCHHIKER'S GUIDE TO THE GALAXY 

This book is a repository of all knowledge across the known universe. It is cheaper than the En- 
cyclopedia Galactica and is known for the back cover which reads "Don't Panic". 
Trait: Knowledge (+5 to all Knowledge rolls when using the guide) 
Story Points: 2 




SUBETHASENS-O-MATIC 

This device fits on the player's thumb. When activated (by sticking your thumb up) the device 
sends a signal out to any passing ship. If the ship has a compatible atmosphere the ring will 
transport the player to that location. It can work for up to two people. It is also used for data 
transmissions, allowing the user to listen to galactic news or update their Hitchhiker's Guide. 
Trait: Teleport, Restriction (Players must consume a couple pints or eat loads of salty peanuts 
before using or suffer -1 to all Attributes for 1 hour). 
Story Points: 2 



THINKING CAP 

This large hat with a lemon grater on the top was designed to help starship captains focus dur- 
ing stressful times. It offers a boost to Ingenuity for 10 minutes per lemon. 
Trait: Ingenuity +2, Restriction (only lasts 10 minutes per lemon) 
Story Points: 1 



TOWEL 

"You should always know where your towel is." This handy dandy tool has many uses: gas mask, 
rope, whip (Strength+1), blindfold, blankets, shields (1 armor) and other everyday ways. 
Trait: Ultra Handy, Fear (+1 to scare stupid aliens) 
Story Points: 2 



■-4 
■ 
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GAME MASTER TIPS: THE AWESOME POWER OF 

by Chris Shaw (Sunyaku) 
(Guest contributor from www.heroesofshadow.com) 



"YES* 



In all role-playing games, the power of a Game Master (GM) to say "yes" to player actions is quite literally 
the power to make gaming dreams come true. You do not want to squash player dreams, do you? 

In this is the sequel to "The Terrible Power of No" from the last issue, we will discuss some of the chal- 
lenges GMs face by saying "yes". We recommend you read the previous article if you have not already done so. 



Never Say Never Again 

As a GM, strive to let go of any preconceived notions of 
how the game should be played, how you would play the 
game, or how you think players should react to any sce- 
nario you introduce. Role-playing is a collaborative gam- 
ing experience, and the GM is the facilitator and inter- 
preter in-chief. Facilitators and interpreters do not force 
people to act in a particular way, they provide an interac- 
tion point, and they keep the game moving forward. 
Sounds simple, right? Sure, it is very simple, but not nec- 
essarily easy. 




Finding a Path to "Yes" 

Strive to say "yes" to all but the most ludicrous requests. If you are cornered and forced to say "no", gen- 
tly explain why, and let the player ask questions to clarify, talking to the player outside of a session if necessary. 
Saying "yes" 99.9% of the time can be scary, but soon you will learn why it will all turn out OK. Here is a simple 
example: A player states, "I found 'such and such 7 in the game inventory, and I want it for my character." The GMs 
first task is to carefully evaluate: is the thing mundane, are the players in an area where the thing exists, and do 
they have the resources or skill to acquire the thing? If so, then the answer is "yes". See? Saying "yes" can be 
pretty easy. If the players do not meet the requirements to easily say "yes", understand that "no" is still a curse 
word to be avoided. Instead, provide a path to "yes", such as "The thing is not available here but you could obtain 
elsewhere..." 

I can hear you thinking, "But what if the request is 
for something that is obscure, rare, overpowered, or I just 
do not want it in my game world?" Rest assured-- it is not 
the GM's role to play Santa Claus. A GM reserves the right 
to make players work for their toys. Again, this is not an 
occasion for "no", it is a chance for an adventure driven by 
player desire. From a player perspective, this is something 
akin to seeing the movie you want to see instead of the 
movie your friend wants to see. It gives the player a 
chance to feel special, and do what they want to do. If the 
other players agree to help pursue the thing, then the hunt 
is on. After all, work builds character, and it will cause 
players to treasure the thing all the more when they finally 
obtain it... or... they may realize the consequences of pur- 
suing the thing are too great and decide to adventure else- 
where. 

If you are a GM that is skilled at improvising, you will probably feel comfortable letting the "path to yes" 
flow freely without taking a break to think too much. However, if thinking on the fly is not something you do well, 
by all means, call a short bathroom or food break for you to ponder the situation. A few minutes of thoughtful- 
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ness is always better than responding with a quick, 
"uhhh... no", and over time, this practice will improve 
your ability to think quickly as a GM. If you take good 
notes, you can work out the details later, including how 
to weave the new adventure into whatever major story 
arc you are running (so players do not wander too far 
away from your story). 

Unleashing the Interpretive Power of "Yes" 

Everyone enjoys getting what they want in games, 
and in life, but both are unpredictable. We are often left 
with buyer's remorse. To quote Mr. Spock, "After a time, 
you may find that having is not so pleasing a thing, after 
all, as wanting." This is the hidden truth of the awesome 
interpretive power of saying "yes" as a GM. Accept the 
mantra that almost anything is possible, but you are in 
complete control of the relative difficulty of all activities. 

If you do not want to give something away, then 
you do not have to, but recognize that saying "no" stifles 
the creative juices and desires of your players. Your task 
as GM is to say "yes", and evaluate what the players will 
have to do to accomplish or acquire the thing. And then 
beyond that, interpret what the consequences of the thing might be. All actions have consequences, and the GM 
is still the god of consequences. The players might acquire new allies or enemies or be forced to sacrifice some- 
thing of greater or equal value along the way. Feel comfortable saying yes, understanding that the details and 
consequences are still completely up to you. 

Saying Yes, but Really Saying No 

It can be easy to slip into a "yes, but" that is effectively a "no". A "yes, but" is appropriate for pointing out 
an obvious consequence the player may have overlooked, but check yourself to make sure that you are not just 
fabricating additional consequences to justify blocking the player's request. For example, if a player stated that 
they wanted to steal a crown off a king's head in the middle of a public assembly, you should probably remind 
them that the guards swarming the palace would almost certainly ensure their quick demise, and the death or im- 
prisonment of their allies. However, if a player wanted to steal the crown in general, this is an opportunity to try 
to find a path to "yes", with everyone involved understanding that there could be very serious consequences in 
the game world. 

Yes, Yes, Oh God, Yes! 

A collaborative gaming experience is a network of 
relationships, where everyone must learn to give and take. 
By letting go of "no", and embracing "yes" you give play- 
ers the freedom to play the way they want to play, and 
you opportunistically take their actions as fuel to weave a 
more fantastical, creative, and enjoyable gaming experi- 
ence. So learn to say "yes" and dazzle your players with 
the ensuing awesomeness that unfolds! 



Bi-weekly articles and other HeroesOfShadow.com up- 
dates available via Facebook, Twitter, Google+, or RSS 




217 




REVIEW: DOCTOR WHO 

by Kash Engineer 



LEGACY 



Mill 1 2 of 11111 



ANDROID APP GAME 
TINY REBEL GAMES (2013) 
FREE DOWNLOAD AT THE GOOGLE PLAY STORE 
FACEBOOK PAGE: https://www.facebook.com/doctorwholegacy 

Doctor Who: Legacy is a wonderfully addicting game for the androids us- 
ers out there. To play, you first select your doctor and the companions you 
want to help battle the numerous evil foes in your future. The game itself is 
similar to any matching game like Candy Crush Saga or Bejeweled but with a 
twist. Every match you make adds power to a companion (or the Doctor) and 
allows them to attack! The creatures you face also have a chance to attack you! 
The villains attack numerous ways by destroying your health or locking some of 
circles so you cannot use them. The goal is to make it through multiple rounds 
of creatures to complete a level and continue on your way. 

The only reason this game does not receive a perfect 5 TARDIS score is 
due to the money factor. Although the game is free, getting some new compan- 
ions or special crystals can cost money. The developers assure that all of the 
money spent will go right back into the game development, but it can still be a hassle for those who would rather 
not spend any money to enjoy the experience. A huge bonus the developers give players is the Facebook page for 
the app. The developers use the page to let gamers know about specials and upcoming features for the game. A 
great example could be found during the winter holidays when the development team introduced an advent cal- 
endar where users could get codes from Facebook to unlock new characters for free. They also created a whole 
special set of adventure tasks for the holiday season with different creatures to vanquish to rack up character XP! 

The game mixes the simplicity of a bubble matching game with the excitement of a Doctor Who role play- 
ing game and once you start you will find it very hard to stop! The game was also rated as one of the Top 50 Apps 
of the Year by The Guardian newspaper! Overall this is a great game to play! 
4% out of 5 TARDISes. 
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ANOTHER PERSPECTIVE OF DOCTOR WHO - LEGACY 

The android app game Doctor Who: Legacy is one of the more 
enjoyable Doctor Who related computer games yet made. The object 
of the game is to move one of the Gallifreyan symbol balls to another 
location. By moving that ball it will cause the ball at the next location 
to swap places. One can move the ball as far as one wants, and by do- 
ing long patterns, it will allow a person to put multiple stings of balls 
together. When there is a string of 3 or more balls all the same color, 
the balls disappear, and give your characters strength to attack the 
monsters. The key to the game is to create as many strings of same 
colored lines of balls as one can. The more this is done the higher 
one's attack score and the faster the foes are vanquished. 

This game play is simple but a great deal of fun. After a fair ef- 
fort, the player starts to realize that there are combinations of moves 
that will help align the balls in certain patterns and remove many in a 
single turn. The amount of re-playability is near endless. Perhaps the 
largest weakness for the game is that some of the challenges are 
rather difficult with a new team, and some of the characters are very 
difficult (if not seemingly impossible) to unlock. A great variety of 
characters is also welcome. Still, best of all, the game that is free and 
Doctor Who themed. This is exactly what the Doctor ordered! &k 



DOCTOR WHO - WORLDS IN TIME TO END 

The first online Doctor Who MMORPG game, Doctor Who: Worlds In Time designed by Three Rings, has now 
been scheduled to end. A final date for the MMORPG was listed on the game's website (www.doctorwhowit.com) 
as being 28 February 2014. An e-mail sent to players gave the end date of the game's platform as being 03 March 
2014. This is not particularly surprising as the last news update for the game (presenting the new update of chal- 
lenge mode) was almost a full year earlier on 02 April 2013. Transaction for the game ended on January 14th, 
though support for the game will continue until the shutdown date, giving players two months to use their accu- 
mulated credits or prize incentives. 

It seems that lack of support and interest in the platform (along with a sizable license fee that required 
enough players and income to make the game viable) may have been the reason for the game's demise. No official 
announcement was made as to why the game is being discontinued. 

Our staff found 
the game to be repetitive 
and a bit less than engag- 
ing. This is never a good 
sign for a game where 
one hopes to spend a lot 
of time engaging in social 
interaction and adventur- 
ing. However, some die 
hard fans of the game are 
sad to see this end. From 
our perspective, the 
game has its place in Doc- 
tor Who gaming history. 





GAZETTEER: CAR CON A 

Carcona is an earth-like planet that has suffered from the blight of mass industrialization and exploitation 
without care for the planet's environment. Because of the large amount of mineral wealth on the planet, Carcona 
has been heavily mined and in turn numerous factories have been built on the surface of the planet to purify and 
treat the minerals near to their source. Over the course of the past 250 years, Carcona has slowly decayed into a 
planet in which the environmental conditions has become so sever that inhabitants cannot go outside without pro- 
tective clothing and respirators to protect themselves from the acid rain and the chemical laden air. Conditions on 
the planet are so dangerous for the unprotected that exposure to the natural environment may cause serious 
health problems within 15 minutes. The rain is so acidic, that exposure of bare skin to water droplets will result in 
second degree burns after only 5 minutes. While there is a governing structure on the planet to represent the 
people, the majority of the elected positions are controlled by elected officials that have been supported by the 
wealthiest corporations and investors on the planet, creating a situation where environmental change and improve- 
ment is near impossible. Nearly everyone wants off the planet, but there are few opportunities to leave. 



CARCONA ADVENTURE SEEDS 

A few quick adventure ideas for this planet that GMs might use... 

• Some of the inhabitants of the planet have discovered a flower, that looks like a daisy, on the planet which 
seems to be able to survive despite the harsh conditions. The flower, also part of a plant that has ample nutri- 
tion, seems immune to the devastating environmental effects of the planet. This agricultural hope for the 
planet could help a new generation of inhabitants, but corporate leaders have heard about the find and have 
sent a security team to either confiscate the find for their own exploitation or destroy all the flowers. 

• A human-sized cloud of dark soot has been moving about one of the cities. Contact with it has resulted in the 
deaths of some of the inhabitants. Many believe because the soot has been clogging the respiratory units of 
those nearby. It turns out that the swirling soot cloud is actually an alien life form that has landed here are 
stalks its prey. The sooty conditions of the planet allow it to move nearly undetected and the characters will 
need to fin it before it propagates itself and the alien populations grows. 

• The corporation on the planet that provides the protective masks decides that it wants to declare bankruptcy 
in an effort to protect profits, so in turn it raises the cost of breathing units to an unmanageable rate. As people 
start to die as filters are priced out of the hands of the people, a crisis looms. The players need to help. 
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SIMPLER AND FASTER DAMAGE RULES 
FOR D WAITS 

by Brian Swift 

The Doctor Who-Adventures in Time and Space RPG damage 
system is nice idea, but six condition tracks for each combatant is a 
nightmare to keep track of. We present for you here a much simpler 
and faster damage rule set that can be used to speed up combat in 
DWAiTS games. If it looks similar to West End's D6 damage rules 
there a very good reason for that. 

First, one might see that counting 'Yes But' as full 'Yes' result 
and 'No But' as a full 'No' speeds up combat a lot. One should still 
increase the damage for 'Fantastic' results. One's mileage may vary. 
Reminder - "L" Damage generally equals 10+ damage. 

Concerning how damage is applied. Just compare the weap- 
ons damage [modified for degrees of successes as per the rule book] 
and compare it to the target's Strength+Toughness+Armor. If the 
damage is less then that total then the target takes no damage [or 
possibly only cosmetic damage, like a hole in one's scarf]. 




ADVENTURES IN TIMEAND SPACE : HL ROLE PLAYING GAME 



If the damage is higher, count how much higher and use the following chart. 



DAMAGE EFFECT (based on how many points over strength + armor) 



0 Dazed (-2 to all rolls for 1 turn) 

1-2 Wounded (-2 to all rolls until healed) 

3-4 Incapacitated (target is Unconscious and -4 to rolls till healed) 

5-6 Mortally Wounded (Dying slowly, 15 difficulty to stabilize and -6 to rolls till healed) 

7+ Dead 



This makes things fast and simple. Compare the Damage to the 
Strength (with modifiers) and you can instantly see where they are 
on the track. If a target is already Wounded, just advance them to 
Incapacitated when they take another wound. There is only a few 
different would levels to keep track of. One might make up a 
bunch of "Dazed, Wounded, Incapacitated, etc.." sticky notes to 
slap on to the character sheets of anyone who takes damage. 

Obviously, since the method of recording damage is differ- 
ent the healing and first aid rules have to be revised. The follow- 
ing should result in approximately the same healing times as the 

original rules. characters often find themselves in conflict 

First aid can be tried on any new wound ONCE to raise the PC to a better level of health. 




FIRST AID DIFFICULTIES (Can only be done once per wound) 

12 Reduces the modifiers by 1 point 

15 Drops Wounded to Healed 

21 Drops Incapacitated to Wounded (difficulty 12 to wake up) 

28 Reduce Mortal Wound to Incapacitated 

Just stabilizing a Mortal Wounded person so they do not die is a 15 difficulty. 
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FIRST AID MODIFIERS 

* Gallifreyan Medical Packs give a +1 or a Medicine Skill of 4 (used instead of skill) 

* TL 5 Hospital has 3 Story Points to spend on Medicine Rolls, also doubles healing rate. 

* TL 10 medical facilities (such as in a TARDIS) give a +3 Medicine Skill and will have Heal- 
ing Acceleration Drugs (see below). 



HEALING TIMES 

- Wounded Must heal 12 days (-2 off each attribute) 

- Incapacitated Must heal 24 days (-4 off each attribute) 

- Mortally Wounded Must heal 36 days (-6 off each attribute) 



HEALING RATE MODIFIERS 

- Being in a Hospital cuts healing time by factor of 2 

- Gallifreyan Healing Acceleration Drugs cuts time by factor of 3 (but you are unconscious) 

- Minor Fast Healing Trait cuts healing time by factor of 4 

- Gallifreyan Healing Trance cuts healing time by factor of 12 

- Major Fast Healing Trait cuts healing time by factor of 24 

- Special Fast Healing Trait cuts healing time by factor of 1440 [ex. CPT Jack heals in 2 minutes] 



While healing is about as complicated as the old system, the GM usually has time to look up a table and do 
some basic calculations during the hours or days healing will take. The real gain in speed is in how damage is 
taken and recorded, and that is where the GM wants things to be as fast and simple as possible. 



DOCTOR WHO RISK GAME RELEASED 



December 2013 saw the release of the popular family-style wargame Risk released in a special Doctor Who 
edition that is called Risk: The Dalek Invasion of Earth. The game makes the players faction in the Dalek invasion of 
Earth. Players can be one of the three 
standard Dalek armies, or one of the two 
new Dalek Paradigm armies. The game 
plays very similar to a standard game of 
risk with a few exceptions. There are spe- 
cial power cards that if completed will ei- 
ther give the players army additional 
Dalek forces, or make them lose a number 
of armies. The game is dedicated to a 
specific number of turns, in which the 
players must confront the Doctor who in- 
terferes with their plans each turn. Be- 
cause of this the game is limited to a cer- 
tain number of turns (though the game 
can be played like a regular game of Risk 
as well). Currently available in the UK. 




THE DALEK INVASION OF EARTH 
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GAMING SEASONS: THE TROUGHTON YEARS 

by Siskoid 



This issue continues a series of articles by blog master Siskoid, in which he takes us through the Doctor Who 
series as if it had been played at the tabletop gaming table. Included here are the set-up, the characters, and a 
game play by play summary as well as stats for the various significant featured villains or monsters as they were 
encountered. As the original set of articles was written with the Doctor Who— Adventures in Time and Space Rules 
in mind, we have kept this style for all the articles, rather than including stats for the previous RPGs. Best of all, af- 
ter the write up, this article gives us high quality reprints of the Characters sheets made for this game, as well as a 
blank character sheet that players can use to give their game a retro feel. 

Gaming Seasons: The Troughton Years 

What if Doctor Who - the show - was a weekly role-playing game? This series of arti- 
cles re-imagines as just that, season by season, using Cubicle 7's Doctor Who- 
Adventures in Time and Space RPG. What might we learn from playing Doctor Who 
from the source itself? This is the second chapter, the Troughton years. 



SEASON 4 
THEGM 

Gerry just lost his Time Lord player, and his task is to replace him with someone who 
fits his vision for the rest of the season he has planned out. That vision? Taking 
things away from the Lost-in-Time campaign style in favor of a more monster-based 
approach. As the season progresses, he will trot out new enemies and use old ones, 
creating a cast of characters in each environment for the monsters to kill and for the 
Doctor to save. He think he's found the right guy to take over the Doctor role, a 
player known for his eccentric characters... 

THE CHARACTERS 

• Pat will be replacing Billy at the table, and using the regeneration rules in the rule book, he's agreed to continue 
the Doctor. Keeping the essential nature of the character as Billy developed it - a man of mystery with an insatiable 
curiosity, a sharp scientific mind and an eccentric absent-mindedness - but throwing in his own ideas as well. His 
younger Doctor will be frumpy and chaotic where Billy's spoke to the establishment, and energetic where Billy's 
was more wizened. Basically, his idea is to make the Doctor into a disarming clown hiding his keen genius. 

• Anneke still plays Polly and it is too early to change anything about her portrayal of a sassy, 60s secretary. For 
fun, she offers to make tea or coffee for the group whenever Polly does for the characters. After Story Points 
again, Anneke? 

• Michael's Ben is in the same situation (minus the coffee), but he will be the one itching to leave once another 
companion is introduced mid-season. Not that he and Frazer do not get along, but their similar skill sets means he 
feels less useful in the group. 

• For Frazer's story and character, see "The Highlanders", below. 
THE STORY CONTINUES... 

"The Power of the Daleks"- Pat's first story and Gerry is determined to make it a memorable one. First, he brings 
back the Daleks which he is assured by other GMs is the best enemy the campaign every produced, but he gives 
them an unusual spin. Second, he does not inform Anneke and Michael about the regeneration rules, so they 
spend a fair bit of the first few sessions wondering if this new player is really the Doctor or what. Pat decides not 
to give them easy answers and in his eccentricities, is basically throwing everything at the wall to see what sticks - a 
fascination with funny hats, annoying recorder music (a prop he has brought himself), and an anarchic spirit that 
bounces off well against the authorities Gerry invariably puts in charge of his environments. Pat quickly finds a tal- 
ent as the detective of the group and is quick to adopt false identities, fast talking himself into NPCs' good (or 
really, neutral) graces. 
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'The Highlanders'' - Still following the mold crafted by previous Game Masters, Gerry alternates future stories with 
historical, but he is not sure why he has to. This will be his last, at least without a monster in it. Now, the role- 
playing club all these guys belong to has many players who like to slum it as guest stars, and GMs are usually more 
than happy to oblige. Frazer is a friend of Pat's who comes in to play such a role, that of Jamie the Highland piper, 
and he has so much fun, he soon asks Gerry if he can stick around as a regular. Not realizing this might impact Mi- 
chael's character (designed at a time when he would be the only physically able character, but even the Doctor does 
not need as much help there), Gerry agrees and no one objects. 

"The Underwater Menace" - The next story is a bit on the crazy side. Atlantis in the present day, with ancient cult- 
ists side by side with mad scientists and genetically-engineered fish people. It is an over-the-top pulp adventure that 
perhaps goes a little too far, but hey, everyone's having fun. Gerry's talent for accents comes in handy for playing 
Zaroff, an almost too mad scientist. 



ZAROFF 

Attributes: Awareness 3, Coordination 2, Ingenuity 5, Presence 4, Resolve 4, 
Strength 3 

Skills: Convince 3, Knowledge 2, Marksman 2, Medicine 2, Science 5 (+2 Food pro- 
duction, +2 Geothermics, +2 Mad Science), Subterfuge 1, Technology 4 
Traits: Technically Adept, Voice of Authority; Dark Secret (seeking the Apoca- 
lypse), Eccentric/Megalomaniac, Eccentric/Nihilist, Eccentric/Totally insane!; Insa- 
tiable Curiosity; Obsession (Major - destroy the world because he can). 
Story Points: 12 

Home Tech Level: 5 (but Zaroff's scientific know-how is equivalent to TL 6) 
Equipment: Handgun [2/5/7] 



'The Moonbase" - The Cybermen are Gerry's babies and he is intent on bringing them back. However, he knows his 
drawings and voice for them were rather ridiculous, so he has another go. The setting is another of his internation- 
ally-manned bases (accents let you know which NPC is speaking!)... on the Moon! The plot is pretty straightforward, 
but the players do rather well with it, using what is in the environment (solvents, the graviton) to defeat the cyber- 
threat. Gerry's drawings of the Cybermen may have improved - those he made for "The Tenth Planet" were pretty 
silly - but his base uniforms have finally created a hat Pat's Doctor does not want to try out. 

"The Macra Terror'' - Time for a little experimentation, so Gerry recorded some fascist little jingles to play regularly 
over his sessions in the Colony, a Utopia highly influenced by Orwell's 1984. Of course, he cannot help putting mon- 
sters behind the Big Brother figure, giant mind-controlling crabs called the Macra. Pat really hits his stride as a force 
for anarchy in this one, which really encourages Gerry to play up bureaucratic impediments in the next game. 

"The Faceless Ones" - He goes a bit too far however, and his pedantic bureaucrats frustrate the players more than 
charm them. Gerry does not score many points which his Chameleons either, whose trademark flat tones make 
them rather dull. After the first session, Michael announces he is leaving the group to concentrate on other things, 
and Anneke decides to leave with him out of loyalty. They really did come as a matching pair. In the short term, 
Gerry writes them out after only one other session, and they make a short return, mostly as observers, in the last 
part of the story to say their goodbyes. Another player, Pauline, makes a quick character called Samantha Briggs in 
the Polly mold, but at the end of the story, decides not to stick with it. It was fun, but she does not have the kind of 
time necessary to play on a regular basis. 
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TYPICAL CHAMELEON 

Attributes: Awareness 2, Coordination 3, Ingenuity 3, Presence 2, Resolve 3, 
Strength 3 

Skills: Convince 3, Marksman 2, Medicine 2, Science 4, Subterfuge 1, Technology 
3, Transport 3 

Traits in Alien form: Alien; Alien Appearance, Eccentric/Megalomaniac 
(Chameleons believe they are the most intelligent race in the universe), Fear Fac- 
tor +1, Shapeshift (Minor - the process requires the help of technology, medical 
supervision, and the target human who must then be placed in stasis), Weakness 
(not meant to breathe Earth's atmosphere, they require "pressure treatments" to 
live here for a limited time) 

Traits in human form: Dependency (if the device they wear to connect them to their "originals" is turned off, or if 
their "originals" are awakened, Chameleons are destroyed), Eccentric/Megalomaniac, Special: Chameleons gain all 
the memories of their "originals" (if their "original" has any Skill higher than the Chameleon's, raise that Skill to the 
"original'"s level). Story Points: 3-5 
Home Tech Level: 7 

Equipment: Electric raygun [4/L/L], Freeze pen [No range; -/S/S] 



'The Evil of the Daleks" - Still with no third player in sight, Pat and Frazer get to do everything in the last story of the 
season. Past seasons often ended with whatever story was conceived last, but GM Gerry believes in big, flashy sea- 
son finales. Starting in the present with the theft of the TARDIS, he sends the players back to the Victorian era and 
then to a far future Skaro for a final confrontation with the Daleks. Pat and Frazer find the time to play-act conflict 
between their characters (because the Daleks strong-arm the Doctor into hiding information from Jamie) and the 
GM allows events to lead to the destruction of the Daleks. (Future GMs will accuse him of just wanting to push his 
Cybermen as the new big enemy of the campaign, but Pat will always defend the move, requiring them to keep the 
Daleks out of the plans.) And what about Victoria, the Daleks' prisoner? Well, there is this potential player called 
Debbie - who may have a flirtation with Frazer, if that explains anything - who comes over during this story just to 
observe. At the end of the season, she agrees to play, but no, she does not want to make her own character. That 
Victoria Waterfield NPC she "test-drove" for a session will do (she may well be a fan of Jane Austen). But Gerry will 
not be there to see the character develop, as he has decided to leave the group. 

SEASON 5 
THEGM 

The best way to imagine the Doctor Who campaign's set-up at this point is as a role-playing club that can draw on a 
pool of Game Masters and players who would otherwise be working on other games. In the wake of Gerry's depar- 
ture, the game's fifth season is about a search for a consistent GM. Victor gets things rolling with a first story, but it 
was only ever going to be a one-shot deal. Peter takes over after that for three stories, introducing a couple of new 
threats the players responded so well to, they are bound to make a comeback. And Derrick finished the season with 
three more stories, in his case bringing BACK old monsters already used this season. If there is a repetitiveness to 
the plots, it is in part because new GMs are always trying to get their footing by using tried and tested tropes, and 
even monsters. The latter at least helps build the game world's mythology. 

THE CHARACTERS 

• In Pat's second year playing the Doctor, he will get away from some of his sillier eccentricities, talking less about 
hats and only rarely bringing his flute to game sessions. Part of it is having to step up as more of a hero figure be- 
cause the character of Victoria Waterfield is not nearly as independent as the Polly and Ben duo was, and another 
part of it is a lack of motivation brought on by normal fatigue. Pat actually misses a couple sessions this year. Some- 
thing that's working well is his chemistry with Frazer, and these two are having a ball sparking off each other. 

• With Ben and Polly gone, Frazer has room to make Jamie a lot more heroic and willful. Fewer people around the 
table seems to be a good thing, though the GM sometimes has to charge Story Points for some of the anachronistic 
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things Frazer wants to do with his 18th-century Highlander. Like Pat's, his character adopts a protective stance to- 
wards Victoria, but perhaps puts a bit more in the way of adolescent pangs into it, though they never really play a 
romantic relationship there. 

• Debbie basically inherited the Victoria Waterfield character from the GM, an NPC designed as a damsel in distress 
that she got to control for her introductory session. Interested in Victorianism, Debbie fiddled with some of the 
skills, but kept the character wholesale. Unfortunately, the original design always showed through and made Victo- 
ria act like an NPC a lot of the time, more damsel in distress than protagonist. Good for accumulating Story Points, 
but ultimately not all that interesting to play. The player strategy would eventually have important consequences, 
creating an opportunity to quit the game, which Debbie seized upon, giving another player her slot to fill (keep read- 
ing). 

THE ADVENTURES 

"The Tomb of the Cybermen" - Victor's one story brings back the Cybermen in a riff on Curse of the Mummy stories, 
essentially putting the characters in a "dungeon" filled with traps. The game imagines the future of the Cybermen 
and gives them a more powerful leader type, the Cyber Controller, and metal familiars, the Cybermats. The previous 
GM may have invented them, but other GMs are now embracing them and adding to them like others have done 
with the Daleks. 



CYBER CONTROLLER 

Attributes: Awareness 4, Coordination 3, Ingenuity 5, Presence 4, Resolve 6, 
Strength 9 

Skills: Convince 3, Fighting 4, Knowledge 1, Marksman 2, Medicine 3, Science 5, 
Subterfuge 1, Technology 6 

Traits: Cyborg; Armour (10), Dependency (Minor - must recharge periodically in a 
special booth) , Eccentric/No emotions, Fear Factor +3, Natural Weapon (Electrical 
charge S[4/L/L]), Hypnosis (Major). 
Story Points: 10 
Home Tech Level: 6 




'The Abominable Snowmen'' - In taking over the campaign for a semester, Peter wants to try out two new monster 
designs. The first is the Yeti, robot versions of the legendary Himalayan 

knowledge of Buddhism and his experience with the Call of Cthulhu RPG to bear in this adventure set in a Tibetan 
monastery. By this time, the players are used to continuity plug-ins justified by the Doctor's long life span, so start- 
ing adventures with an ancient artifact, already in the TARDIS, that must be returned to the monastery is par for the 
course. To increase the creep factor, Peter does a fair split personality bit with the character of the possessed mas- 
ter, and takes Debbie out of the room to give her hypnosis directives to increase the other players' paranoia. 



Attributes: Awareness 2, Coordination 2, Ingenuity 1, Presence 3, Resolve 1, 
Strength 7 

Skills: Athletics 1, Fighting 3, Marksman 2, Subterfuge 1, Technology 2 
Traits: Robot; Armour (5); Fear Factor +1; Natural Weapons (Claws (+2); Net- 
worked; Slow (Minor); Weakness (Major - Control sphere: If the sphere is removed 
from their chests, the Yeti becomes inactive and can be reprogrammed). 
Story Points: 2-4 
Home Tech Level: 5 

Equipment: Web-Gun (targets hit are entangled and can only free themselves is a 
Hard Resolve+Strength task; suffocation rules apply; the web can absorb energy 
and explosions like a force field) ["The Web of Fear " onward] 
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'The Ice Warriors'' - Peter's other idea is the Ice Warriors, warlike Martians found preserved in a glacier overrunning 
the Earth. He is also thinking about how to make the games deeper, so a theme of man versus machine is built into 
it, and though the monsters are the main threat, the humans and their inability to act without their computer's in- 
structions should not be discounted. Frazer has a scare when an Ice Warrior weapon paralyzes him from the waist 
down, but the GM has no intention to make that permanent. 

TYPICAL ICE WARRIOR 

Attributes: Awareness 3, Coordination 2, Ingenuity 2, Presence 3, Resolve 4, 
Strength 8 

Skills: Athletics 1, Fighting 4, Marksman 4, Science 1, Subterfuge 1, Survival 3, 
Technology 2, Transport 1 

Traits: Alien; Alien Appearance (Minor); Armour (10); Code of Honour (Ice Warri- 
ors pay their debts and feel the need to balance the books); Environmental (Minor 
- cold); Fear Factor +2; Natural Weapon: Clamps (+2); Natural Weapon (Sonic Gun 
M[4/L/L]); Slow (Minor); Weakness (Minor - Low manual dexterity, they are -2 to 
relevant tasks); Weakness (Major - Heat, -4 penalty in such environments and suf- 
fer +4 damage from heat based weapons). 
Story Points: 3-6 
Home Tech Level: 6 



'The Enemy of the World" - Out of monster ideas, Peter tries something else - a mad scientist story where - twist! - 
the bad guy, Salamander, looks just like the Doctor. Truth be told, the GM's done everything he wanted to with Doc- 
tor Who, and is moving on to a high-espionage type game a la James Bond 007. Except he has not moved on. Coop- 
erative to the last, his players accept the infiltration mission the NPCs give them, but itis an ill fit for the rest of the 
campaign, and the players will later be heard to remark they were not really in character there. Interesting wrinkle: 
Pat asks if he can play the part of the villain, since they look so much alike. The GM agrees if the Doctor finds a rea- 
son to sit out of the action for most of play and pays for any conclusions drawn from out-of-character information he 
learns with Story Points. Feeding him pertinent information as they go along, it gives Pat a chance to play (with an 
accent!) different scenes as a manipulative heavy, which he greatly enjoys. There's a fun confusion when the other 
players think he's one and not the other (passing notes and having discussions outside the room helps), but having a 
player controlling the villain does have some strange effects. For example, where the GM might have killed Sala- 
mander in the final cave-in, Pat makes the rolls for him to survive so he can escape and infiltrate the TARDIS! The 
GM's solution to have the TARDIS take off with its door open and suck out the character was a bit of an anti-climax, 
but Peter wanted to tie things up before leaving the reigns to the next guy. 

"The Web of Fear'' - Having discussed the season to date with Peter, Derrick decides to bring back the Yeti (not sure 
his drawings are any less cute than Peter's though) and the Great Intelligence. He set the story in the London under- 
ground 40 years after the first, and even reuses the character of Travers. His ideas are of variable quality: Dimming 
the lights (good), giving the Yeti web-gun (weird), and giving Travers a scientist daughter (unfortunately bad for Fra- 
zer and Debbie who have less to do). This last effect is compounded by the mid-game arrival of guest player Nick as 
Colonel Lethbridge-Stewart, who does a great stiff upper lip bit and becomes a quick ally of the main PCs (though 
since he was suddenly brought in by the GM, he is suspected of being a mole). Nick had previous played a semi- 
companion back in Season 3, then promised to play again when he could find the time. To raise the tension, the GM 
uses a black marker to scratch out sections of the London underground being invaded by the Intelligence's fungus, 
making it close in on the players with each successive scene. 
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"Fury From the Deep'' - Derrick continues to shine in the atmosphere department, this time bringing sound into the 
mix, a looped heartbeat that comes up every time the monster arrives. That monster is Derrick's first original crea- 
tion, a sort of telepathic seaweed that takes control of people and turns them into gas expellers (man, you do not 
want to see Derrick mime that stuff, it is CREEPY!). He is playing a bit rough however, and Debbie in particular gets 
the brunt of it having to spend Story Points to bring herself back from the dead after she has been sniped, gassed 
and foamed. That adds a level of Unadventurousness to her character sheet, from which point she starts to play the 
trait to the hilt, fully intending to leave the group to respect her character's "death". Derrick at least provides a 
happy ending for the more positive NPCs, giving her a home away from the TARDIS. But who will replace her? 

The Wheel in Space - Stepping up to take Debbie's place is Wendy. Her character idea is girl from the future called 
Zoe who is almost a living computer, quite good with facts and figures, but emotionally stunted (more oblivious than 
robotic). The GM quickly builds an adventure scenario around the concept, using a monster on hand - Cybermen 
again - and a space station under fire. Zoe appears in the second session as her character sheet is finalized, and she 
immediately sparks off Jamie, their two players having great fun playing up their very different origins and world 
views (sadly, it is one of those sessions Pat had to miss). Of course, this change of direction to introduce a new com- 
panion has taken its toll on the GM. The story is not very well thought out, the Cybermen are badly used, and the 
NPCs rather lackluster. Let us just say Derrick is not very good at improvising. 



CYBERMAT 

Attributes: Awareness 2, Coordination 3, Ingenuity 1, Presence 2, Resolve 2, 
Strength 1 

Skills: Marksman 1, Subterfuge 1 

Traits: Robot; Armour (5); Natural Weapon (Energy sting S[3/7/10]); Size (Tiny); 
Weakness (Major - Electromagnetic fields); Miscellaneous (Cybermats are able to 
oxidize (destroy) certain metal alloys). 
Story Points: 1-2 
Home Tech Level: 6 




SEASON 6 
THE GMs 

In the past couple seasons, the group had trouble keeping a steady Game Master. Because the present GM, Derrick, 
knows he will be unable to keep to a schedule, he brings in his friend Terry to GM, as it turns out, more than half the 
games. They even collaborate on overall story arcs and season structure. They make a good team, but Terry will 
end up inheriting the whole kit and caboodle, which is fine by him because his schedule is pretty open. He even 
shows up at games he is not GMing, just to track the action and enjoy the show. 

THE CHARACTERS 

• Because of family commitments, Pat has decided this will be his last year. Though the sessions are short and 
punchy, it is still a weekly thing for more than 9 months out of the year. He just cannot keep doing it, not that he is 
not giving it his all. 

• Frazer thought about leaving before the new season began, but Pat convinced to stay another year so they could 
leave together. There were other games Frazer wanted to get into, but because he is having fun playing with Pat, he 
will stay. He dumps a point into Jamie's Technology skill, as a sign that he has been traveling a long time and to 
make it easier to interact with post-18th century environments. 

• Wendy's the fresh face around here and she brings a new energy to the player dynamic. Because her character is 
brainier, she and Pat have their characters bond, and Frazer gets to play the jealous pupil, annoyed at the teacher's 
new pet. 
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'The Dominators" - In his first scenario, Derrick tries to create new enemies for the Doctor after spending much of 
his time last year using old ones. Neither the Dominators nor their Quarks are too successful, partly because the GM 
fails to give them proper personalities. He is trying to make the story a satire of hippie culture, but it is a silly theme 
and the characters are too much in its service. It allows the players to get back into their characters' skins after sum- 
mer break, but little else. 



TYPICAL DOMINATOR 

Attributes: Awareness 3, Coordination 3, Ingenuity 4, Presence 4, Resolve 5, 
Strength 3 

Skills: Convince 1, Knowledge 2, Marksman 1, Medicine 2, Science 3, Technology 
3, Transport 3 

Traits: Alien, Alien Appearance (Minor), Eccentric/Emotionless (Major), Voice of 
Authority; and choose from Argumentative and By the Book. 
Story Points: 4-8 
Home Tech Level: 7 

Equipment: Armoured shell [5 points protecting the back, neck and shoulders] 



QUARK 

Attributes: Awareness 3, Coordination 1, Ingenuity 1, Presence 1, Resolve 3, 
Strength 2 

Skills: Marksman 4, Science 2, Technology 3 

Traits: Robot, Armour [5 points], Natural Weapon (x2 Disruptors L[4/L/L]), Net- 
worked, Scan; Restriction (Power Limits - Quarks need to be recharged after ex- 
tended use); Special (Equipment can be plugged into Quarks to share their power 
source); Special (The Quarks' presence disrupts normal communication devices). 
Story Points: 1-2 
Home Tech Level: 7 




'The Mind Robber'' - Seeing as his last two SF stories have lacked luster, and that he has no interest in historicals, 
Derrick tries something completely new - a sort of storybook fantasy. The TARDIS blowing up, an empty void, al- 
chemical word transformations, mythical monsters, characters from literature... he throws it all in there, and even 
goes the extra step in making Gulliver only speak in words from the book, one of his favorites. It is completely in- 
sane, and yet, just what the doctor (small "d") asked for to get the group out of an early rut. Frazer gets chicken pox 
during this batch of sessions and a friend, Hamish, comes in to try the game and play Jamie. They even find a cute 
way to explain the discrepancies in performance by letting the Doctor screw up a puzzle that reconstitutes Jamie's 
face. 

'The Invasion" - Derrick and Terry have been talking and together they work out this story, which is nominally 
about the return of the Cybermen, but is really a second attempt at a new format for this long-running campaign. 
Last year, Derrick toyed with the idea of the Doctor working with scientists and military men against alien threats in 
the present day (in "The Web of Fear"). This time, he and Terry have devised an organization called UNIT that would 
deal with such threats specifically, and with which the Doctor might work. Nick returns as Lethbridge-Stewart for 
these sessions, promoted to Brigadier in charge of UNIT. They also bring in shy player John to play one of the UNIT 
men, Corporal Benton, and another new player, Sally, to play Isobel Watkins, a fashion photographer who gets 
mixed up in the story (a terrible character, we are well afraid, sorry Sally). The Doctor's had present-day invasion 
stories before. The real experiment is whether a larger group of players can be accommodated by this format. 
There are perhaps too many people around the table, but it shows promise, maybe with some more tinkering. What 
is a complete success is Terry as Game Master. While the players are fine with seeing the Cybermen again, they love 
his human villains and the scenario's high stakes. 
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'The Krotons" - GMing is more than running sessions, it is also prep work. And sometimes, you just do not have 
enough of time to do both well. It was supposed to be Derrick's turn, but he just could not make it. Terry's quick 
attempt at saving those sessions is a bit of a failure, with badly-drawn aliens that give the Quarks a run for their 
money. By this point though, the players have so much fun with their characters that the plot hardly matters any- 
more. 

KROTON 



Attributes: Awareness 2, Coordination 2, Ingenuity 3, Presence 3, Resolve 4, 
Strength 7 

Skills: Fighting 2, Knowledge 2, Marksman 2, Science 2, Subterfuge 3, Technology 
2, Transport 2 

Traits: Alien, Alien Appearance (Major), Armour (5 points), By the Book, Depend- 
ency (Major - Neural Energy, Krotons must rejuvenate themselves periodically by 
draining others' brain power), Fast Healing (Major), Weakness (Major - Acid), 
Weakness (Minor - Light, Krotons must be guided remotely when adventuring out 
into the sunlight). 
Story Points: 4-6 
Home Tech Level: 7 




'The Seeds of Death" - Terry returns to what worked in his first adventure and brings back an old enemy - the Ice 
Warriors. He also creates T-Mat, a teleporting technology that might be useful to him later and to other GMs down 
the road. Again the stakes are high, and to make his NPCs a little deeper, he creates tense "cut scenes" on the 
Moonbase as the PCs try to get there. 

'The Space Pirates" - Derrick takes his final turn with a space opera story he animates with little models at the table, 
but after the first session, players start to roll their eyes at the device. Early on, the GM gets good paranoia going 
about who is a baddie and who is a goodie, but ultimately, the players are just bystanders in the story he is telling. 
They are tired, he is tired, and it shows. Where is that young buck Terry and his energy? 

'The War Games" - With 10 sessions left on the clock, and Derrick opting out entirely, Terry decides to make these 
sessions one big, final story. Because he knows all the players will leave the game after this (Wendy wants to leave 
her options open, but decides to play with the finale as hers too), he wants it to be epic, important, nostalgic, and 
game-changing. So he starts it out as a historical that dove-tails into something else entirely - a temporal shenani- 
gans SF story with lots of action and paranoia, some of his delicious villains (including a new Time Lord) and revela- 
tions almost every session. Every time the players play a "classic bit", it is made more important because it is proba- 
bly the last time they do so. Terry is keen on setting up his own vision for the Doctor Who RPG (though he has yet to 
find a player to replace Pat), so he has a private discussion with Pat about allowing the Time Lords to catch up to the 
Doctor. The result is a momentous first use of the Doctor's people - not as specific characters, but as a culture - and 
the Doctor put on trial. There is a bit of railroading, but the GM allows Pat's arguments to change the reasons for 
the preordained sentence of exile on Earth. This is, of course, necessary for the UNIT campaign he plans to start 
next year. 



THE WAR CHIEF 

Attributes: Awareness 4, Coordination 3, Ingenuity 7, Presence 4, Resolve 3, 
Strength 3 

Skills: Convince 3, Fighting 2, Knowledge 4, Marksman 2, Science 3 (Temporal +2), 
Subterfuge 3, Technology 4 (Space-time capsules +2) 

Traits: Boffin, Indomitable, Psychic Training, Technically Adept, Voice of Author- 
ity, Eccentric (Major - Megalomania), Outcast, Selfish, Time Lord (Feel the Turn of 
the Universe, Vortex). 

Story Points: 8 

Home Tech Level: 10 




230 



Now if only Terry can find himself some new players. He has got Nick and John to come back as their UNIT charac- 
ters, but who will be the Doctor and his companion assistant? Come back next issue for the answer! 



RESOURCES 

Original posts 

http://siskoid.blogspot.com/2012/05/doctor-who-rpg-season-4.html 

http://siskoid.blogspot.ca/2012/06/doctor-who-rpg-season-5.html 

http://siskoid.blogspot.com/2012/08/doctor-who-rpg-season-6.html 



Character sheets collection, including a blank 2nd-Doctor style sheet, follow on the next pages... 




OVERVIEW OF THE TROUGHTON ERR 

The Troughton era was a significant change for the series. By intro- 
ducing a new Doctor it showed that the character and the series itself could 
continue to grow and evolve. Troughton's era became known for the intro- 
duction or development of a number of alien creatures that gave the era 
the moniker of "The Monster Years". 

As a setting for a role-playing game, the Troughton era ushers in the 
opportunity for Game Masters to present numerous original monsters in a 
variety of new and exciting settings such as the Himalayan Mountains, un- 
der the sea in Atlantis, or on a space station in the far future. The era also 
helped to set-up the UNIT years of the series which gave the Doctor a base 
of operation on Earth. By setting up the introduction of Colonel Lethbridge 
-Stewart and then introducing UNIT as a mobile defense force, it gave the 
series a chance to find new footing once Jon Petwee become the Doctor. 




231 



DOCTOR 

WHO 



ADVENTURES IN TIME AND SPACE 




2nd DOCTOR - FRONT 




232 



»< DOCTOR 

WHO 

ADVENTURES IN TIME AND SPACE ^ 

6 




SKILLS 

*The Doctor has a +2 Athletics Expertise bonus in Running, a +2 Craft Expertise 
bonus in Recorder, a +2 Subterfuge Expertise bonus in Dissembling, and a +2 
Technology Expertise bonus in Jerry-Rigging. 

GOOD TRAITS 

Boffin (Major) 
Charming (Minor) 
Empathic (Minor) 
Fast Healing (Minor) 

Gadget (Minor) - Sonic Screwdriver [Open/Close] 
Hypnosis (Minor) 
Indomitable (Major) 
Psychic Training (Minor) 

Resourceful Pockets (Minor) - Sample items include a magnifying glass, a tele- 
scope, a handkerchief, pepper, pen and paper, a whistle, a tennis ball, his 
500-year diary, and dozens more 
Run for Your Life] (Minor) 
Technically Adept (Minor) 

Time Traveller (Major) - The Doctor is familiar with the technology of all Tech 
Levels, unless in cases where the GM has decided some technology is strange 
even to him 

Voice of Authority (Minor) 
BAD TRAITS 

Adversary (Major) - Daleks, Cybermen, Ice Warriors, Yeti 
Distinctive (Minor) - The so-called "Cosmic Hobo 1 ' 

Eccentric/Clown (Minor) - The Doctor likes to pretend he is a harmless and flus- 
tered buffoon to hide his keen intellect and real agenda 
Eccentric/'! wou l d li ke a hat l i ke that" (M i nor) — The Doctor can't he l p but l ust 
after the strangest-hats- encountered on h i s travels 

Eccentric/Secretive (Major) - The Doctor plays it close to the vest and often does 
not inform his companions and allies of his plans, to his frequent detriment; he 
sometimes plays the recorder to avoid having to answer questions 
Forgetful (Minor) 

Impulsive (Minor) 
Insatiable Curiosity (Minor) 

SPECIAL TRAITS 

Time Lord - The Doctor does not get the Traits Feel the Turn of the 
Universe or Vortex, making this Trait cost only 3 Story Points 
Time Lord (Experienced) 



FAVORITE METHOD FOR ACCUMULATING STORY POINTS 

The Doctor loves dissembling, but too much. He will often keep things 
from his companions until it is too late, passing notes to the GameMaster 
instead of broadcasting his plans across the table. 



2nd DOCTOR - BACK 



233 



DOCTOR 

WHO 



ADVENTURES IN TIME AND SPACE 
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fli^d pi strong, but a Loyal friend. 



KNOWLEDGE 
MARKSMAN 
MEDICINE 

/ SCIENCE 
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SKILLS 

*Ben has a +2 Atheltics Expertise bonuses in Swimming, a +2 Knowledge 
Expertise bonuses in Navigation, and a +2 Transport Expertise bonuses in 
Seamanship, all in line with his Navy background. 

GOOD TRAITS 

Attractive (Minor) 
Brave (Minor) 

Keen Senses (Minor) - Sight 

Run for Your Life! (Minor) - a frequent Trait in the 2nd Doctor era 
Technically Adept (Minor) 
Tough (Minor) 

BAD TRAITS 

Argumentative (Minor) - the only time Ben wasn't was when orders came 
from someone in uniform whose authority he respected 
Eccentric/Skeptical (Minor) - Ben doesn't take anything fantastical at face 
value, distrusting the reality before his eyes 
Impulsive (Minor) 
Insatiable Curiosity (Minor) 

FAVORITE METHOD FOR ACCUMULATING STORY POINTS 

Skepticism was one method, making mistakes "on purpose" because the 
character would just not believe what was happening (that they had 
moved through time, or that the 2nd Doctor was in fact, the Doctor, for 
example). Ben also liked to use Cockney turns of phrase which would 
sometimes cause a misunderstanding the GM could give Story Points for, 
but this was rare, though amusing. 
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Polly us a hip chicte ftffeke swinging 

who teases her friends with 
natural flippancy, she shows some 
initiative, but is prone to terror, 

BACKGROUND 



A cheeky secretary by day, Polly 
digs that groovy night scene, she 
has hidden affections for fellow 
traveller Ben- 
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SKILLS 

* Polly has a +2 Convince Expertise bonus in Flirting, a +2 Craft Expertise 
bonus in Dancing, and +2 Knowledge Expertise bonus in 1960s trends. 

GOOD TRAITS 

Attractive (Minor) 
Brave (Minor) 
Charming (Minor) 
Indomitable (Major) 
Screamer! (Minor) 
Run for Your Life! (Minor) 

BAD TRAITS 

Eccentric/Flippant (Minor) - Polly has a tendency to not take things seri- 
ously, pulling faces in people's backs or spending the night partying 
Insatiable Curiousity (Minor) 

FAVORITE METHOD FOR ACCUMULATING STORY POINTS 

Anneke was intrigued about playing the sexism and budding feminism of 
the 1960s, so she frequently allowed her character to be given sexist tasks 
(such as making coffee) for a point or two. When she needed more, she 
broke down and showed the wet feminine cliche hiding under her assured 
girl-about-town veneer 



POLLY - BACK 

237 



DOCTOR 

WHO 



ADVENTURES IN TIME AND SPACE 




ATTRIBUTES 



BIO-DATA EXTRACT 



APPEARANCE ) [ PERSONAL GOAT 





Protect Victoria 
teethe doctor. 



PERSONALITY 



jam.it Ls a naive and Innocent soul 
despite the violence he grew up with. 
He has an eye for the ladies c*nd dis- 
likes technology . 



BACKGROUND 



Jamie Is a Scottish piper from, the mid- 
±j-50$> who decided to follow the doctor 
around the universe and watch his 
back. 



EQUIPMENT 
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SKILLS 

*Jamie has a +2 Athletics Expertise bonus in Climbing, a +2 Craft Exper- 
tise bonus in Bagpipes, a +2 Fighting Expertise bonus in Dirk, and a +2 
Subterfuge Expertise bonus in Tactics. 

GOOD TRAITS 

Attractive (Minor) 
Brave (Minor) 
Quick Reflexes (Minor) 
Run for Your Life! (Minor) 
Tough (Minor) 

BAD TRAITS 

Distinctive (Minor) - Only when wearing the kilt 

Eccentric/Sexist (Minor) - Jamie comes from a culture that undervalues 
women; at best, he feels too protective of his female companions, and at 
worst, he makes macho comments in their company 
Eccentric/Strange relationship with technology (Major) - Jamie is sarcastic 
and dismissive of any tech-related solution, and gives machines he does 
not understand colorful names like "flying beastie" (planes) 
Impulsive (Minor) 
Insatiable Curiousity (Minor) 
Technically Inept (Minor) 

Weakness/Space sickness (Minor) - Jamie feels spacesick when flying 
aboard spaceships and rockets 

FAVORITE METHOD FOR ACCUMULATING STORY POINTS 

Jamie often blurts out the wrong thing (usually the truth in a situation 
where it would be most inconvenient), forcing his companions to either 
shut him up quickly, or cover his statements with more lies and fast talk. 
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A proper ijouviQ girl from Victorian 
England, victoria nevertheless has 
grown up ft round scientists and has 
an Inquisitive mind, Bit wet though. 
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victoria Is the daughter of 5dward 
waterfleLd, a scientist who attracted 
the t>tiU\z£ f attention and died for It. 
she was then adopted by the doctor, 
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GOOD TRAITS 

Attractive (Minor) 
Charming (Minor) 
Empathic (Minor) 
Run For Your Life! (Minor) 

Screamer! (Minor; if it was available in Major, that's what she would have 
gotten) 

BAD TRAITS 

Code of Conduct (Minor) - Proper Victorian manners are important to 
Victoria 

Impulsive (Minor) 
Inexperienced (Special) 

Unad venturous ( Minor Major) - Victoria didn't choose the life of a time 
traveller, not even accidentally (companions who rush into the police box 
by mistake are still risk-takers), and in the end, it's what makes her leave 
the TARDIS family, invoking the rule on page 54 of the GM's Guide. 

FAVORITE METHOD FOR ACCUMULATING STORY POINTS 

Anything goes for Victoria, doesn't it? The other players liked to call her 
the Story Point Farm, Getting captured, hypnotized, treated like a little 
girl... Basically, getting herself in position to scream or whimper 
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Z,oe Is logical to a fault, but \Aot mc- 
essarLLy wise. Htr mmfud£w»&£ borders 
&vu arrogance, h+er upbeat, youthful 
attitude glosses over her faults. 

BACKGROUND 



KNOWLEDGE 
MARKSMAN 0 
MEDICINE 
' SCIENCE ( 5 



Z^ot Is a genetically -eiA,gliA,eer£d young 
girl bred to worfc on a space station. 
Believing her world to be too United, 
she opted to hide aboard the tardis. 
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SKILLS 

*Zoe has a +2 Fighting Expertise bonus in Judo, a +2 Science Expertise 
bonus in Astrophysics, and a +2 Technology Expertise bonus in Comput- 
ers, 

GOOD TRAITS 

Attractive (Minor) 
Brave (Minor) 

Photographic Memory (Major) 
Screamer (Minor) 

Sense of Direction (Minor) - Zoe must have seen a map or floor plan of the 
area to use this Trait 

Special: Human computer (Minor) - Zoe can do mental calculations 
instantly, and write computer code in her head, giving her a +2 bonus to 
programming-related Technology rolls 

BAD TRAITS 

Eccentric/Air of superiority (Minor) - Zoe is confident in her abilities to a 
fault, often believing herself smarter and more capable than even the 
Doctor 

Eccentric/ Logic before emotion (Minor) - Zoe doesn't experience the full 
range of emotion normally, usually keeping an upbeat attitude where 
others would fee! fear or sadness; logic dictates her reactions 
Insatiable Curiousity (Minor) 

FAVORITE METHOD FOR ACCUMULATING STORY POINTS 

Zoe likes to get herself in trouble because of her intelligence. She'll try 
intelligence tests when she doesn't need to, defeat primitive computers 
that have annoyed her, and generally show off and come off as arrogant. 




ZOE - BACK 
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THE ALEXANDRIAN SOCIETY 

by Jeremy Miller 



We present here for use by Gome Masters The Alexandria Society, an organization of villains, one of their 
prominent members and his stats, as well as adventure seeds and an adventure module. 



The Alexandrian Society's History 




The Second Dalek War sounded the death-knell for the 
dominance of Earth's over-mighty corporations. As the Earth 
Federation evolved into the Earth Empire, it deliberately and sys- 
tematically broke their power. Some of the great dynasties that 
had controlled the interstellar conglomerates managed to retain 
their wealth and power, becoming the aristocracy of the new 
Empire. Others were left impoverished and embittered, looking 
for ways to regain their former status. Some of the latter group 
had accumulated fabulous collections of historical artefacts and 
objects d f art, often by morally dubious means. When they fell on 
hard times, they were forced to sell off their collections to make 
ends meet, which, since many of their treasures had been ac- 
quired illegally or immorally (usually both), tended to involve 
dealing with criminal intermediaries. 

The Alexandrian Society traces its origins to as a cabal of university students, all of them children of former 
corporate families which had built tentative alliances with gangs of thieves and fences. Unlike their parents' gen- 
eration, they felt no particular need to keep their illegal connections at arms' length out of aristocratic pretensions 
to respectability. They wanted power and money, and they were not fussy about how they got it. They were all 
highly educated, very intelligent, and amoral practically to the point of sociopathy - qualities that served them well 
as they built their own interstellar criminal syndicate. They rapidly suborned or eliminated the gangs who had 
been dealing with their families, most of whom had dismissed them as ineffectual spoiled brats until it was far too 
late. 

The founders knew their own strengths and decided to play to them. They understood what would fetch 
the best prices from the members of Earth's wealthy, jaded elite, and they still had enough of their family connec- 
tions left to know which members of that elite would be willing to buy without asking too many awkward ques- 
tions. They became "acquisitions specialists", dividing their time between stealing valuable items themselves and 
acting as fences for other thieves. They named themselves after the Library of Alexandria, a not-so-subtle boast 
about their ability to obtain items that everyone else believed lost. 

By the late twenty-seventh century, the Society had spread throughout the Earth Empire. Their structure 
was simple and quite decentralized. A four-person Board set overall policy, with senior agents - so-called 
"Representatives" - running their own operations semi-autonomously, subject to Board approval. 

The Alexandrian Society might have remained a mere historical footnote - a nasty but petty example of hu- 
man viciousness and venality - but for an accident of fate. In 2682CE, on a colony world called Badonicus, they 
managed to get their hands on the power of time travel, and with it, the ability to plunder all of human history. 



The Alexandrian Society's Technology and Operations 



The Alexandrian Society's time machines are fairly crude. They are essentially primitive Vortex Manipula- 
tors fitted to modified starship escape pods. Constructed using twenty-seventh century technology, the Manipula- 
tors are a far cry from the compact wrist units of the fifty-first; they weigh about three tons and occupy more than 
a dozen cubic metres of space, but they work. The machines take the form of a hexagonal central "turret" (the es- 
cape pod), mounted in a curving disc about seven meters in diameter (the Vortex Manipulator). Some of the ma- 
chines are equipped with anti-gravitational drives as well, allowing them to be piloted like conventional aircraft 
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once they materialize. Another common feature is a holographic "Shimmer" that provides the vessel with a limited 
camouflage. The pods can accommodate a maximum of half a dozen people or an equivalent amount of cargo. A 
combination of the Society's meagre understanding of temporal science and the restrictions of twenty-seventh 
century technology prevents them from building larger vehicles, although they have occasionally attempted to do 
so, with disastrous results. Consequently, they look for low-bulk, high-value items to steal when they raid the past. 

The Alexandrian Society is a product of human history, so they are quite wary about altering that history, 
fearing that they might accidentally "unmake" themselves. Since they cannot transport large groups of their own 
thugs into the past, their usual modus operandi is to send back a small team of agents who recruit "hired help" 
from the local criminal population of whatever era they happen to be visiting. 



The Alexandrian Society's areas of interest include 

• Acquiring genetic material from famous historical figures — The Society does not usually involve itself in slave 
trading, finding it too much trouble and risk for the profit margins involved. But some of their wealthiest and most 
amoral clients will pay through the nose to own their own limited-edition copy of Julius Caesar, Richard the Lion- 
heart, or Mata Hari. In 2678CE, the Society retained the services of Dr Oskar Gregersen, a brilliant and totally 
amoral bio-engineer, wanted throughout the Empire for supplying tailored bio-weapons to criminal and terrorist 
groups. Dr Gregersen now runs what the Society refers to internally as its "Make Your Own Elvis" project. 

• Re-creating extinct species — The King of the Thunder Lizards is almost as big a seller as the King of Rock and 
Roll. A Tyrannosaurus Rex makes a prestigious guard animal if you happen to own an exclusive private compound 
on an exclusive private planet, and viable dinosaur eggs are worth their weight in gold. But what would happen if 
an Alexandrian dinosaur-hunting expedition found itself face-to-face with the Silurians? 

• Treasure hunting — The Vikings stole priceless treasures from unguarded monasteries. The Nazis ransacked 
Europe for its artwork. Spanish galleons carrying treasure from the New World vanished without trace. The Li- 
brary of Alexandria, which gave its name to the Society, burned. The Fourth Crusade looted medieval Constantin- 
ople mercilessly. The Dalek invasion of Earth in the 22 nd century caused incalculable damage to humanity's artistic 
and cultural heritage. Alexandrian Society operatives have posed as SS agents, Barbary corsairs, Viking raiders, 22 nd 
century black marketers, and medieval knights to steal priceless artefacts whose disappearance will not be 
"noticed" by history. 

• Searching for alien technology — The Society 
knows that a highly advanced alien civilization influ- 
enced ancient Egypt. They are reluctant to travel 
back to the time of the Pharaohs, since they do not 
want to risk an unfriendly encounter with the aliens 
in question, but they have made several attempts to 
infiltrate Egyptian archaeological projects in the sev- 
enteenth and eighteenth centuries. They have also 
tried to place agents within Torchwood, the Forge, 
and UNIT'S Black Archive, looking for "lost" xenotech 
that they can steal and reverse-engineer. 



Although it has the theoretical ability to travel into its own future, the Alexandrian Society rarely uses it. It 
prefers to have the advantages of technological superiority and foreknowledge when it operates in other eras, nei- 
ther of which would be available to it after its own era. 
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NPC: ANDREAS ROTH - Alexandrian Society Representative 




Art by Raffael Muller 

Brief Personal History 

Andreas Roth was born in 2648CE, in near-slum conditions, on the lower levels of one of the huge artificial 
islands that floated on Earth's polluted oceans. His mother had been the mistress of one of the Alexandrian Soci- 
ety's Board members. She had tried to blackmail his father, but her scheme backfired disastrously, and she fled in 
well-founded fear for her life. 

Until he was twelve, Roth grew up amongst the poverty and gang culture of Earth's underclass, running with 
the adolescent gangs of thieves and scavengers, who roamed grimy streets cast into perpetual twilight by the gigan- 
tic towers all around them. When his mother died - the unlucky victim of a stray blaster shot fired in a bar brawl 
that got out of hand - Roth was left alone. The undercity's overworked social services ran a routine check on his 
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genetic profile, looking for any surviving relatives that he might have. The check triggered one of the Alexandrian 
Society's software search agents. Roth's father had discovered too late that his mistress was pregnant with his 
child, and he had been searching for her and the infant for almost thirteen years. 

Roth was swept from a life of poverty to one of privilege and luxury, but he never forgot the grim lessons 
of his earliest years. His father had other, legitimate children, but none of them could match Andreas' drive, ambi- 
tion, resourcefulness and ruthlessness. The young man became his father's favourite, a prospective future Board 
member, and was appropriately trained in all the skills the Society felt that position required. Oscar Wilde once 
commented that a cynic knows the price of everything and the value of nothing, but a thorough grounding in his- 
tory, archaeology, art and economics ensured that Andreas Roth knew both the price and the value of everything 
the Society traded in. He also received instruction in less respectable subjects, from computer hacking to gunplay 
and safe breaking. 

Andreas Roth was a true Renaissance Man of twenty- 
seventh century crime, and a rising star in the Alexandrian Soci- 
ety, when the Board appointed him to take charge of what 
seemed like an obscure research project on the frontier world of 
Badonicus - an investigation into an ancient Egyptian mummy 
case that was actually a staggeringly advanced piece of alien 
technology. At first, he suspected that jealous rivals within the 
Society had conspired to manoeuvre him into a dead-end job on 
the fringes of the Empire, but he quickly decided that if so, the 
joke was on them. The mummy case had the power to create 
artificial wormholes of some kind, tunnels through space and 
time. If only they could master its secrets, the Alexandrian Soci- 
ety would have access to a working time machine. 

The mummy case did give the Society access to time travel, if not in precisely the way that Roth had in- 
tended. The random, uncontrolled activations which were the best his research team could manage attracted a 
group of aliens to Badonicus - aliens with their own time ship and an understanding of how to build more. Roth 
captured them, and forced them to design a time machine that could be reproduced using twenty-seventh cen- 
tury human technology. 

He shared his discovery with the Board, largely out of loyalty to his father, but he was careful to retain the 
blueprints for his own use as well. Recognizing that his access to time technology would make it difficult for them 
to control him, the Board made a virtue of necessity and made him the leader of their entire time-travel opera- 
tion. 



Appearance: 

Race: 

Sex: 

Height: 

Build: 

Looks: 

Apparent Age: 
Actual Age: 



Human (Earth) 

Male 

Tall 

Average 
Very Good 
Young Adult 
25 



Recognition Handle: Andreas Roth has long blonde hair and piercing blue eyes. 
Personality 

Motivations/desires/goals: Roth is primarily interested in increasing his wealth and power in his own era. 
He feels a strong bond of loyalty and affection with his father, who is possibly the only person besides himself 
that Roth really gives a damn' about. He is loyal to the Alexandrian Society partly because of his father's position 
on the Board, and partly because it is the vehicle of Roth's own ambitions. He is, however, also a scholar and his- 
torian, and is genuinely fascinated by the opportunity to study history "up close and personal". Surprisingly, he 
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does have some standards of personal integrity - if he gives his word, he will usually keep it - but he has very few 
ethics aside from that. 

Manner: Roth is calm and controlled, with a dark and wry sense of humour. He cultivates a veneer of polite 
sophistication, although an occasional flash of cold ruthlessness sometimes breaks through the facade. On the 
whole, he prefers to keep his dealings with others cordial - one of his maxims is that people who are working in 
their own interest do not need to be forced to obey at gunpoint, which saves a fortune in guards' wages - so he 
will always look for a "mutually satisfactory arrangement" before resorting to threats. 



If using the FASA Doctor Who RPG: 





STR 


END 


DEX 


CHA 


MNT 


INT 


Level 


IV 


IV 


V 


V 


V 


V 


Score 


10 


11 


15 


15 


15 


10 



MAX OP 22 
END 


WOUND HEAL 

4 


INACT SAVE 12 

LEVEL III 


CURROP 22 
END 


FATIGUE HEAL 

4 


UNC THRESH 6 

LEVEL II 



Special Abilities: Luck (Level V) 
Combat Statistics: AP: 9 

Armed Combat - Blaster pistol 
Unarmed Combat - Martial Arts (Karate) 

Skills - Level 



V 
V 
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Carousing 


-IV 


Social Science - History (Earth) 


-VI 


Leadership 


-IV 


Social Science - History (Galactic) 


- IV 


Medical Science - General Medicine (Human) 


-III 


Technology - Computer Systems 


-VI 


Medical Science - Pharmacology (Poisons) 


-V 


Technology - Electronics 


- Ill 


Security Procedures - Disguise 


-III 


Technology - Time Ship Systems 


- Ill 


Security Procedures - Lockpicking 


-V 


Temporal Science 


- II 


Security Procedures - Stealth 


-IV 


Vehicles Operation - Spacecraft 


- IV 


Security Procedures - Surveillance 


-V 


Vehicles Operation - Temporal Vehicles 


- IV 


Streetwise 


-VI 


Verbal interaction - Bluffing 


- IV 


Social Science - Archeology (Earth) 


-IV 


Verbal interaction - Haggling 


-VI 


Social Science - Economics 


-V 


Verbal Interaction - Negotiation/Diplomacy 


-VI 



If using the Time Lord RPG: 





STR 


CONT 


SIZE 


WEIGHT 


MOVE 


KNOW 


DET 


AWAR 


LEVEL 


3 


4 


3 


4 


4 


4 


3 


4 



Skills - Level 

Acting [Awar] - 1 

Bargaining [Awar] - 2 

Cheat Death [Str] - 1 

Command [Det] - 1 

Computing [Know] - 2 

Con [Awar] - 1 

Disguise [Awar] - 1 

Electronics [Know] - 1 

Gloating [Det] - 2 



History [Know] - 3 
Lockpicking and Safecracking [Con] - 2 

Marksmanship [Con] - 2 

Martial Arts [Con] - 2 

Medicine [Know] - 1 

Poisons [Know] - 2 

Temporal Science [Know] - 1 

Stealth [Con] - 1 
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If using the Doctor Who-Adventures in Time and Space RPG: 












AWARENESS 


COORDINATION 


INGENUITY 


PRESENCE 


RESOLVE 


STRENGTH 




LEVEL 


4 


4 


4 


4 


3 


3 


C I'll— 1 ~.. . — . 1 

Skills - Level 














Athletics 


-0 


Knowledge 


-3 


Subterfuge 


-2 


Convince 


-3 


Marksman 


-3 


Survival 


-0 


Craft 


n 


Medicine 


- 2 


Technology 


-2 


Fighting 


-3 


Science 


-3 


Transport 


-2 



THE ALEXANDRIAN SOCIETY STORY SEEDS 




ELVIS PERFORMING ON THE 
DORSEY BROTHERS STAGE SHOW 



THE KING IS DEAD, LONG LIVE THE KINGS: New York, 28 January, 1956CE. A chance that no self-respecting time 
traveller could pass up, the opportunity to get tickets to "The Dorsey Brothers Stage Show" and watch the break- 
out TV performance of the great Elvis Presley. What could possibly go wrong? 

The characters are sitting in the audience, watching a crucial moment of rock-and-roll history unfold in 
front of them, when they notice something odd. Hovering discreetly near the ceiling, keeping to the shadows, are 
a number of fist-sized silver spheres. Anyone familiar with future technology - like the Doctor or Captain Jack - 
will recognize them as holographic cameras, of a type used by professional journalists in the later stages of Earth's 
Empire. Someone is taking a high-definition holo-recording of Elvis' TV debut! 

The characters will not necessarily find anything too alarming about 
this - if you are a time-travelling bootlegger, Elvis' big TV break is an obvious 
place to target. The Doctor, if he is part of the group, will mutter something 
about the hope that the archaeologists never dig up the "No flash photogra- 
phy" sign that he had to hang up outside Shakespeare's Globe. But it will clue 
them in that someone from the future (apart from themselves), is taking an 
interest in Elvis. Hopefully, their curiosity will be piqued. 

The King is staying at the Warwick Hotel in New York. Ideally, the 
player characters will be staying there too; it is the sort of thing that the elev- 
enth Doctor would do to impress the Ponds, for instance. If not, they might 
decide to keep an eye on the place, to see if they can spot the owner of the 
holo-cameras lurking around Elvis. 

The next morning, Elvis is missing from the hotel. There are signs of a 
struggle in his room, yet nobody sleeping in the rooms nearby seems to have 
heard a thing. If the characters manage to get inside the room and succeed in 
the appropriate rolls, they will notice a very faint scorch mark on the head- 
board of the bed; evidence of a stun blast that failed to hit its target. A char- 
acter with the appropriate technical skills will also spot that an elaborate 
metal decoration on a table lamp is actually a disguised Anti-Sonic Counter- 
Phase Inducer, a device that suppresses all sound within a radius of a few me- 
tres ("All the rage with burglars in the twenty-fifth century, but they went out 
of fashion after they started fitting alarm systems with Anti-Anti-Sonic 
Counter-Counter-Phase Inducers"). They may wonder why whoever kid- 
napped Elvis left it there, but at least they know why nobody heard the kid- 
napping taking place. 

It should be obvious that the New York Police Department will not be 
able to deal with a kidnapper with such a significant technological advantage, 
so if the King is to be rescued, it is up to the player characters. The police elvis outside the Warwick hotel 
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have already questioned the staff and guests of the hotel and drawn a blank - a character might manage to elicit 
that information if they succeed on a social roll when talking to one of the investigating officers. But the police do 
not know that device on the table lamp is more than just a decoration. It may occur to the players to wonder how 
it got there. 

If they check, the characters will find that the hotel's maintenance staff are all exactly what they appear to 
be. The last resident of the room was a Mr. Andrew Rothman, whose booking was arranged by the Sanderson 
Shipping Company. The company has a registered New York office down by the docks. The characters should be 
able to discover that the company is suspected of having strong Mob connections, with appropriate social or 
streetwise rolls and a little conversation with the police, journalists, or even the hotel staff. 

Andrew Rothman is really Andreas Roth. He has bought the freedom to operate in the Big Apple from the 
Mob by offering them the "miraculous" (i.e. scientifically advanced) medical services of Dr. Oskar Gregersen. They 
have kidnapped Elvis so that Gregersen can take uncontaminated genetic samples from him under controlled 
laboratory conditions. The Alexandrian Society has set up a lab in the Sanderson Shipping warehouse on the New 
York docks. Once they have their tissue samples, they intend to return Elvis to his hotel room, so rescuing the King 
himself is not necessary, but the tissue samples will be used to clone human beings who the Alexandrian Society 
intends to sell as slaves - unless the players stop that from happening. 



SPEAR OF DESTINY: 

There came out from the mountains, also, countless armies with white horses, whose standards were all white. 
And so, when our leaders saw this army, they were entirely ignorant as to what it was, and who they were, until 
they recognized the aid of Christ, whose leaders were St. George, Mercurius, and Demetrius. This is to be believed, 
for many of our men saw it... 



The year is 1098CE. The Crusaders, besieged and starving in the great city of Antioch, have turned to di- 
vine aid. A man named Peter Bartholomew, claiming visions from St Andrew, has unearthed the lance that 
pierced the side of Christ from beneath the Church of St. Peter, and the Crusaders, bearing it before them, have 
driven off the Turkish besiegers with the assistance of an army of ghosts. Future historians will dismiss this story 
as fanciful, and attribute the Turkish retreat to internal politics. The characters are about to learn differently. 




ELVIS ASLEEP ON HIS COUCH AT THE WARWICK HOTEL 



The characters could try 
breaking the alliance between Roth 
and the Mob, perhaps by framing 
Roth for a plot against the Mob 
bosses. Or they could lead the police 
to the warehouse, or try to destroy 
Gregersen's lab. Roth's time machine 
is in the warehouse as well, and he 
will use it to retreat if things seem to 
be going against him. One thing that 
they need to be sure of, however, is 
that Elvis survives, or history could be 
badly damaged. Fortunately, he was 
stunned in his hotel room and has 
been kept sedated ever since, so the 
characters ought to be spared a very 
difficult conversation... 



- From the Gesta Francorum 
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The story begins with the characters in their TARDIS, catching a few hours of well-earned sleep. All of 
them experience a strange and particularly vivid dream - a vast host of mounted knights dressed in late eleventh 
century armour, glowing with white light. When they wake up, they will discover that the TARDIS' telepathic cir- 
cuits registered something that might have been a distress call at the exact 
time that they all experienced the dream. The ship has homed in on the 
source- Antioch in 1098. 

Arriving in Antioch, they find an impressive city with twenty-five miles 
of walls, but now a hollow shell of its former self thanks to repeated sieges. 
The Crusaders are just celebrating a great victory over the Turks, which they 
attribute to a very visible piece of divine intervention, a great army of spectral 
knights which appeared from nowhere and scattered their enemies. The real- 
ity is rather different. 

The device that Peter Bartholomew found is actually a piece of alien 
technology, created by a species called the lytrochi. The lytrochi are furred, 
tailed bipeds, around five foot tall and quite delicately built, who resemble 
giant lemurs or meerkats as much as any species that humans are familiar 
with. Their home world, Yselan, has the misfortune to be located in an area of 
the galaxy filled with warlike races. Since they have no talent for war them- 
selves, the lytrochi survived by mastering the arts of concealment and deceit, 
developing immensely powerful perceptual induction technology that ampli- 
fied their natural telepathic abilities. 

Over time, criminal organisations called "Guilds" arose amongst the lytrochi. The Guilds used the percep- 
tual induction technology to form or subvert religious cults amongst technologically primitive societies, robbing 
them of their labour and wealth. The "Holy Lance" is really a perceptual inducer, left behind by a Guild member 
who was involved with the cult of Mithras at the height of the Roman Empire. It can be controlled by anyone with 
low-level telepathic powers and a strong enough will - both of which are true of Peter Bartholomew. Peter quite 
genuinely believes that the "divine aid" summoned by the Lance is real, not realizing that the device is simply cre- 
ating whatever visions Peter's own imagination supplies it with. To make matters worse, this particular perceptual 
inducer was designed by the lytrochi Guilds to amplify feelings of religious hysteria as well as distorting sensory 
perceptions. The TARDIS telepathic circuits picked up its broadcast from the Vortex, and interpreted it as a dis- 
tress signal because Peter was calling out for divine aid at the time. 

History records that Peter Bartholomew died from the mistaken belief that he was divinely protected 
against fire. When the time travellers arrive, however, there seems every chance that he will lead the Crusade to 
a far greater success than history says it should achieve, courtesy of alleged "divine assistance". 

To complicate matters still further, Andreas Roth is in Antioch. He came here to steal the lance, assuming 
that it was a valuable but completely ordinary historical artefact that he could sell to a wealthy collector in his own 
time. Once he saw what it could do, however, phrases like "reverse engineer" and "military contract" started run- 
ning through his mind. Ironically, the players and Roth may temporarily find themselves on the same side, since 
they both have an interest in taking the Lance away from Peter Bartholomew before he can use it to change the 
course of history. 

SALAMANDER'S GOLD: 

Background: In 2030CE, a scientist and politician named Ramon Salamander disappeared under mysterious cir- 
cumstances (the events seen in the televised Doctor Who serial "The Enemy of the world"). Salamander had been 
wildly popular, internationally lionised for saving humanity from starvation with his Sun-catcher system. It was 
only after he vanished that the World Zones Organization (WZO) - successor to the United Nations - discovered 
that he had been planning a coup to install himself as world dictator when he went missing. The scandal almost 
broke the WZO apart, and the clean up and the unravelling of Salamander's various schemes and criminal con- 
spiracies took years. 

One of those conspiracies involved the theft of art treasures on an almost industrial scale. Salamander was 




ILLUMINATION OF THE SPEAR OF 



DESTINY IN THE CRUSADES 
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a man who liked the best of everything, and his agents had stolen 
pieces from some of the greatest galleries in the world - including 
the Louvre and the British National Gallery - replacing them with 
fakes. Most of the pieces were eventually recovered from Salaman- 
der's various palaces, but a few of them were never found, including 
the thrones of Pedro II of Brazil and John VI of Portugal, both of 
which were taken from the Museu Historico Nacional in Rio de Ja- 
neiro. 

One of Salamander's most capable agents was his unacknow- 
ledged illegitimate daughter, Narella Drakos. Narella's mother was 
Maria Drakos, an immensely wealthy Greek shipping tycoon, and 

Narella was a fixture of Europe's rich set. She cultivated a reputation as a beautiful, twenty-something airhead 
with a habit of falling in love with the wrong men - usually two or three times a week. A prominent gossip colum- 
nist in the 2020's once said that she had "a giggle that could drive Mother Theresa homicidal". 

Beneath her act, Narella had inherited her father's scientific and organizational brilliance in full measure, 
as well as his ruthlessness, but she lacked his ambition. To her, the human race was a source of diversion, not an 
object of conquest. She thoroughly enjoyed the challenge of leading his exclusive cabal of art thieves, thwarting 
the best security systems in the world and stealing its most carefully guarded treasures with nobody any the 
wiser. She vanished in 2031, just before the WZO uncovered her activities, and became something of a cause ce- 
lebre in the decades that followed. 



THE LEADER OF THE WORLD, SALAMANDER 



The Story: The year is 2028, two years before the events in "The Enemy of the World". Narella Drako's ship, The 
Conquistador, is moored off Rio de Janeiro, and Narella is at the centre of a wild round of partying by the rich set 
of America and Europe. Under cover of which, she is quietly casing the Museu Historico Nacional, planning to 
steal the thrones of Pedro II and John VI as surprise birthday presents for her father. 

Andreas Roth is also in Rio. He plans to find Salamander's missing cache of treasures, the ones that were 
never recovered after his disappearance. To do that, he intends to plant customised subspace homing beacons on 
the two thrones, so that he can track them to wherever Salamander hid them. He is also evaluating Narella Dra- 
kos as a possible recruit for the Alexandrian Society. She is due to vanish in another three years; history will not 
notice her absence. She will need some remedial training to bring her up to speed on twenty-seventh century 
technology, but her abilities would make her an ideal agent. 

Then the players' TARDIS arrives in Rio. If the Doctor is at the controls, they may be aiming for the 2016 
Olympics and simply have missed. Another Time Lord with a more reliable TARDIS might simply be a tourist, or 
actually be looking for Roth. In any case, as soon as the TARDIS lands, it will register two low-power subspace 
pulses nearby. The signals do not contain any information, and they are too weak to reach further than about 
Mars; they are obviously some kind of local homing signal, not an attempt at interstellar communication. But no 
Earth technology of this era could possibly be generating them. 

The players will presumably want to investigate. When 
they emerge from their TARDIS, they will discover that it has 
landed at the top of the Corcovado Mountain, near the statue 
of Christ the Redeemer. Twilight is starting to fall, and the city, 
spread out beneath them, is lighting up. 

Their TARDIS will be able to supply a tracking device that 
will lead them in the direction of the homing signal. A K-9 unit 
can do the same job. The signal is coming from a couple of 
thousand feet below. They can reach the city by using the Cor- 
covado Rack railway or - if the GM wants to add some local al- 
lies or even provide a "hook" for introducing a new player char- 
acter - befriend some of the multitude of tourists visiting the 
mountain, and beg a lift down. 

RIO BELOW COROVADO MOUNTAIN 
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The signals will lead the characters to Tijuca, a district in Rio's North Zone. They seem to be coming from 
somewhere inside Tijuca's Hard Rock Cafe - until a minute or two before the characters arrive, at which point the 
tracker will register them moving away at speed. 

The characters can elect to follow the signals. If they linger in the area for long, however - and especially if 
they display high technology fairly openly, or talk about their frustration at losing their quarry - they will be ap- 
proached by a small, scruffy-looking, dark-haired figure at some indeterminate age between his late teens and 
early twenties. Fabiao Caricas is a small-time petty crook who makes his living pickpocketing, burgling, and lifting 
unconsidered trifles from Rio's large tourist population. He is just seen something very strange, and the charac- 
ters conversation and/or gadgetry makes him think that they might be willing to pay for his story. 

Fabiao was lurking outside the Hard Rock Cafe, watching a tall, fair-haired tourist and weighing up his 
chances of picking the man's pockets, when a car pulled up and the man got into it. Then the blonde man glowed, 
shimmered, and turned into a shorter, darker-haired man in some kind of uniform. For a little extra cash - or an 
exceptionally good result on a social roll - Fabiao will "remember" that it was a security guard's uniform from the 
Museu Historico Nacional. If the characters do not already know Roth, having Fabiao tag along with them will be a 
good way to point him out to them. 

If they go to the Museum, the charac- 
ters will find it hosting an exclusive charity 
benefit event, attended by Narella Drakos. 
Roth, having used a Shimmer to impersonate 
a security guard and plant the tracking bugs 
on the two thrones, is also attending the 
party. If he is already met the characters, he 
will know they are a danger to him as soon as 
he lays eyes on them. If not, he will mark 
them as potential threats if they say or do 
anything to suggest that they can detect the 
subspace homing beacons - Earth technology 
of this era is incapable of picking up subspace 
museu historico national, brazil's national historical museum signals. He will do his best to have them 

killed or captured as soon as possible; proba- 
bly by having some of his local hirelings ambush them when they leave the museum. 

Rescue will come from an unlikely source. Narella Drakos met Roth a few days ago and found him intrigu- 
ing - and perplexing. Despite all the resources of her father's organization, she has been unable to find out any- 
thing about him. Narella has been keeping an eye on him - partly because she is worried that he might be an 
agent sent after her by a law enforcement agency, and partly out of pure curiosity. When she managed to over- 
hear him on his phone to his henchmen, setting up the ambush, she decided that the characters might be able to 
tell her more about him. 

If the characters do not manage to fight off Roth's ambush, Narella's men will come to the rescue. Even if 
they do, Narella will likely extend an invitation to them to visit her on the Conquistador, especially if they display 
advanced technology, like a K-9 unit, in the course of the fight - she will be fascinated. 

The characters now have a choice. History says that Narella will succeed in stealing the thrones. They 
should not want to interfere with that, and they might even decide to help out - it will give them a chance to re- 
move Roth's tracking devices from the thrones. It may be a fun change of pace for the troupe to play at being 
Lady Christina de Souza, just this once. They also have to decide what to tell Narella about Roth - and if they de- 
cide to reveal at least part of the truth, how to do it in a way that will not make him seem like an attractive poten- 
tial ally. And if any of them are familiar with the career of the second Doctor, they will also know to keep out of 
Salamander's way. The ultimate aim is to keep history on track and force Roth to butt out of interfering with it, 
although there is an intriguing possibility that Roth - or even the characters - were the ones responsible for 
Narella's disappearance, meaning that they may have to encourage Narella to deal with Roth or else skip forward 
a few years to 2031 to rescue her themselves. The truth is for the GM to decide. 
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MODULE: "WHITLOW'S MITHRREUM" 

by Jeremy Miller 

"Whitlow's Mithraeum" is a Doctor Who adventure module set on the planet Earth in 2012CE. The player 
characters find themselves investigating a mysterious death at a site of archeological interest. This adventure mod- 
ule can be run with either the Eleventh Doctor and Clara or another group of time travelling characters. It is an ad- 
venture that has been written with the idea of including the Alexandrian Society as possible villains. 



THE TIMELINE 

1936 - The Whitlow Expedition 

The Whitlow Expedition was one of the great cause celebres of twentieth century archaeology. On the 26th 
April, 1936CE, a farmer grazing his goats on the hillside near Gortyn, the Roman capital of Crete, fell into a hole 
when the ground unexpectedly gave way beneath him. The hole, as it turned out, was the entrance to a tunnel, 
leading to an extraordinarily well-preserved underground Mithraeum dating from the third century. Within a 
month, there was a team from the British Museum on the site, led by Symeon Whitlow, Emeritus Professor of Ar- 
chaeology at King's College, Cambridge. The photographs and sketches of the Mithraeum attracted academic in- 
terest worldwide. 

And then, on the night of the 28th May 1936, the entire Mithraeum simply disappeared, along with Profes- 
sor Whitlow himself. His team arrived at the dig site on the morning of May 29th, to discover nothing but a shal- 
low depression in the soil where the entrance to the tunnel should have been. They dug into the soil, assuming 
that the entrance had simply been buried in a cave-in... but there was nothing to be found but more soil. There 
was no tunnel, no Mithraeum, nothing but the earth and rock of the hillside. The place had vanished without 
trace, taking Professor Whitlow with it. 

Over the next few decades, the consensus amongst the archaeological community was that "Whitlow's 
Mithraeum" was some kind of brilliantly executed hoax, the old man's parting shot to his academic rivals, perhaps. 
World War Two drove the entire business from the public consciousness, and by the first decade of the twenty-first 
century, almost nobody outside archaeological circles had heard of it. 
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2012 - The Bones of the Past 

In June 2012, a group of backpacking American students wandering around on a hillside near Gortyn fell 
into a hole. They discovered that it was the entrance to a tunnel leading to a remarkably well-preserved Mith- 
raeum. And lying on the floor of the Mithraeum was the body of a man in his seventies, dressed in slightly archaic- 
looking formal clothing. The post-mortem revealed that the man had died some twenty-four hours before he was 
discovered, apparently from heart failure. The police were unable to identify him at first - nobody matching his 
description had gone missing, and he was carrying no identification. 

In the internet age, it did not take long for word of the Mithraeum's discovery to spread around the world. 
The archaeological community were initially inclined to dismiss it as a hoax, but eventually, a small team from the 
University of Athens went out to Crete to take a look. Their surprise at the rediscovery of "Whitlow's Mithraeum" 
was as nothing to the police's surprise when they recognized the dead man from a photograph of the 1936 expedi- 
tion carried by one of the University Professors. A rather incredulous check of some very old dental records con- 
firmed that the dead man was, indeed, Professor Symeon Whitlow, who had vanished in 1936 and died, appar- 
ently, in 2012... which would have made him 147 at the time of his death. 

UNIT took an immediate interest, but by the time anything came through official channels, it was too late to 
cover the discovery up. They had to settle for planting an undercover agent in the group of postgraduate student 
volunteers examining the site. This time, Whitlow's Mithraeum showed no sign of vanishing. But after a couple of 
weeks, the deaths began again... 



STORY BACKGROUND 

Almost four thousand years ago, the priests of ancient Atlantis, perhaps using knowledge given to them by 
the Daemons, summoned and bound a Chronovore, Kronos. The creature eventually escaped, destroying Atlantis 
in the process, when the Master tried to take control of it (as seen in the televised adventure 'The Time Monster'). 

On Gallifrey, the incident caused a certain amount of panic in the upper echelons of the Celestial Interven- 
tion Agency (CIA). A society of human primitives, in control of a Chronovore? It could create havoc on more 
worlds than just Earth. Although Atlantis itself had been destroyed, there was no guarantee that all of its knowl- 
edge had died with it; some of its priests and their writings might have survived elsewhere. The CIA decided that 
they needed to keep an eye on human civilization - and human religion - in the Mediterranean basin in the dec- 
ades and centuries following Atlantis' fall. 

The CIA were reluctant to get involved with any kind of religious 
movement; after the Minyos incident, any hint that the Agency was play- 
ing god, even indirectly, would be political suicide. So they needed proxies 
- or patsies. They knew of a species of minotaur-like aliens who fed on 
the psychic energies generated by faith, and they recruited a small group 
of mercenaries from that race. They gave the minotaurs a "Temple"; a 
relatively primitive time capsule that they could use as a base of opera- 
tions. The Temple was more of a SIDRAT than a TARDIS. It was engi- 
neered with a limited operational life, and it was controlled remotely by 
the CIA rather than being operated by the minotaurs themselves. But it 
allowed the minotaurs to jump from decade to decade and century to cen- 
tury through the history of ancient Greece, watching and subtly influenc- 
ing ancient Greek religion, guiding it away from any attempt to revive At- 
lantean culture, and monitoring it for any Atlantean knowledge that had 
survived. The minotaurs based their operations in Crete, which may help 
to explain why the island's legends are so replete with bull iconography. 

Unfortunately, the CIA did too good a job of keeping the scheme 
off the books. There was no computer record of it, and only a handful of 
individuals at the top of the organization knew about it. All of them were 
killed by collapsing masonry when the Master attempted to steal the Eye 
of Harmony from Gallifrey (in 'The Deadly Assassin"). the minotaurs (first seen in the 

DOCTOR WHO STORY "THE GOD COMPLEX") 
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Left without supervision or instructions, the minotaurs eventually concluded that their masters had aban- 
doned them. They had fed tolerably well from the faith of the ancient Greeks, but the human population was 
sparse and human society crude and primitive. The minotaurs decided to use their Temple to search for a larger 
and more sophisticated community of worshippers. 

In their arrogance, the CIA had believed that the minotaurs could never gain control of the Temple's guid- 
ance systems, even though the remote controls worked though the craft's telepathic circuitry and the minotaurs 
were telepathic. The Time Lords' confidence was misplaced. By combining their mental powers, the minotaurs 
managed to "hack" the capsule's controls after a couple of months of trial and error. Their first "test flight" took 
them to the Roman era, where, in an ironic twist of fate, they spent several years at the centre of a cult that wor- 
shipped Mithras, the bull-slaying Persian deity. When the cult fell victim to the politics of the Roman legions, they 
decided to attempt a longer jump forward in time, and landed, more or less at random, in 1936. When they en- 
countered Whitlow, draining his mind of knowledge as well as faith, they realized that humanity was only decades 
away from developing a level of communications technology that would allow religious cults to operate on a global 
scale. They jumped forward again to 2012, and started intercepting and analysing television broadcasts and Inter- 
net traffic, searching contemporary human cultures for faith movements that they could exploit. They were still in 
the early stages of their research when the American tourists discovered the entrance to the Temple. The mino- 
taurs were not overly worried by this. The inner chambers of the Temple were sealed and impregnable, and they 
could always kill the intruders if necessary. They were content to watch and wait as the archaeologists worked, 
although if they caught a particularly faithful member of the dig alone, they were happy to drain his life away. 

THE MINOTAUR TEMPLE 

The minotaur temple has a fairly simple design. An outer archway leads into a gently sloping access corri- 
dor that goes down about a hundred yards. The corridor ends in a pair of double doors, seemingly made out of 
brass, that are sealed automatically when the Temple is in flight through the time vortex. The doors open onto the 
Temple proper, an oblong room roughly a hundred feet long by seventy feet wide. The Temple's Architectural Con- 
figuration System allows this area to take any shape the minotaurs wish; it is presently in the form of a Mithraeum. 
At the far end of the room is an altar made from white marble. Like the room itself, the altar can take many forms; 
at the moment, it is adorned with a bass-relief of Mithras slaying a bull. In reality, the altar is a sophisticated tele- 
pathic circuit that absorbs and amplifies the mental energy of human worshippers and feeds it to the minotaurs. 
This allows them to sustain themselves without killing their victims, provided that they have a congregation of at 
least thirty believers present. 

On the wall behind the altar is another bass-relief of Mithras, this one more than eight feet tall. The only 
access to the Temple's inner chambers is through this bas-relief, which simply disappears when one of the mino- 
taurs sends the Architectural Configuration System a telepathic command. Any Time Lord who examines the room 
and discerns the altar's true nature can do the same thing automatically, and other telepathic characters can do so 
by succeeding in a moderate difficulty roll. A K-9 unit programmed by the CIA could also open the entrance, by in- 
terfacing with the Temple's computer systems. 




Through the concealed entrance are living quarters, 
storerooms, and work areas for the minotaurs. The walls are 
silver-blue metal, decorated with the normal TARDIS roundels 
and illuminated with blue and red lighting from an unidentifi- 
able source. There are a few control panels, with outsize con- 
trols shaped for the minotaurs' large hands, which program 
the appearance of the Temple and operate the vessel's scan- 
ners, but no flight controls. The surroundings are luxurious, 
with a great deal of artwork on display - some of it from an- 
cient Greece, others in an alien style from the minotaurs' 



INSIDE THE MITHRAEUM 



own home world - and furnishings that somewhat resemble 
Louis Quinze, upscaled to the minotaurs' size and reinforced 
against their bulk. 
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There are fifteen minotaurs aboard the vessel. They do not typically carry weapons, relying on their psychic 
powers or physical strength to deal with anyone who dares to challenge them, but the capsule does contain a small 
cache of staser rifles, permanently locked onto a "stun" setting. There are no guards stationed at the entrance; the 
minotaurs assume that only they, or their mysteriously vanished employers, can open it. 

THE ADVENTURE 

Time Lord characters could be summoned to the scene 
when their TARDIS detects a warning signal from the Temple, trig- 
gered by the minotaurs' unauthorized tampering with its controls. 
If the characters work for UNIT, they could be an undercover team 
sent to infiltrate and monitor the examination of the site. 

The dig is headed by Dr. Theodora Mikos from the Univer- 
sity of Athens, a tanned, white-haired woman in her mid-sixties 
with a brisk but motherly manner. Dr. Mikos is very worried by 
the recent deaths of two of her graduate students, allegedly from 
heart failure. She is increasing suspicious of foul play, despite the 
police investigation having found no evidence of it. Dr. Mikos will 
make a natural ally for the characters if they can win her trust. 

If the Doctor is present, the UNIT infiltrators will recognize 
the TARDIS at once and approach him for help. If the PC group archeology students researching the mithraeum 
are from UNIT themselves, they should ideally include at least 

one character with the Telepathy special ability, although the hidden entrance in the Temple could be opened by 
an NPC if necessary. 

In any case, the objective is simple and quite linear — to stop the minotaurs from infiltrating, influencing, 
and exploiting whichever religion or religions they eventually decide to manipulate. A straightforward military so- 
lution is one way to do this, and it would not be out of keeping with early UNIT stories like "The Invasion". A Time 
Lord could re-program the Temple to take the minotaurs back to their own home planet. A telepath who sensed 
the minotaurs' true nature could try to "poison the well" by placing a group of people without strong faith - or 
militant rationalists who rejected the idea of faith - in close proximity to the telepathic amplifier built into the al- 
tar. 

THE ALEXANDRIAN SOCIETY 

Whitlow's Mithraeum is exactly the sort of find that would attract the Alexandrian Society, especially if his- 
tory records that it vanished again shortly after its rediscovery - which it would have, if a Time Lord sent it away 
from Earth, or UNIT hid it away in the Black Archive. Andreas Roth or one of his agents could be present at the dig 
site. Their technology is not advanced enough to penetrate the Temple's interior or understand its technology, but 
it is well beyond anything that Earth in the early twenty-first century could produce. That will allow the minotaurs, 
who are at TL6 themselves, to recognize anyone from the Alexandrian society as an intruder from another time. It 
is possible that they might target Roth and his agents - who lack faith and will thus be unaffected by the mino- 
taurs' psychic powers. But it is equally possible that they could form an alliance. The Alexandrian Society would 
not be willing to countenance the minotaurs tampering with hu- 
man history - which could even lead to their becoming tempo- 
rary allies of the player characters - but they would be happy to 
transport the creatures forward to the twenty-seventh century, 
and find them a congregation on some primitive planet on the 
fringes of the Earth Empire. Certainly the Society would jump at 
the chance to examine the Temple's technology, although they 
would have almost no chance of understanding it. Even if they 
cannot reproduce it, however, its ability to transport large vol- 
umes of creatures and materiel would be a significant step up 
from their own cramped time machines. 
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THE MINOTAURS 

The minotaurs are first seen in the Doctor Who 
story "The God Complex". In that story the 
11th Doctor says that the Minotaurs are distant 
cousins of the Nimon (as seen in "The Horns of 
the Nimon"). The minotaurs convert the faith 
of creatures into food like energy that sustains 
themselves. The exact name of the race of 
minotaurs is not given in the show. 



THE ROYAL HUNTERS 

MODULE: "TIRED OF RUNNING" 

"Tired of Running" is a Doctor Who adventure module set on the planet Hoirana in 4523BCE. The player characters 
find themselves landing in the woods and encountering an unusual life form only to discover there is danger on its 
way. This adventure module can be run with either the Eleventh Doctor and Clara or another group of time travelling 
characters. "Tired of Running" was played as part of the on-going DDWRPG campaign as module #4434. 

The TARDIS lands in the woods of the planet Hoirana, far in Earth's past in the year 4523BCE. The Time Lord 
of the party will know that the human-like race that lives on the planet are very advanced and live alongside robots 
that work as servants for the Hoiranians. The TARDIS crew find themselves walking among the trees of a fairly 
wooded area. The crew can explore, look around, and encounter the strange and wondrous animals in forest. 

After a fair amount of enjoying themselves, characters can make awareness or intuition rolls to see if they 
notice something. Any character that succeeds in their roll will hear a muffled sobbing. From behind some thicker 
shrubs, the players will find a female-styled robot that is seems to be crying. This emotion alone should be a hint to 
the characters about the uniqueness of the situation - robots should not display emotion, let alone cry. At first the 
female robot will be startled and ask that characters, "Please, don't kill me!" She will then collapse and beg them for 
help. The characters will notice that the robot's left arm is caught in a bear trap-like mechanical device. Her me- 
chanical arm is damaged and does not fuction well as it has been crushed in the jaws of the trap. Characters who 
show the robot some support or assistance will begin to earn her trust and she will reveal her whole situation. 

The female-styled robot has the name of Anara. She explains that she was a servant robot who helped care 
for some of the children in the nearby castle and estate. She helped to raise the children, and as they grew and 
learned for some reason she began to feel emotions and learn as well. As the children matured into teenagers, she 
learned some of their emotions as well, and once they felt hurt, she did as well. On one day the father of one of the 
children yelled at the teen and also hit them. Anara explains that she in turn defended the teen, but her defiance 
was immediately noted. The father determined that she was malfunctioning and ordered her to be hunted. Anara 
explains that now it has been four hours since the hunt began and only a short while ago did she have the misfor- 
tune of stepping in the trap and getting caught. She laments that she is tired of running. 

Once the players and Anara have become friendly and trusting of one another, the situation begins to evolve. 
The group suddenly hear the barking of dogs, and a group of people running through the woods. Moments later a 
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group of hunters breaks into the area. The hunters are 
carrying advanced laser guns and the hunters wear exo- 
suits that give them enhanced strength and senses. Along- 
side the hunters are robotic hounds that have advanced 
sensors on them, and as they spot Anara, they bark loudly 
and bear their metallic canine teeth. The group look as if 
they are about to destroy the poor robot. 

The group is a hunting party belonging to the 
owner of the castle that Anara used to work at. The castle 
is owned by King Canizzo, whose two children Barbera and 
Ross, were the children that Anara cared for. The King has 
a distain for his robotic servants and does not accept that 
Anara may be sentient. His children have pleased with 
their father to protect her, but instead he ordered Anara 
hunted. 

The characters must now decide what they want to 
do to assist Anara. The TARDIS crew must escape the 
hunters (or pretend to claim the prize of the hunt and its 
recognition). If they fight or run, they must avoid the trap 
on the hunting grounds, as well as the hunters and the 
hounds. The safest place for them to flee is actually back 
to the castle, as most of those who are on the hunt are 
spreading out and away from it. If the characters claim the 
prize of the hunt they will be escorted back to King 
Canizzo's castle. 

Either way, the players should find themselves back 
at the castle either in the intentional audience of the king, 
or as a surprise as they encounter the King and his guards. 
Anara will be seized, and the players interrogated about their involvement with her. It is at this time that the play- 
ers have their chance to engage the King and convince him that Anara is special and truly and evolved life form. 
King Canizzo will be reluctant to believe that robots can evolve their own personalities. He threatens to kill Anara 
and her associates for their insubordination to the word of the crown. 

If they players are struggling with a solution for the problem at hand, they can spend a story point or make 
a successful awareness or intuition roll. The players must convince King Canizzo that it is to his advantage to show 
mercy and treat Anara as the being that she is. The key to this is appealing to his children Barbera and Ross. The 
characters need to make sure that the children have a chance to have their opinions heard. The children have 
bonded with Anara and consider her not only a nanny but a good friend. Given the opportunity to speak freely the 
children will advocate for Anara, and even challenge their father's perception of what friendship and support mean 
("Anara supports all we do and puts us first as her family rather than simply make decisions because of what we 
thing - without any advice"). The teenagers will do their best to convince their father of Anara's worthiness. 

The future of the planet Hoirana hangs in the balance. The characters can add to the argument of the im- 
portance of Anara, but pointing out that she may be first, but will not be the last, automaton to gain sentience. To 
win over the robots and start the relationship on a positive note may be the King's opportunity to saves his king- 
dom from the chaos that could happen if the situation was handled badly. With the player's arguments, and the 
influence of his children, King Canizzo should be able to find it in his heart to treat Anara appropriately, and to help 
his planet move forwards to a new era. 

As the King moves towards a more moderate solution, others in his court will act in opposition to these 
radical thoughts. The King's authority gets challenged, and it may be up to the characters to act as a champion for 
the King's changing viewpoint. They may have to engage in a duel with those who oppose robot rights and the 
King's new view. With this final threat out of the way, and with Hoirana's future seemingly a bright one, the char- 
acters can leave the planet for new adventures. Anara remains good friends with the teens. 

261 



ANARA, VICTIM OF THE HUNT 




MODULE: "DECAYING ORBIT" 

"Decaying Orbit" is a Doctor Who adventure module set on the planet Porisolon in the year 678,987CE. This ad- 
venture has the TARDIS crew land unexpectedly on a planet where an expanding sun's increased gravity is threat- 
ening a collision between the various planets in the system. This adventure module can be run with either the 
Third Doctor and Jo Grant or another group of time travelling characters. 

The TARDIS lands on the surface of the planet Porisolon, a planet that is similar 1950CE Earth. The charac- 
ters will immediately notice the other planets that are hanging in the sky very close by. It does not take any spe- 
cial roll for the characters to notice that the planets nearby seem to move and spin slowly. The motion is obvious 
to an observer and the fact that planetary motion can be seen should be of concern. A Time Lord, or a character 
with a background in physics, will realize that things are very bad for the planet. 

To get information about the gravity of the situation the characters can go to the nearby science center to 
talk to some of the scientific staff. The center itself may require the characters to sneak inside, as there will be 
security personnel outside. Once inside the TARDIS crew will finally meet up with the science staff and realize that 
the orbital decay that is being experienced by the planet has happened very quickly and has only occurred in the 
past 60 days. The scientists have been monitoring their sun, and they have discovered that the son is beginning to 
expand. The swelling of the sun is increasing the gravity on the other planets (including Porisolon) and their orbits 
are shifting. The characters can make science rolls to realize that life of the planet will be extinguished within two 
weeks unless some solution is found. Billions of people are in danger, and their evacuation is impossible. 

The TARDIS crew are not helpless in saving the planet. The Game Master must challenge them to think big 
when finding their solution (and story points might be an important resource for the players here). There are a 
few wibbly-wobbly large scale astro-physical solutions that the characters can find for the situation. One solution 
is to find a way to move the nearby gas giant planet into the sun. The gasses in the gas giant planet will become a 
new source of fuel for the sun. Rather than causing a continued expansion, this will actually cause the sun to com- 
press due to the gasses being thermodynamically pressured and changed into a solid fuel. There are two ways to 
enact this first solution. The first is by having the Time Lord use his TARDIS as a means to harness the planet in a 
force field and fly it into place as seen in "The Stolen Earth". The second method would be by having the Time 
Lord use dimensional mechanics to create a wormhole from the current position of the gas giant into the heart of 
the sun. In both of these cases, the Game Master should add complications to the events at hand by requiring 
multiple TARDIS piloting and science rolls. Moving a large planet by any means is not an easy task. 

The second method to save the population is to shift the planet (or its people) into an alternate universe 
(not unlike in "The Day of the Doctor"). Moving the whole planet would be more difficult and might need the in- 
volvement of more Time Lords, but moving the population through a time shift is an easier solution. This can cre- 
ate complications as the people may end up on a parallel world where they possibly meet their doubles, or there 
is a conflict between those already there and the newcomers. An empty world is also a possibility. 

The final complication to the adventure can be that the TARDIS crew discover the Sun's increase in size is 
the work of a nefarious force such as the Daleks or another extra-terrestrial interloper. The crew have to deal 
with the villains in order to ensure the planet is safe from all harm. fin 



262 



NPC FEATURE: JOXRNE 

by Tim Hartin 



Here is the first of a number of character, monster, and race submissions from Tim Hartin who has stated 
up a non-player character suitable for use in any campaign, the former Draconian dancing girl Joxane. 



Brief Personal History: 

Birthplace: Orinth, AD 2503. 

Joxane Salvatore (as she was known then) was born on 
the Earth colony world of Orinth located on the shared border 
between the Earth Empire and the Draconian Empire. Her fam- 
ily were professional entertainers (aerial acrobats) who per- 
formed with a travelling carnival show known as Bartholomeus' 
Hovering Circus. They entertained everyone from the average 
citizen to the upper echelon of Orinth society. Even at a very 
young age, Joxane displayed incredible ability as she followed in 
her parents' footsteps as an aerial acrobat. 

Several days before her sixth birthday, Joxane was travel- 
ling with her parents on a transport ship to the nearby colony 
world of Teus when their ship was attacked by a Draconian 
cruiser. The ship's engines were disabled and the Draconians 
boarded it. They looted the ship of all its valuables and cargo. 
Joxane was seized by the leading Draconian nobleman who de- 
cided to keep the young girl for himself. 

The Draconian Nobleman, Erashkun the Third, was con- 
sidering selling the girl to pirates until he saw her perform her 
acrobatic manoeuvres as she attempted to escape her capture. 
He was so impressed with her ability he placed her with his sta- 
ble of special entertainers. He would spend good money train- 
ing her in various dance styles and would often use her to im- 
press his guests. 

Joxane would spend the next sixteen years as a slave to 
Erashkun. Her primary duties were her aerial dance routine but 
she also performed many other dance styles (including several 
native Draconian dances). While she was treated relatively well, 
should she breach formal etiquette and/or protocol, Erashkun 
would not hesitate to punish her for the transgression. Since 
she spent most of her life in Draconian slavery, she had forgot- 
ten her family name as well many details about her parents 
(except a basic description of her mother's face). 

On her twenty-second birthday, she found herself and 
the rest of Eraskun the Third's entertainers had been given to a 
fat Draconian nobleman, known as Moruk'n, to pay off a gam- 
bling debt. Moruk'n was a foul man who had little interest in 
art and was only entertained by his own basest desires. He had 
taken an unhealthy interest in Joxane and it took all her wits 
and grace to evade his advances. She was running out of ex- 
cuses and she knew her near future look bleak. 
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During a party celebrating the Emperor's Birth- 
day, Joxane and her fellow entertainers performed for 
Moruk'n and his guests. Her performance delighted the 
crowd and one guest in particular, an alien known as 
Lord Marco. Unknown to Joxane, Lord Marco had en- 
quired about her origins but Moruk'n brushed off any 
questioning. 

Later that night, Moruk'n had entered Joxane's 
bed chambers and attempted to force himself on her. 
She fought back and killed him with his own shurk'n. She 
knew there was only one punishment for a slave killing 
her master - death. She collected the shurk'n and 
quickly made her escape. Joxane knew her only chance 
was to hide in the rocky hills to the north of the city. It 
would not be much a life but she would at least be free. 
As she exited Moruk'n's home, she ran into the 'alien' 
that was at the party earlier that night. She raised her 
shurk'n and told him to let her pass. She was done being 
anybody's slave. He told her to put the knife away and 
he then introduced himself as Lord Marco. He assured her he only wanted to help. Joxane did not know if it was 
the tone of his voice or his bearing, but she sensed she could trust him. 

Lord Marco smiled and told her to follow him. He led her to Moruk'n's garden and stopped at a large, 
stone statue of a meditating portly man. He walked to the back of the statue and disappeared into it. She 
shrugged her shoulders and followed him. To her amazement, she found herself in a large white chamber with 
Lord Marco standing at the central control column. The walls of the chamber were decorated with many histori- 
cal paintings. Lord Marco welcomed her to his TARDIS and with that, he set the controls and they were off in 
time and space. 

Joxane would spend the following year travelling with Lord Marco and see some wonderful sights - the 
Reverse Waterfalls of Belasora Major, the Singing Trees of Zro, the Eye of Orion, the Great Exhibition of 1851, 
the Flavian Amphitheatre (a.k.a. the Colosseum) of ancient Rome, the Hanging Gardens of Babylon, and many 
more. She was even able to reunite with her parents after all those years they did not know if she was dead or 
alive. Joxane still considers her family reunion to the greatest thing that Marco has shown her. It was during her 
travels with Lord Marco that she learned he was a Time Lord (and his full name is Marconollavirandavashi). 

Appearance: 

Height: Average 
Build: Slim 
Looks: Attractive 
Apparent Age: Young Adult 
Actual Age: 23 

Recognition Handle: An athletic young woman with brown eyes, and long dark brown hair tied up at the 
back of her head. She has a charming smile. 

Distinguishing Physical Characteristics: 

Joxane has an athletic, lithe figure - the body of a dancer. She usually wears a short off-white satin dress, 
with a red cloth sash for a belt, and a pair of sleek black boots with a shurk'n (a Draconian knife) tucked in her 
right boot. When she smiles, her whole face lights up. She has been known to wear a wide assortment of cloth- 
ing depending on the local climate and/or customs. She almost always has her shurk'n somewhere on her pos- 
session (even if Lord Marco frowns upon it). 
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Personality: 

Motivations/Desires/Goals: After enduring decades of slav- 
ery, Joxane is now driven by the desire to remain free. She 
satisfies this desire by travelling with Lord Marco as they ex- 
plore time and space. She is immensely grateful to Lord 
Marco for helping her escape her slavery and as such, trusts 
him implicitly. Her other great love in life is her love to dance 
and perform for others. She has been known to do im- 
promptu performances for others during her travels. Joxane 
will not tolerate cruelty or malice and is quick to speak out 
against it, or act against it directly if need be. She always 
cheers for the underdog and will help those who need help - 
especially those who are most vulnerable (i.e. the young, the 
old, the oppressed, etc.). 

Manner: Joxane has a smile that lights up her whole 
face. Her friendly demeanour hides a tough, determined in- 
ner core that was fashioned by decades of Draconian slavery. 
She does not hold any grudge against Draconians for the ac- 
tions of a few. She spent enough time with other Draconians 
who were also slaves or who were no better than slaves 
since they were from the lowest ranks in Draconian society. 
She especially takes great pleasure in deflating the egos of 
those who are pompous or snobs. She has experienced 
enough of them in her own lifetime to put up with that type 
of behaviour any more. 



Here are the stats for the human female dancer/ex-slave Joxane 



If using the FASA Doctor Who RPG: 





STR 


END 


DEX 


CHA 


MNT 


INT 


Level 


IV 


V 


VI 


V 


V 


IV 


Score 


10 


16 


15 


15 


15 


10 



MAX OP 22 
END 


WOUND HEAL 

4 


INACT SAVE 12 

LEVEL III 


CURR OP 22 
END 


FATIGUE HEAL 

4 


UNC THRESH 6 

LEVEL II 




Special Abilities: Enhanced Dexterity 
Combat Statistics: AP: 11 

Armed Combat - Knife (Skurk'n) 
Unarmed Combat - Martial Arts (Capoeira) 



Skills - Level 

Artistic Expression 
Artistic Expression 
Artistic Expression 
Artistic Expression 
Artistic Expression 
Artistic Expression 
Artistic Expression 



Aerial Dance 
Afro-Caribbean Dance 
Draconian Belly Dance 
Draconian Folk Dance 
Draconian Flute 
Flamenco Dance 
Vocal Music 



-IV 
- V 



VII 

V 

VI 

V 

IV 

V 

IV 




Carousing 

Environmental Suit Operation 
Gambling 

Gaming - Draconian Chess 
Public Performance 



V 

III 

VI 

IV 

VII 



(Stats continued on next page) 
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Security Procedures - Lockpicking 


- V 


Trivia - Draconian Language 


-VI 


Security Procedures - Stealth 


- V 


Trivia - Foamasi Language 


- Ill 


Space Sciences - Astronomy 


1 1 1 

- Ml 


Trivia - Martian (Ice Warrior) Language 


- Ill 


Sports - Acrobatics 


- V 


Trivia - Navarino Language 


- Ill 


Streetwise 


- V 


Vehicle Operation - Ground Vehicles 


- IV 


Technology - Communications Systems 


-III 


Verbal Interaction - Negotiation/Diplomacy 


-V 


Trivia - Draconian Customs 


-V 







If using the Time Lord RPG: 





STR 


CONT 


SIZE 


WEIGHT 


MOVE 


KNOW 


DET 


AWAR 


LEVEL 


3 


5 


3 


3 


4 


4 


4 


3 



Skills - Level 

Acting [Awar] - 3 Linguistics [Know] - 2 

Bargaining [Awar] - 2 Lockpicking and Safecracking - 2 

Computing [Know] - 1 Martial Arts [Con] - 2 

Dancing [Con] -3 Musicianship {Awar] -2 

Driving [Move] - 2 Science [Know] - 1 

Edged Weapons [Con] - 2 Singing [Awar] - 2 

Eloquence {Awar] - 1 Stealth [Con] - 2 

Gambling [Awar] - 3 Striking Appearance [Awar] - 3 

Gymnastics [Con] - 3 



If using the Doctor Who-Adventures in Time and Space RPG: 





AWARENESS 


COORDINATION 


INGENUITY 


PRESENCE 


RESOLVE 


STRENGTH 


LEVEL 


3 


5 


4 


4 


4 


3 


Skills - Level 














Athletics 


-4 


Knowledge 


-3 


Subterfuge 


-3 


Convince 


-3 


Marksman 


-0 


Survival 


-0 


Craft 


-0 


Medicine 


-0 


Technology 


-2 


Fighting 


-3 


Science 


-2 


Transport 


-2 
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JOXflNE ADVENTURE SEEDS 



STAR OF THE SILVER SCREEN: The TARDIS lands in the late 
1930's Hollywood, California. As Joxane and the crew enjoy a 
simple day in the city, Joxane is "discovered" by a talent 
agent. She is given the chance to appear as an extra in a 
movie, and then quickly gets the attention of Hollywood. 
While the TARDIS crew do not mind the short break from 
more serious travels, and Joxane enjoys the opportunity to 
perform, she is soon cast in an up and coming film. Meant to 
replace Sonja Henie in a movie with Clark Gable and Mickey 
Rooney. Shooting of the picture goes well, but on the night 
of the film's planned premier, the TARDIS crew discovers that 
the director has hired the mob to ensure that Joxane never 
gets to the screening. The director has a vision of martyring 
Joxane as a young star to bring attention to his picture and 
intends to use the "tragedy" of her death to increase public- 
ity. The characters discover this as another driver comes to 
pick up Joxane, after she has left with the substitute mob 
driver. The TARDIS crew need to save Joxane and reveal the 
director for the murderer he is. 

RETURN TO DRACONIA: The TARDIS lands on the planet of 
Draconia, and though a bit tentative, Joxane is a bit happy to 
be back in somewhat familiar surroundings and in better cir- 
cumstances. But the situation becomes a bit more compli- 
cated when the nephew of Moruk'n (Joxane's previous owner 
as a slave) claims his property right of Joxane in the Em- 
peror's presence. To complicate the matter, Joxane is ac- 
cused with the murder of Moruk'n, a capitol crime— espe- 
cially for an off-worlder. Taken into custody, the TARDIS crew 
must argue for Joxane's innocence and her right to freedom 
in the Draconian court. The key to her survival might be a 
duel of honor, which unexpectedly as a female (in Draconian 
culture) Joxane may step up to do herself. The emperor may 
be so impressed with her martial arts and her fight for free- 
dom that he would most likely side with her. 

IN THE SPOTLIGHT: Joxane indicates that she wants to con- 
tinue to learn different types of dancing. As the TARDIS jour- 
neys to different cultures and times allowing her to expand 
her repertoire. Landing in 1969 on Earth, Joxane gets the 
chance to learn modern dance from leading choreographer 
Martha Graham. Her lessons go well, until one day when she 
discovers a suicide attempt by Graham. The teacher needs 
medical attention immediately. After this, the TARDIS crew 
need to also get the choreographer continued help for her 
depression as Graham's history says that she lives until she is 
96 years old (in 1991), having changed the world of dance 
forever. The student helps save the mentor. 
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NGNNITY/kon* 




FROM STEflMPUNK TO TIME LORDS TO RNIME r 

SCIENCE-FICTION AND GAMING CONVENTION - SATURDAY, 13 APRIL 2013 @ 10am to 11pm 

MILWAUKEE SCHOOL OF ENGINEERING - 3rd Floor, 1025 North Broadway, Milwaukee, Wisconsin 53202 




WITH SPECIAL QUESTS 
Arnold Blumberg - SI even W. Hill - John Matron - Rob Warnock 
Jennifer Adams Kelley - Mike Olson - Brian "CRT. Corrugate" Neubauer 
John Roberts - Milwaukee Time Lords - Milwaukee Makerspace 
Milwaukee Steampunk Society - MAGE 




PICKING UP GUEST ARNOLD BLUMBERG 
AND GIVING HIM... 



EVENT REPORT CONCINNITY XIII / KAPPA KON CONVENTION 

One of the events that put Issue #20 of DD WRPG a bit behind schedule was the almost the entirety of the 
DDWRPG staff worked, were guests at, or attended the Concinnity XIII / Kappa Kon science fiction and gaming 
convention, which was held on Saturday, 13 April 2013. The event held at the Milwaukee School of Engineering 

in Milwaukee, Wisconsin, USA was 
sponsored by the Milwaukee Steam- 
punk Society and MAGE (the univer- 
sity's sci-fi, gaming, anime and chess 
club). Other collaborators for the 
event included the Milwaukee Time 
Lords, Milwaukee Maker Space, and 
MIAD's "That Anime Club". 

The 2013 convention was the 
13th held, and it would be a very Doc- 
tor IM?o-centric event in many cases. 
Guests at the convention included 
publisher and author Arnold T. Blum- 
berg (Howe's Transdimensional Toy- 
box, and Doctor Who Outside In), Ste- 
ven W. Hill (author of Silver Scream 
Vols. 1 & 2), John Matson (Magic: The 
Gathering CCG artist), Rob Warnock 
(Silver Scream, film composer), Jenni- 
fer Adams Kelley (writer, Chicks Dig 
Time Lords), Mike Olson (director, 
Thriller Theater!), Brian "Captain Cor- 
rugate" Neubauer (SFX artist, Pio- 
neers of Television), and John Roberts 
(director, The Wheel). Each of the 
guests was presented with a special 
loaf of Cthulhu shaped bread made 
by the con staff, which was quickly 
nicknamed "Ood bread". This be- 
came a running joke through the 
event as some of the guests were 





FRIDAY DINNER... 




...CTHULHU BREAD! 



...WITH THE CON STAFF 
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CON CHAIR BRYAN AT REGISTRATION 




VENDORS AT THE CON 




PEOPLE TAKING IN THE BOOTHS 




FROM STEAMPUNK TO ANIME 



presented their bread during panels 
by the maids of the Hoshi Yo Nume 
anime maid cafe. This led to a lot of 
laughs and awkward moments as eve- 
ryone was somewhat unsure of what 
was going on. 

The convention itself had a 
subtitle of "From Steampunks to Time 
Lords to Anime" representing the va- 
riety of interests and discussions that 
were happening at the event. At this 
year's convention, the team behind 
Concinnity teamed up with the anime 
convention Kappa Kon which had 
been inadvertently scheduled for the 
same weekend. In an effort to sup- 
port both conventions and create a 
better event for all, both conventions 
teamed up to become one for this 
year. 

The end results were amazing, 
with the convention breaking numer- 
ous records. Total attendance was 
538 people, with there being a record 
20 vendors at the event. Vendors 
covered everything from game stores, 
to jewelry, to collectable card sellers, 
to anime items, to steampunk cos- 
tumes. There was truly something 
there for everyone. 

Besides vendors, there were 
many great events for attendees to 
be a part of. One of the more popular 
panels that featured a number of the 
guests was on "50 Years of Doctor 
Who". A good sized group attended 
to hear the guests talk about the se- 
ries as well as the various information 
that was known about the upcoming 
anniversary special. Other activities at 
the convention including various role- 



50 YEARS OF DOCTOR WHO PANEL 





INTERESTED AUDIENCE 




HOSHI NO YUME MAID CAFE 




SFX ARTIST BRIAN NEUBAUERS'BOOTH 




RECORD SETTING ATTENDANCE 



GAMING FUN 



ANIME COSPLAYERS 
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NEIL AT THE DOCTOR WHO RPG PANEL 




DOCTOR WHO RPG GAME 




ALL KINDS OF GAMING WAS AVAILABLE 




playing game slots that participants 
could sign up for. The convention in- 
cluded three separate Doctor Who 
role-playing game adventures that 
were run for those who were inter- 
ested. 

Doctor Who gamers also had a 
chance to hear DDWRPG staffers Neil 
Riebe and Nick Seidler do a panel on 
Doctor Who RPGs. Neil took the lead 
in describing the various games that 
were available and then primed peo- 
ple on the fun and enjoyment of 
RPGs. The discussion included the 
different Doctor Who games were 
similar and different. After the panel, 
players could go and enjoy various 
slots of Doctor Who role-playing 
games that were scheduled during 
the rest of the convention. 

The convention's guests gave 
a number of interesting talks during 
their panels. Artist John Matson 
talked about how he composes art- 
work and what one needs to do to get 
commissions as a commercial artist. 
His own work includes Magic: The 
Gathering and Game of Thrones 
cards, as well as many other art pro- 
jects. Attendees were even able to 
buy prints of his artwork and also get 
their MTG cards signed. 

Brian Neubauer, better known 
in special effects circles as "Captain 
Corrugate" thanks to his work using 



DOCTOR WHO GAMING AT- 
CONCINNITY XIII / KAPPA KON 

There were three separate 
slots of Doctor Who role-playing 



RPG MINIATURES YOU COULD... 




...PAINT AND TAKE HOME FREE 



games played at Concinnity. Anna 
Kaas and Allison Haas each Game 
Mastered a slot of the FASA Doctor 
Who RPG during the afternoon. In the 
evening Neil Riebe ran a slot of Cubi- 
cle 7's Doctor Who-Adventures in 
Time and Space RPG. All the games 
were full, and players enjoyed them- 
selves a great deal when adventuring 
in the Whoniverse. 




THE POPULAR POKEMON PANEL 




MANY PEOPLE PLAYED OLD CONSOLES 




A VARIETY OF PANELS WERE HELD 




GAMES COULD BE CHECKED OUT 
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STEAMPUNK WAS A BIG FEATURE 




VICTORIAN COSTUMES WERE POPULAR 




CHESS STILL HAS FANS 



■in 

.511 




STAFF PLAYING SOME MAGIC CCG 




WITH THE MAIDS AT THE CAFE 



cardboard as his primary medium, 
talked about his time working in Hol- 
lywood and doing model effects. 
Most recently he built a miniature 
reproduction of the Honeymooners 
TV show set which appeared in the 
PBS series Pioneers of Television, 
which won an Emmy Award in 2012. 
Besides an interesting talk, Neubauer 
was available at his booth to give tips 
and demonstrate techniques to those 
who were interested. He also 
brought along with him cardboard 
reproductions of Star Wars battle 
droids, as well as a 7 foot tall Jack 
Skelington model from the animated 
film A Nightmare Before Christmas. 

Also on hand talking about 
how they direct films were directors 
John Roberts and Mike Olson. Both 
had panels that touched base on the 
details of how they assembled their 
movies and what is needed to work 
on a professional film project. Excit- 
ing and informative all around. 

Events at the convention in- 
clude card, board, video, and role- 
playing games. Also happening were 
cosplay meet-ups and anime discus- 
sions that were happening through 
out the day. Drinks and snacks were 
available at two locations which were 
staffed by the entertaining and fun 
members of the Hoshi No Yume maid 
cafe. Their entertaining and fun ser- 
vice at the event was as much an en- 
joyable feature as it was a quick way to 
satisfy one's hunger. The maid cafe's 
games made for an enjoyable distrac- 
tion when stepping away from the 
other fun. 

A paint-and-take event let at- 
tendees paint their own miniatures 
which they could then keep and take 
home. Other events included an 
Anime Jeopardy event that was well 
attended and sponsored by the Mil- 
waukee Institute of Art and Design's 
That Anime Club. Milwaukee Maker- 
space also sponsored talks on how to 




STAR WARS BATTLE DROIDS 




GREAT CONVERSATIONS 




RPG GAMING 




JOHN ROBERT'S PANEL ON 'THE WHEEL' 




OTHER CLUBS GAVE SUPPORT 
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LEAGUE OF LEGENDS PANEL 




PANEL ON CRAFTING 



4 



43: 

' 1? 




ANIME DISCUSSIONS 




CHICKS DIG TIME LORDS PANEL 

■ 




make costumes and props, while 
Kappa Kon and their staff oversaw a 
good deal of the anime programming 
as well as the costume contest that 
was held. 

The Milwaukee Steampunk 
Society helped the MAGE staff run 
one of the favorite features of the 
event a Doctor Who Living Dungeon 
adventure. A living dungeon pits at- 
tendees own wits to a LARP-style dun- 
geon that they must solve and sur- 
vive. The event was booked from 
early in the day with every one who 
tried it saying that they truly enjoyed 
the experience. 

In all, Concinnity Xlll/Kappa 
Kon was a success in both attendance 
and in experience. From special 
guests, to panels, to vendor goods, to 
cosplay, to gaming, to the living dun- 
geon Doctor Who was one of the 
main features of the event. We wel- 
come everyone to join us again next 
year for this super-affordable and 
quite enjoyable event. Hopefully 
each year of Concinnity will bring new 
people and new ideas to one of our 
favorite gaming and Doctor Who 
events. 



DDWRPG STAFF HERO QUESTING 



CuircinnElii 




Convention 

CONCINNITY XIV / KAPPA KON 

Concinnity 14 / Kappa Kon has 
been scheduled for Saturday, 05 April 
2014 at the Milwaukee School of Engi- 
neering. We hope that our readers 
can join us again for the convention. 
To follow updates visit: 

www.facebook.com/concinnitycon 

concinnitycon.weebly.com 
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CONCINNITY PHOTO BOOTH COSPLAYERS 



The Concinnity/Kappa Kon convention featured a free photo booth sponsored by the MSOE Photography Club. 
Here are some of the many photos of con-goers who attended the event (from guests, to staff, to attendees)... 
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LIVING DUNGEON SCENARIO: A CLOCKWORK STORAGE 

by Nick Seidler, Amy Savela, Bridget Sharon, and Mason Eperly 



SCENARIO BASICS 



This Doctor Who living dungeon was first put together for the Concinnity 13/Kappa Kon science fiction con- 
vention held on Saturday, 13 April 2013 at the Milwaukee School of Engineering in Milwaukee, Wisconsin. The liv- 
ing dungeon was primary constructed as an event to be a part of the conven- 
tion. Besides the main writers for this script, help in developing the scenario 
and running it was also given by the following people: Anna Rodriguez, Tim 
Murphy, Karl Klinger (yes, he's a real person), Amanda Marchatti, members 
of the Milwaukee Steampunk Society, members of the MAGE club, and Bryan 
Baumann (the con's chairperson). 

This living dungeon presents a script for a Doctor Who adventure 
story set in Victorian London. The Doctor has gone missing, and the group of 
players must track him down, avoiding traps, outsmarting the challenges and 
defeating the dangerous villain and his minions. At the heart of the adven- 
ture is a journey into the mysterious Mr. Klinger's factory in Victorian Lon- 
don. 



• Players have 3 hitpoints each and 
are a party of 4 players (no specific 
characters). 

• Clockwork Robots have 1 hitpoint 
each. Mr. Klinger has 4 hitpoints. 

• Players have special equipment 
explained in the scenario. 

• There are 10 encounter areas, 
required props, volunteers, and 
items are listed after each area. 



• The GM should accompany the 
players in the dungeon, and will 
need at least 6 volunteers to act as 
bad guys (1 to represent Mr. 
Klinger, 3 to play Clockwork Ro- 
bots, 1 to play a Weeping Angel, 
and 1 to activate other traps in the 
adventure and play the Doctor). 



PROPS NEEDED FOR THE WHOLE LIVING DUNGEON: 

• Sonic Screwdriver prop (or pencil) 

• 7x green crumpled pieces of paper representing Sonic Screwdriver uses 

• 2x Revolver (one for the players, one for Mr. Klinger) 

• 5x orange crumpled pieces of paper representing bullets from the gun 
given to the players 

• 4x red crumpled pieces of paper representing bullets from a gun held by 
Mr. Klinger 
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• Psychic Paper prop (or folded piece of blank paper) 

• Banana (or folded piece of yellow paper) 

• 3x clockwork robot masks 

• Weeping Angel mask 

• Gross (144) orange ping-pong balls (to represent falling sparks) - orange crumpled pieces of paper can substitute 

• Six-foot pole (to represent the force field in Mr. Klinger's office) 

• Scarf or Fez (to represent the Doctor) 

• Top Hat (to represent the villain Mr. Klinger) 

• Cardboard (for crushing wall) 

• Paper for making basic signs 

-"Bad Wolf Pub" 

- "Bad Wolf Pub - No Solicitors" (back door sign) 

- "Klinger Products Factory - 'Making Conveniences for the Moderne Man' - Deliveries on Mondays and 

Thursdays Only" (back door sign) 

- "Push to Talk" button and grill (intercom) 

- "Mr Klinger, Company Owner - Single Appointments are not taken - Appointments are necessary to meet 

with Mr. Klinger or any of the board of directors" 

• 3x rolls of blue painters tape (to represent out of bounds areas) 

• 4x rolls of cream colored masking tape (to mark areas and attach items) 

• 4x "PLAYER" character buttons (or stickers) 

• 6x "NPC" buttons (or stickers) 

• "GM" button (or sticker) 

ENCOUNTER #0: EVENT SIGN-UP 

When players first sign-up at the event check-in area (at Convention HQ), they are given a button to wear to signify 
they are characters and given their time at which to go to the in-character Bad Wolf Pub. 

GM DESCRIPTION (BOX TEXT): 

People signing up players can give them the following instructions: 



The buttons you have been given should be worn when you begin the living dungeon (you may wear them now if 

you wish). Your Doctor Who Living Dungeon start time is at . Please be on time for your game slot. At that 

time go to the Bad Wolf Pub, it is the game room area with the pool tables. Once you enter the Bad Wolf Pub area 
at your start time (you can visit there ahead of time if you wish) you can read the slips of paper you are being given 
now to help set the scene. Mill around the pub and interact with various people there. They will be in character as 
people in the Victorian era. Some may give you useful information, others may not. If a person there offers you an 
item during your game slot, it is most likely a piece of equipment needed for the game. The Game Master (who will 
be wearing a button that says "GM") will find you when the full game is about to start and give you additional in- 
structions. 



The administrator should give the group their starting time. If the starting area does not contain pool tables (as it 
did at Concinnity where the event was first run), add an appropriate description. Also, the slips of paper should con- 
tain the text of Encounter Area #1, so that when players first arrive they are able to set the scene in their minds. 



ENCOUNTER #1: THE BAD WOLF PUB 

The players first arrive at the Bad Wolf pub. From their perspective they themselves (or the characters they are 
playing have been brought to the Victorian Era by being caught in a time storm). At the pub they interact with vari- 
ous people, perhaps even their nemesis Mr. Klinger, are given some objects that might help them, and then begin 
the adventure. 
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SETUP: A room or hallway with a closed door that leads to a hallway is needed for the encounter area. The door 
needs to close behind the group once they are in the hallway after moving past this encounter. 

PROPS: A paper sign that is labeled "Bad Wolf Pub" for inside the location. A prop banana, a prop gun (with 5 or- 
ange crumpled pieces of paper), a prop piece of psychic paper, and a prop sonic screwdriver (with 7 green crum- 
pled pieces of paper). Top hat for the Mr. Klinger character, and a proper gun (with 4 red crumpled pieces of pa- 
per) for Mr. Klinger (which he uses from this point until the end of the scenario). 

NPCS: While at least 1 person is needed to engage the group of players in the pub and give them their equipment. 
At the Concinnity convention where this adventure was played the area was filled with many people who were "in 
character" as their Victorian steampunk personas, allowing the players to interact with many people in the pub. 
This is not necessary to run the adventure but helped to create a good atmosphere, and allowed a number of dif- 
ferent people to give the players their equipment. Also 1 person playing Mr. Klinger is needed. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the main area of the Bad Wolf Pub, you can read this to them (this is also the text 
that the players were given to read as they entered the Bad Wolf Cafe area): 



You awake to find yourself in the unfamiliar year of 1888, unsure of how exactly you got here. Around you is a Vic- 
torian Era tavern. The smell of gas lamps burning and the musty stench of people who have come here after their 
shift has ended in the nearby factories fills your nose. The dimly lit establishment is filled with people. Men in 
bowler hats and suits, and even a few women in corseted dresses, mingle in the social atmosphere provided by the 
tavern. There is talk of the strange Jack the Ripper murders that have recently happened, and the people that have 
gone missing. Around you, there are billiard tables, darts, and other games to be found to play as well as some 
fried food served from the kitchen and beer and other spirits available from the bar. There are interesting people 
here, some of them might be worth talking to. No matter what, you may need to find someone who can help you 
home from this strange location. 



The first encounter happens even before the players are given their instructions on how the game has been played. 
This can be changed as needed, but at the Concinnity Convention where this scenario was first played, it included 
an "in-character area" where the players encountered various NPCs and were given equipment even before the 
Game Master met them and explained the rules. 

The players have just been pulled from their own time and find them- 
selves in the unfamiliar location of a Tavern in Victorian London. They have 
been pulled from whatever time and place they are from (either their mod- 
ern day locations, or from whatever place their character might be from - al- 
lowing any character to participate in the adventure) by a time storm that 
took them here. Any equipment that they may have already had is missing 
or no longer functioning. It is the character's mission to find their way home. 
In doing so, they will get involved in the mystery of the disappearing people 
and the Jack the Ripper murders, 

BAD WOLF PUB ENCOUNTER 

Some of the information (helping set the scene and situation) that various during the npc playtest 

NPCs might be heard saying in the pub can include the following: 

o Have you heard? Another dead person has been found. They think that Spring Heeled Jack has struck again and 
committed another of his gruesome murders. 

o I have heard a rumor that they plan on formalizing the rules for professional football (soccer) this summer. Imag- 
ine footy having a formal set of rules, or even an official league! 




277 



o The Congress of Steam is set to meet this late October. Imagine there 
being delegates from all over the world discussing society and politics! 

o Rumor is that Mr. Klinger, the factory owner, is wanted for questioning 
in relation to the recent murders. There's no way I will turn him in, be- 
cause then I'll have no job to support me wife and children. 

o Is anyone up for a game of billiards? Perhaps darts? A gentleman's 
game is always welcome! 




NPCS GIVE PLAYERS RUMORS 

o Besides the women who were killed by Jack the Ripper, it seems that in an actual dungeon run 

there have been various men that have gone missing as well. Of course 

disappearances of men are not nearly as exciting as women being killed to make the papers. 

o There was another stranger around here recently asking questions. He identified himself as "The Doctor". 
Strange man really, but he was sort of nice. 

o Isn't it amazing that after last year's Golden Jubilee, that this year Queen Victoria's eldest daughter has become 
Princess Consort to Germany? That will keep Britain a world power for many decades to come! 

o There seem to have been a number of strange occurrences at Mr. Klinger's factory and storage facility recently. 
That factory never seems to stop production. 

o Have you heard of the Great Blizzard that happened in America? Apparently it caused the deaths of over 400 
people and shut down commerce on the Eastern seaboard. 

o All everyone wants to talk about these days are the Ripper murders. Doesn't anyone want to have fun anymore? 

Eventually, the players should be approached by some of the NPCs who offer them special items that might be of 
use to them during their adventure in the living dungeon. All four items will be given to the players, so that each 
had at least one item. Below are lines of dialogue the NPCs can use when giving the player their equipment. 

Banana: 

- "Excuse me sir/miss, would you like this exotic fruit?" (if they object) 

- "You are mistaken, you want this banana- you should always bring a banana to a party." (if they still object) 

- "You should really take this it is good for your health." (If they object again, walk away). 



Gun: 

- (in hushed tones) "This is of the utmost importance (hands gun) do not ask questions... you must find the Doctor, 
he needs your help" (If they ask what it is, tell them it is a gun and leave) 



Psychic Paper: 

- "Excuse me Sir/Miss, I believe you dropped this it has your picture on it." (If they object or say it is blank.) 

- "It doesn't look blank to me. It is clearly a picture of you, I insist you take it" (if they say no, put it in their hand 
and walk away) 



Sonic Screwdriver: 

- "Excuse me Sir/Miss, the Doctor wanted you to have this." (hands the sonic screwdriver) 
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SPECIAL EQUIPMENT 

• Banana - Full of Potassium and other minerals, and great for inventing daiquiris. If eaten, the banana restores 1 
hitpoint of health. It can be eaten in up to 3 parts (restoring a total of 3 hitpoints, or more or less per the GMs dis- 
cretion). Once eaten, the banana becomes a banana peel. In an encounter with a robot, the banana peel can also 
be used to disable a Robot (as the Robot will slip on the peel). This restorative effect is not told to the players, 
and they must discover it on their own. 

• Gun - Has 5 "shots" represented by 5 orange crumpled pieces of paper. The gun can damage robots or shoot 
Mr. Klinger himself. 

• Psychic Paper - Can be read to give a clue or act as identification. 

• Sonic Screwdriver - Has 7 uses based on being given 7 green crumpled pieces of paper to use as "activations" or 
"shots". The sonic can be used to open doors, deactivate robots, or accomplish other tasks. 

After a certain amount of time the Game Master will collect the players and give them instructions in an area of the 
pub near encounter area #2. The instructions are as follows: 



Hello, welcome to the Doctor Who Living Dungeon. As you can tell, you have been brought to this time as 
yourselves, having been pulled through time in a space-time vortex have arrived here at the Bad Wolf Pub in the 
year 1888 in Victorian London. You have found yourselves returned to consciousness here at the pub, and may have 
encountered a few people that gave you an item that might assist you in your adventure and quest to return home. 

A few quick rules for you so that you understand the basics of how to enjoy and participate in this experi- 
ence. 

You may not hit or harm anyone in the live dungeon. Some of the actors may try to tag you with a piece of 
paper or throw a crumpled piece of paper at you as part of the scenario, but you too will be free from any harm. 
Our first priority is safety. 

As the Game Master I am in charge of the event. Please follow any rules or instructions that I give without 
question. If you want to make a certain action, let me know what you are doing, and I can tell you the result. There 
are pieces of tape on the floor. You may not cross any of the pieces of BLUE tape during this event. When you cross 
a piece of standard masking tape you must stop, and I will give you instructions. 

Some of you may have been given an item in the Bad Wolf Pub. You can at this time trade items with your 
fellow players, but each player can only hold one item. If a player is removed from game or dies, another player 
make pick up the item and carry more than one. 



The GM explains each item of equipment to the specific player: 



Banana: You have a banana. It is a good source of Potassium! 

Gun: You have received a state-of-the-art Victorian era revolver; it can hit a target as far as you can throw. However, 
you only have 5 bullets, represented by the 5 orange crumpled pieces of paper. You may throw the pieces of paper 
you were given at the target object or person to determine the effect. If you miss the throw, it has no effect. Each 
crumpled piece of paper represents one bullet for your revolver. Once a bullet is used, it cannot be used again. 

Psychic Paper: It seems you have received a piece of psychic paper. This is an apparently blank piece of paper that 
allows those holding it to show people whatever they want to see on the card and occasionally receive messages. 

Sonic Screwdriver: This is a strange futuristic sonic device, one might even say a screwdriver, that can lock and 
unlock doors, bypass security systems, and disable simple machinery. It is ineffective on deadlock seals and wood. 
The sonic screwdriver has 7 charges, represented by the 7 green crumpled pieces of paper. Like the revolver, you 
may throw the pieces of paper you were given at the target object or person to determine the effect. If you miss the 
throw, it has no effect. Each crumpled piece of paper represents one charge for your sonic screwdriver. Once a 
charge is used, it cannot be used again. 
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Then continue to all: 



If you possess and want to use the "sonic screwdriver" or "revolver", you may throw the pieces of paper 
you were given at the target object or person to determine the effect at any time. Please be sure that I see you 
doing so, so I can determine the proper outcome. If you posses another item and wish to use it in some way, let 
me know and I will tell you what affect you have when using the item. 

For the purpose of this game, each character has three hitpoints. Being touched or attacked by certain 
monsters or gives you one hit point of damage, others may have a special effect that are explained when you are 
tagged by them. If for some reason you are eliminated by losing all your hitpoints cover up your player button with 
both hands and simply stay where you are. 

If you lose all your hitpoints during the game, your character has met their mortal end. You can still follow 
along through the dungeon but may not speak or participate from the point of death to the end of the game. 

We ask that you do not discuss the adventure or what happens in it with anyone else at the convention. 
This is to ensure that none of adventure is ruined for other players. 

If you ever have any real world concern or question, you may cover up your "PLAYER" button with one hand 
across your chest and ask a question. 

With this said, what questions do you have about game play? 



Mr. Klinger (armed with his red crumpled pieces of paper for use any time during the scenario after this encounter) 
should walk past the group, taunting them as he goes, and closes the door between the players and the location to 
where they are heading (Encounter Area #2). 



OK, now we can begin... 



The players may now move to the next encounter area and begin 
their adventure in full... 



ENCOUNTER #2: BACK DOOR TO THE PUB 

The players have a chance to follow the villain Mr. Klinger as he leaves 
the Bad Wolf pub, but getting read the game play instructions pre- 
vents them from following immediately after the villain. When trying 
to follow they encounter a locked door that they must get past in or- 
der to continue their investigation. 

SETUP: A room or hallways with a closed door that leads to a hallway 
is needed for the encounter area. The door needs to close behind the 
group once they are in the hallway after moving past this encounter. 

PROPS: A puzzle for the players to solve is needed at this stage. For the adventure run at Concinnity Con a 3-D puz- 
zle box was used, that when solved opened to allowed a key to be removed for the door. A paper sign that is la- 
beled "Bad Wolf Pub - No Solicitors" for the back of the door (in the "alley way"). 

NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area by the back door of the Bad Wolf Pub, you can read this to them: 




BRIDGET AS THE GM (on the right) GIVES THE 
BRIEFING TO A GROUP OF CON PLAYERS AS MR. 
KLINGER (far right) WAITS FOR HIS CHANCE TO 
INTERRUPT AND TAUNT THE PLAYERS 
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You have entered the back storage room of the Bad Wolf Cafe because you have seen the mysterious and 
notoriously dangerous Mr. Klinger leave this way. As you look around you can see the room is full of crates and 
shelves filled with plates, mugs, and food items. The air hangs with the smell of fried food and stale beer. For a 
Victorian era pub's back room, the space is rather clean. Nothing seems to be of importance until you approach 
the back door which must lead to a back alley. The door is deadlock sealed but there seems to be a strange device 
by the door that seems connected to it. Though futuristic looking is this a means to open or close the door? 



By the door should be a puzzle. It can be as hard or as difficult as the GM finds appropriate and can be of any style. 
The puzzle is Mr. Klinger's means of restricting access to the alleyway and beyond that to the entrance to his fac- 
tory. The players must solve the puzzle in a set amount of time to get to avoid taking damage through electrical 
shock. 

If the players try to use any of the equipment that they have 
been given the items of equipment will have the following effects: 

Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "The key is in the box". 

Sonic Screwdriver: No effect (lose one use for each attempt). 

If solving the puzzle takes more than 5 minutes, Mr. Klinger will 
have figured out that the group is trying to follow him, and will send an 
electrical charge back to the puzzle. Every character takes 1 Hitpoint of 
damage (or alternately, the GM can decide to give just the person or 
persons touching the puzzle at that moment a point of damage). The 
door will then open. 

If the characters try to destroy the puzzle, they will take a fatal 
charge or electricity and be out of the game. 

ENCOUNTER #3: VICTORIAN BACK ALLEY WAY 

The players have gotten through the door and find themselves in a small, thin alley way in Victorian London. The 
alley leads between the Bad Wolf Cafe and Mr. Klinger's factory, but a trap awaits the players here as they con- 
tinue their adventure. 

SETUP: A hallway that has two sets of doors on it (with other doors are areas leading off it it even better as this cre- 
ates a number of directions that one can go). The door from the previous area should close behind the group once 
they are in the hallway representing the alleyway. 

PROPS: A white board or other means to present the next puzzle is needed for this encounter (see description be- 
low), pieces of paper with possible solution symbols of the puzzle are needed and placed on the floor under the 
puzzle, as well as a large piece of cardboard to represent the wall that closes in and could crush the players. 

NPCS: 1 NPC is needed to hold the cardboard and act as the wall that closes in on the characters. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the alley way, you can read this to them: 



As the last of you exits the Bad Wolf Cafe into a narrow cobblestone alley way, the cafe's door that you just 
came from slams shut behind you. Ahead, the alleyway is dark and littered between the bricked walls of the row 
houses. The putrid stench of rotting garbage wafts through the air, and one might even see the movement of small 
rodents in the shadows. There is an odd slate on the wall that seems to have strange symbols written on it. Just as 




DOOR PUZZLE ENCOUNTER 
DURING THE NPC PLAYTEST 
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you notice this, you hear the heavy mechanical grinding of cogs and gears. The wall ahead has begun to close in on 
you with increasing speed. You feel claustrophobic, as you realize that your group is in danger. 



Moving back through the door to the bad wolf cafe is not possible and only solving the puzzle will save the charac- 
ters. 

The alley way has the following Sudoku-style puzzle on the wall (with yellow spaces being seen by the play- 
ers, and white and green spaces being blank for the players to fill in): 




On the ground under the puzzle can be pieces of paper with the symbols needed to complete the logic puzzle. Addi- 
tional symbols (not needed for the solution) can also be included on the ground as a red herring. 

The NPC, depicting the wall, takes a step forward every 5 seconds, representing the wall of the trap moving 
towards the players in an attempt to crush them. The players will have to solve the puzzle quickly to avoid being 
crushed. Generally, the wall which moves in every 5 seconds, should have enough space for about 12 turns (1 min- 
ute) before the players are crushed. 

The Game Master (if choosing to give the players a bit of extra time, or if the Sonic Screwdriver was used on 
the wall) can signal to the NPC moving the wall to go slower by announcing: "The wall seems to be moving slower, 
but continues to dangerously press forward in a way that will soon crush you". Likewise, if the GM needs the wall to 
pause due to questions being asked simply command "The wall freezes" and then appropriately, "The wall un- 
freezes" as necessary. 

If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "Solve the code on the wall" and fills in the two green spaces on the puzzle. 

Sonic Screwdriver: If sonic is used on the wall, it slows the wall (the NPC adds 5 seconds to each step) but 

does not disable the threat, (Lose one use for each attempt). The GM announces: 

"The wall seems to be closing slower, but still poses a threat" 



If the players do not solve the puzzle in time, everyone in the group takes 1 Hitpoint of damage from being 
crushed. The wall resets back to its starting position and starts moving forward again (the sensors detecting that 
there is a still a living person in the alley way) ready to crush the players again. 

If the players solve the puzzle, the wall backs off and resets down the alley, and does not reactivate, allowing 
the players safe passage down the alley to the Entrance to Mr. Klinger's factory. 
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ENCOUNTER #4: ENTRANCE TO MR. KLINGER'S FACTORY 

The players have gotten through the alley way. The group finds 
themselves at the back door to Mr. Klinger's factory, but there is 
another puzzle that awaits them before they can enter. 

SETUP: Area by the door at the end of the hallway that represents 
the alley way. Beyond it should be a larger room or hallway for the 
next encounter 



PROPS: A paper sign that is labeled "Klinger Products Factory. Mak- 
ing conveniences for the moderne man. Deliveries on Monday and 
Thursdays only". A piece of paper representing a doorbell and in- 
tercom system. 



ENCOUNTER AREA #4 
AS PREPARED FOR THE FINAL CON 



NPCS: None. 



GM DESCRIPTION (BOX TEXT): 

Once the players have reached the door at the end of the alley way, you can read this to them: 



You find yourself further down the alley way and safe from the dangers of the moving wall trap. Large thick metal 
doors are found at this brick building, and thick black smoke bellows out of the top of the smokestacks that tower 
above the structure. There is a sign that establishes this to be the back of Mr. Klinger's Factory". Looking closely 
one can see that there is also a button and a small grill on the wall, as if a modern intercom system would be found 
well out of place on the Victorian walls. Somehow you need to gain entry to the building. 



The players can choose to do a number of things to try to get into the factory. The most common way will be to 
press the intercom button (the intercom should be a clue that Mr. Klinger has technology from beyond the Victo- 
rian Era). If the players press the button, a voice comes from the speaker grill with the following riddle: 



Welcome to the Klinger Products Factory. Before you may enter, you must tell us the answer to this riddle. What 
walks on four in the morning, walks in two in the afternoon, and walks on three in the evening? 



The correct answer to this riddle (actually the riddle of the Sphinx) is "Man", who crawls as a child on all fours, then 
walks as an adult on two legs midlife, and then walks with the aid of a cane in their old age. The players must press 
the intercom button and give the answer. If they do so correctly, the door opens without any problems. 

If they give the wrong answer the riddle will repeat. There will be no affect until the third wrong answer 
(and beyond), at which time the player who is pressing the intercom button and giving the wrong answer will take 
1 Hitpoint of electric shock as they press the button and answer incorrectly. 

If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 



Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "The answer is on the door to this sign". 

Sonic Screwdriver: Opens the door (lose one use for activating the sonic). 



It is possible the characters immediately use the sonic on the door and this will allow them to pass right away, 
without having to talk to the intercom. 
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ENCOUNTER #5: CLOCKWORK ROBOTS 

The players have entered Mr. Klinger's factory and find it 
no longer guarded by passive traps, but rather by active 
clockwork robots as seen in the Doctor Who episode "The 
Girl in the Fireplace". 

SETUP: Area by the door at the end of the hallway that 
represents the alley way. Beyond it should be a larger 
room or hallway for the next encounter 

PROPS: At least 3 clockwork robot masks, 3 pieces of yel- 
low paper (to represent the clockwork robot's arm blade 
weapons). The scenario works best if the NPCs playing 
the clockwork robots are wearing Victorian or pre- 
revolutionary era clothing, as well as white "judge" style 
wigs. 




CLOCKWORK ROBOTS ADVANCE ON THE 
PLAYERS DURING A CONVENTION GAME 



NPCS: 3 people are needed to play the clockwork robots. 



GM DESCRIPTION (BOX TEXT): 

Once the players have reached the door at the end of the alley way, you can read this to them: 



As you walk into the factory, you see large industrial machines working automatically in perfect unison with steam 
blasting out of the massive engines and boilers. The machines loudly work - Ka-chunk, Ka-chunk - as they manufac- 
ture parts. The hot factory temperatures warm your body while the smell of metal fills the air and you can even 
sense the blood-like taste of copper in your mouth. To each side are cauldrons filled with molten metal that are 
being poured into molds to make new parts for machines. 

Also ahead of you are two human-like shapes. Slowly, they start to move, and it seems as if there might be 
bladed weapons attached to their arms... 



As soon as the GM ends the description of the scene, the 
Clockwork Robots should come to life in jerking move- 
ments and start heading towards the players. The Clock- 
work Robots are guards that protect the factory. They 
can be disabled by being shot once by the revolver or by 
being shot by the sonic screwdriver. Each clockwork ro- 
bot only has 1 hitpoint and once it has been hit, the Ro- 
bot should slump forward obviously deactivated. 

In the scenario run at Concinnity, the hallway pro- 
vided a hidden corner around which a third Clockwork 
Robot was hidden from view. As the players walked for- 
ward, the robot would slash out with its paper bladed 
weapon. The surprise from this attack added excitement 
and fun to the adventure, and it is recommended to have 
the hidden Clockwork Robot included in the scenario, if 
the game layout allows. 

If the players try to use any of the equipment that 
they have been given the items of equipment will have 
the following effects: 




THE HIDDEN CLOCKWORK ROBOT CAN BE SEEN (on the right, 

hidden around the corner) IN THIS REVERSE VIEW OF THE 
HALLWAY FROM A DIFFERENT RUN OF THE GAME AT THE CON 



Banana: 



The banana's peel will deactivate one robot (causing it to slip) 
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Gun: Deactivates a robot with a successful hit (lose one use for each attempt). 

Psychic Paper: Blank; but will read "Run!" if all ammo is expended. 

Sonic Screwdriver: Deactivates a robot with a successful hit (lose one use for each attempt). 

Upon the first gunshot or sonic screwdriver activation, the Game Master can give the following reminder to the 
players, "Once shots are fired or a sonic screwdriver charge is used, then those bullets or charges are lost and can- 
not be used again. " 

Once all the Clockwork Robots have been deactivated the players can move through the area without any concern. 
However, if a player touches one of the walls, they take 1 hitpoint of damage for having touched the large caul- 
drons that are full of molten metal. 



ENCOUNTER #6: THE FLOOR GRID 

The players have moved on to the next part of Mr. 
Klinger's factory. Between the boxes there is a strange 
grid on the floor. 

SETUP: An area in a hallway large enough to put a grid, in 
which one person can stand in a square at a time. 

PROPS: Masking tape to put the grid on the floor, and the 
first part of the special device/puzzle that needs to be as- 
sembled in the last area. 

NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

Once the players have reached the next area, and a short 
distance before the grid, the GM should read the follow- 
ing: 



As you make your way through the factory, you find yourself in a packing and storage area. Around you are large 
wooden boxes, stacked one atop the other, that tower up on all sides. The wooden shipping crates create a path 
that leads you to this location. Ahead of you lies a grid on the floor. In the middle of the grid there seems to be an 
interesting object that lies in the middle of it. Because of the crates, you need to cross the grid... 



As the grid is made out of tape laid on the floor, each player must step onto the grid on the first rank (depicted by 
the yellow squares on the example grid below), one at a time. 

After the first person steps onto the grid, the Game Master should announce, "You are safe. Would you 
like to continue to move?" The player can then choose to move again, or to stay where they are. Where and how 
they move, determines whether or not they are safe. The safe pattern is described after the graphic of the grid. 
The player can keep moving until they tell the GM that they are done with their turn. 

If the player moves to a space that is not correct, the Game Master should say, "The floor is electrified, you 
take 1 point of damage, move back to your starting square." 

Each player should be given a chance to move, and then the next player should move. All players must 
move and end their turn before the first player can move again. 




THE FLOOR GRID AS SETUP THE NIGHT BEFORE THE CON 
(Does not include the item placed on the grid) 
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THIS IS THE SIDE THE CHARACTERS ENTER THE GRID ON 



THE GRID AS ENCOUNTERED BY THE CON PLAYERS 
(With the Item in place on a square) 



The trick to the grid is rather simple if one is familiar with the game of chess. The space that the characters 
enter the board on corresponds with the chess piece that begins on that square, and how it can move. Below is a 
guide of which starting square a player starts on and how the players must move : 



A-l and A-8 - move like the Rook (castle) in chess - can move forward or sideways as many squares as one wishes in 
a turn (but not through occupied spaces). But they must stop and let another player move before switching direc- 
tions. 



A-2 and A-7 - move like a Knight (horse) in chess - can move in any direction, but must move forward 1 space and 
then sideways two; or forward two spaces and sideways one (no diagonals). The player must then end their turn at 
that time. The players that start on these squares may pass through the spaces that are blocked by other players. 

A-3 and A-6 - move like a Bishop in chess - can move only at perfect diagonals as many squares as one wishes in a 
turn (but not through occupied spaces). But they must stop and let another player move before switching direc- 
tions. 



A-4 or A-5 - move like either a King or a Queen in chess. As a player steps onto the board, in either of these spaces, 
the first person to do so must automatically move like a King (they can move one space in any direction - forward, 
backwards, sideways, or at a diagonal - but not through occupied spaces). But they can only move ONE space. 

The second person on the board who uses the opposite space can move like a Queen (they can move as 
many spaces as they wish in any direction - forward, backwards, sideways, or at a diagonal - but not through occu- 
pied spaces)). But they must stop and let another player move before switching directions. 

In chess, the queen always begins on her color, and as the grid does not have any colors, the first person on 
these spaces is always the King piece, to restrict their movement. 

Depending on the setup of the area, Mr. Klinger may be seen and taunt the players as they make progress 
through his factory. He should mockingly laugh and taunt them 

If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: No effect. 

Gun: No effect. 

Psychic Paper: Reads "Thirty men - and women two, standing in line with nothing to do. Dressed in 

formal black and white, if one moves - they begin to fight!" When looking the second 
time the paper says "Get the object on the grid". If looking a third time it goes back to 
the first hint, and then back and forth again if it is viewed more. 
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Sonic Screwdriver: No effect. 

The item located in the middle of the grid is one of the three 
pieces of the force field neutralizer. The players will hopefully be 
curious enough to get the item as they cross the board. If they fail 
to do so, the GM can give them this hint: "The mysterious object 
remains on the grid. It might be your last chance to get it before 
you move on." Hopefully this will prompt the players to be sure to 
go get it. If they have already left the grid, the same rules for move- 
ment apply but from the opposite direction. 

If the players try to look at the object before moving on to 
the next area, the GM can give them the following information: 
"The object seems to be one part of a multipart device. It is futuris- 
tic and seems to have circuitry built into it. It looks as if it might be 
of use if other parts are found." The Psychic paper can give clues 
too. 



ENCOUNTER #7: FALLING CASCADE OF SPARKS 

The players have moved on to the next part of Mr. Klinger's factory 
where machines are building more Clockwork Robots. The charac- 
ters must avoid the sparks that are falling from the machines that 
continue to assemble more of the Clockwork Robots. 

SETUP: An area in a hallway from which there is an overpass where 
ping pong balls can be dropped down from, that the characters 
must avoid. (If this is not possible, the ping pong balls can be ran- 
domly thrown in an arcing pattern from the side so that they fall 
down upon the players. 




OVERPASS WALKWAY USED FOR ENCOUNTER #7 




THE PATHWAY IS MARKED WITH BLUE TAPE AND 
WAS NOT STRAIGHT UNDER THE WALKWAY 



PROPS: Masking tape to put a pathway on the floor. A gross (144) orange ping-pong balls to act as sparks that are 
falling, and the second part of the special device/puzzle that needs to be assembled in the last area. 

NPCS: 3 people are needed to drop "sparks" (ping-pong balls) as the characters pass this area. 

GM DESCRIPTION (BOX TEXT): 

Once the players reach the next area, the GM should read the following: 



Ahead of you is another active part of the factory. There are advanced assembly lines here, out of place in the Vic- 
torian era. It is clear that the molten metal seen earlier being poured into moulds have hardened into parts. Those 
parts are assembled here and being turned into more Clockwork Robots. 

Even more gruesome is that you see that there are dead human bodies here hanging on hooks by the as- 
sembly line! Some of their biological parts are being taken from the bodies and are being integrated into the newly 
assembled clockwork robots! It is a horrific sight as the bodies are becoming parts of the robots. It seems you 
have discovered where a number of the missing people have gone! 

As the assembly line continues to put together these inhuman Robots, glowing hot embers of metal fall 
from the upper level where welding is taking place. There is a safe path on the ground that must be moved within, 
and it is clear that if you step outside the path you will take a point of damage. Likewise, for each ember, including 
those on the ground, that you touch, you will be wounded as well. Also, on the path sits another mysterious object 
similar to the previous one that was seen. 
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It is here that the players should for sure realize that Mr. 
Klinger is a genuine threat, and is responsible for some of 
the murders and disappearances in London. He must be 
stopped! 

The players must get through the falling cascade of 
sparks, taking as little damage as possible, and should pick 
up the piece of the device as they go through the obstacle. 
Players will have to be careful to also avoid stepping out of 
the path of tape that marks the boundary of where they 
can move. 

NPCs should drop ping-pong balls as sparks as the 
players rush through the area avoiding the sparks. The 
sparks should not be thrown at the players directly, and at 
first it should truly be random. 

However, Mr. Klinger has set up a trap, with the con players must avoid the falling sparks 

path on the ground. As the players go back and forth as well as avoid the ones on the ground 

through the path, they will find themselves in an area near 

the end of the path, where one of the NPCs will intentionally throw a ping-pong ball "spark" directly at the players 
from behind. If the players are paying attention they will realize this. Any players hit by or stepping on a spark will 
take 1 hit point of damage. 

If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 

Banana: No effect. 

Gun: No effect. 

Psychic Paper: Reads "Tread Carefully and be sure to get that object!" 

Sonic Screwdriver: No effect. 



The item located in the middle of the path is the second of three pieces of the force field neutralizer. The 
players will hopefully be smart enough to get the item as they avoid sparks. If they fail to do so, the GM can give 
them this hint: "The mysterious object remains on the path. This might be your last chance to get it before you 
move on." Hopefully this will prompt the players to be sure to go get it. If they have already left the area, it will 
make it more difficult to rescue the Doctor in the final encounter. 

If the players try to look at the object before moving on to the next area, the GM can give them the follow- 
ing information: "The object seems to be one part of a multipart device. It is futuristic and seems to have circuitry 
built into it. It looks as if it might be of use if other parts are found." 



ENCOUNTER #8: MISTER KLINGER'S OFFICE 

The players reach the area outside of Mr. Klinger's Office 
and have to figure out a way to enter and get past the 
automaton and a force field inside the office. 

SETUP: An area in a hallway outside of an office, and ac- 
cess to the interior of the office suite itself (which needs 
another exit to a hallway. An office with a reception desk 
which the players can walk past and beyond to the other 
exit and hallway works best. 

OUTSIDE MR. KLINGER'S OFFICE DURING A CON GAME 
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PROPS: Sign for outside Mr. Klinger's office, pole or way to signify the activation of the force field that prevents 
passage to Mr. Klinger's office. 

NPCS: 1 person to be a human-like automaton secretary of Mr. Klinger. 
GM DESCRIPTION (BOX TEXT): 

Once the players reach the next area, the GM should read the following: 



You find yourself in the hallway outside Mr. Klinger's business office. You can talk freely here without anyone in- 
side the office hearing anything. Through the window on the door, you can see that there is a secretary at a recep- 
tion desk, and beyond that it seems as if Mr. Klinger is walking around in his ornate Victorian office area. The door 
itself is unlocked allowing you free movement in or out of the office or back to this hallway. 



Once the players enter the office, the automaton says the following when the first person enters the room: 
-"Welcome, Mr. Klinger." 

When the second person joins the first, or more enter, the automaton changes their greeting and then says: 
- Hello, Mr. Klinger is not in right now. Mr. Klinger will not take a single appointment today." 
As soon as the second person also enters the office, the automaton also moves the pole (representing the activa- 
tion of the force field between the players and Mr. Klinger) and waits to hear from the players. The Game Master 
explains the following: 



It looks as if after everyone's entry a force field has activated blocking access to Mr. Klinger. 



At this time, the players must figure out how to get past 
the force field giving them access to Mr. Klinger. 

Players may ask the automaton any question. It 
will truthfully answer any "Yes" or "No" question it is 
asked, except it will lie if asked if Mr. Klinger is in the office 
(even if he can be obviously seen). If a different question 
is asked, and there is more than one person in the room, 
the automaton will repeat its default answer: 
-'Hello, Mr. Klinger is not in right now. Mr. Klinger will not 
take a single appointment today." 

After repeating this phrase three times, the automaton 
will expand the phrase to: 

- "Hello, Mr. Klinger is not in right now. Mr. Klinger will 
not take a single appointment today. I suggest you leave. 

INSIDE MR. KLINGER'S OFFICE IN A CON GAME WITH 

If the players leave the office again, and return to the hall- the automaton having the force field activated 

way, the force field will again drop. 

Throughout the encounter, and until the players get close to solving the force field puzzle, Mr. Klinger 
should taunt the players from the safety of being behind the force field. As soon as he feels that the characters 
may be getting close to solving the puzzle, Mr. Klinger should leave through the second exit and go to the next 
area. 

If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 




Banana: No effect. 

Gun: No effect. 

Psychic Paper: Reads "Mr. Klinger is not taking a single appointment " 

Sonic Screwdriver: No effect (the force field is deadlock sealed). 
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The trick to defeating the force field and getting 
past the automaton is for only one person to enter the of- 
fice from the hallway at a time. The automaton believes 
that the entry of only one person is Mr. Klinger himself 
(which is why the automaton answers "Welcome, Mr. 
Klinger" to the first or only person to enter). So long as only 
one person enters the office, the force field will not acti- 
vate. If more than one person enters the room, the force 
field activates and the automaton instructs people that 
"Hello, Mr. Klinger is not in right now. Mr. Klinger will not 
take a single appointment today." 

The "single appointment" phrase (found on the sign 
outside Klinger's office, said by the automaton, and re- 
ported on the psychic paper) is a hint to the players (as well 
as the additional wording, "I suggest you leave" added after 
the third repeat of the automaton's response). Hopefully 
the players are bright enough to pick up on the word 
"single" and ignore the rest of the phrase, as it is not the 
number of appointments that Mr. Klinger will take that is 
important. 

Once a single player enters the office area, they will 
be greeted and can walk past without activating the force 
field. As long as other players enter one at a time, getting 
past the force field is easy. 



ENCOUNTER #9: THE DEADLY HALLWAY 

The players follow Mr. Klinger's into a hallway where he 
tries to slow down the players in pursuit of him, perhaps 
with unexpected consequences. 




CON PLAYERS IN THE DEADLY HALLWAY 
AS THE GM WATCHES AND MR. KLINGER TAUNTS THEM 




THE WEEPING ANGEL APPROACHES 
THE PLAYERS FROM BEHIND 



SETUP: An area in a hallway outside of an office, where lights can be controlled (and turned off completely into 
darkness from one end where Mr. Klinger can stand and control the lights). The space should also have a way to 
enter the hallway (in total darkness) from the opposite end of the hallway as well. 



PROPS: A mask (or costume) to represent a Weeping Angel. 

NPCS: 1 person to play Mr. Klinger, 1 person to be a Weeping Angel. 

GM DESCRIPTION (BOX TEXT): 

Just before the players reach the next area, the GM should read the following: 



Once you move into the next area, you will find yourself in a brick-walled hallway that serves as Mr. Klinger's secret 
escape route away from his office. Leading into the basement of the factory, beyond the end of the hallway you 
can hear the whirring of machines and other technology. This section of the game has a special rule. In the hall- 
way a player may only take one step at a time and if appropriate make an action, then the next player and so on. 
After all the players have taken their one step, the baddies get their turn, then each of you gets to move again, and 
so on. The sequence begins once you move through the door. 
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Players then open the door, and each can take a step into the hallway. On the far end of the hallway is Mr. Klinger, 
who stands near a light switch. After all the players make a move, Mr. Klinger can taunt the player and then an- 
nounce loudly, "If you continue to approach me, and continue your useless quest, I will have to act!" The players 
may once again make their moves, or actions (such as trying to shoot Mr. Klinger who can dodge if needed). On 
the second turn Mr. Klinger announces, "Fine. You leave me no choice. I will use the power of electricity to make 
your continued progress difficult!" At this time Mr. Klinger turns off the light, putting the hallway in darkness. 

As the hallway is briefly dark, an NPC dressed as a Weeping Angel should step out quietly, and stand behind 
the players a few steps. It is best if on this first turn, the angel has its hands over its eyes (this body language will 
identify the NPC as a Weeping Angel even if they do not have a full costume). 

Most of the time, the players will not immediately know the angel is there because they are paying atten- 
tion to Mr. Klinger down the hallway. When the light some on, Mr. Klinger can falsely distract them by saying, "My 
electricity trap has not worked!" and the GM can announce: 



You are all currently safe. You may move again one at a time. 



The player may continue to move forward, and try to get Mr. Klinger, but chances are that the players will soon ac- 
cidentally look behind them and get completely scared by the appearance of the Weeping Angel! 
Once the players see the weeping angel, the GM can read the following to them if needed: 



You find a stone statue of a Weeping Angel that seems to have moved. 



Players may stop and look at the angel, and not 
blink in an effort to quantum lock the creature and pre- 
vent it from moving forward when the lights are out. 
However, play continues in the previous pattern for the 
next few turns, with the Weeping Angel being able to 
move and take a step forward in the darkness when Mr. 
Klinger turns off the lights. 

If a Weeping Angel is able to get close enough to 
a player to touch them, the angel will have sent the per- 
son back in time, using their potential time energy to 
trap them in the past. The player is out of the game per- 
manently. The GM should announce "The Weeping An- 
gel has touched the player and they have disappeared, 
most likely lost forever or dead!" The GM may allow the 
eliminated player to follow along to see the end of the 
adventure, but they cannot talk or participate. 

Otherwise, the players must get down the hall 
without being touched by the Weeping Angel. In all of 
our play tests, the players became so obsessed with not 
being touched by the angel, that they almost all turned 
their backs to Mr. Klinger himself. Mr. Klinger is of 
course armed, and can shoot the players on his turn if he 
wishes so as well. Most often, Mr. Klinger, uses the an- 
gel to force the players down the hallways towards him, 
and when he is sure to get a wound, will "shoot" one of 
the players with his gun, before abandoning the hallway 
for the final encounter. 

If the players try to use any of the equipment that 
they have been given the items of equipment will have 
the following effects: 




THE ANGEL CAN FOLLOW TO THE END OF THE ENCOUNTER AREA 
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Banana: No effect. 

Gun: No effect on the angel; but can shoot Mr. Klinger if possible. 

Psychic Paper: Reads "Don't Blink!" 

Sonic Screwdriver: No Effect. 

The trick to this encounter is for the players to leave the hallway as soon as possible. If touched by the 
Weeping Angel, a player is out of the game for good, so even if approaching Mr. Klinger and with the chance of get- 
ting shot, it is better than being eliminated immediately. 

Once Mr. Klinger is away from the light switch (by aban- 
doning his post as the players are so close they could hit him 
with their bullets/sonic), the players can move onto the next 
area safely, and as long as the light is on and one player watches 
until they get to the next encounter area, the angel will not 
move. 



ENCOUNTER #9: SAVING THE DOCTOR 

The players follow Mr. Klinger's into his lair and find both the 
Doctor and a group of deadly adversaries. 

SETUP: An area in a hallway or room that has one more exit on 
the far side of it. A chair on the far side of the room in which 
the NPC of the Doctor sits captured by a force field, a small table 
on which the third piece of the device sits (placed about 1/3 of 
the way into the room, with the Mr. Klinger at the far side of the 
room near the Doctor and 3 Clockwork Robots between the ta- 
ble and Mr. Klinger. 

PROPS: A table, A fez (to represent the Doctor), At least 3 clock- 
work robot masks, 3 pieces of yellow paper (to represent the 
clockwork robot's arm blade weapons), and on the table the 
third part of the special device/puzzle that needs to be assem- 
bled here on the table of the last area. 

NPCS: 1 person to play Mr. Klinger, 1 person to be the Doctor, 
and 3 to be weeping angels. 

GM DESCRIPTION (BOX TEXT): 

Just before the players reach the next area, the GM should read the following: 



You have made it to the final encounter. Here in this dark brick-lined cellar you find an interesting sight. On the far 
side of the room you can see a man who seems to be held in place in a chair by a force field that glows blue around 
him. On the far side of the room you see the villainous Mr. Klinger. Besides the three Clockwork Robots that you 
can see standing in the room, there are more that stand ready to be activated if these are defeated. Before you 
begin, Mr. Klinger reveals something to you... 



Mr. Klinger then speaks the following before the encounter begins: 
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You have done better than most, but the game is not over. I can now reveal to you that I am not Mr. Klinger, but I 
am in fact the MASTER! I will stop you, and unleash my army of Clockwork Robots to destroy the people of the 
planet Earth which the Doctor loves so much! Prepare to die! 

The GM then finishes: 



It seems that the Clockwork Robots have activated, you may begin this encounter! 



At this time the Clockwork Robots will approach the players, moving in a jerking motion as they move forward. Mr. 
Klinger can likewise shoot his gun if he wishes, though it is best for him to save the bullets until the player approach. 
Often the players will dispatch the Clockwork Robots to buy time abut will be unsure of what to do at first. 

If the Clockwork Robots are disabled, the NPCs turn walk to the far side of the room, count two seconds and 
then reactivate approaching as new Clockwork Robots. There is no limit to the amount of robots in the room. 

The Doctor should cry out to add some stress to the situation, along the lines of "We must save this planet, 
act quickly to disable the robots!" and "Hurry!" 

The Master (aka. Mr. Klinger) should continue to taunt the players and make the situation tense by ordering 
new robots to attack the players and shooting them with his own gun (red crumpled pieces of paper). The players 
must act fast, or they will run out of bullets and sonic screwdriver charges to ward off the Clockwork Robots. 

If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 

Banana: Will defeat 1 robot if thrown at or touched (as a banana or peel). 

Gun: Will disable a robot, or do 1 point of damage to the Master. 

Psychic Paper: Reads " You have no power here. " 

Sonic Screwdriver: Will disable a robot, or do 1 point of damage to the Master. 

To defeat the Master (Mr. Klinger), the players must quickly assemble the puzzle of the two pieces of the de- 
vice they found on the way to this location, along with the piece that is located on the table. The device is the elec- 
trical power control system (which the Master (Mr. Klinger) had scattered around the factory to prevent anyone 
from disabling his production facility). By correctly assembling the pieces, the power in the factory shuts down. This 
causes the Clockwork Robots power down, as well as dropping the force field freeing the Doctor. The Doctor should 
move over and join the group. 

If the players are quick enough and have enough ammo left over, it is possible for them to kill the Master 
(Mr. Klinger), but this rarely happens. If so, ignore the final statements below about the Master. 

The GM announces the following statement: 



You have disabled the Master's power system and freed the Doctor from the force field. All of the Clockwork Robots 
power down without any energy to continue. Around you the factory's various systems are beginning to shut down! 
The Master moves off towards a secret escape route (or to his TARDIS) but he taunts you one last time! 



The Master (Mr. Klinger) announces: 

This will not be the last time you see me. Mark my words Doctor, we will meet again! 
The GM continues with an explanation of the last moments of the adventure: 



As the Master escapes, the factory itself begins to catch fire. It seems as if it is burning up like a tinder box. You 
must escape as quickly as possible! 



The NPC playing the Doctor should say: 
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When I say run, run. RUN! 



The NPC playing the Doctor should run off with the other players in tow. Once they are back to the Bad Wolf Cafe or 
another area, the group should celebrate and be congratulated. The GM should give the players a reward for suc- 
cessfully completing the adventure. 

If a GM intends to complicate the adventure further, the players can be forced to deal with additional threats 
as they try to exit the factory through the route they came. The Weeping Angel could still be a threat in the hall- 
ways, with lights turning off as the power shuts down and the players try to escape. The players could be required 
to dodge more sparks/flames (orange ping-pong balls) in their escape from the factory and so on. On a return trip 
the exiting the building should not be a problem, and the wall trap and shut door to the rear entrance of the Bad 
Wolf cafe should not be locked. Remember that the players should be sworn to secrecy that they will not tell others 
about the adventure until the next day, so be sure that the players do not return to the same location where the 
next group of player might be waiting, as they will want to discuss the fun that they just had. ttt 



CONCINNITY DOCTOR WHO LIVING DUNGEON 

At Concinnity 13 / Kappa Kon, the DDWRPG staff had a chance to set up the "A Clockwork Storage" living 
dungeon scenario that was just laid out in this fanzine. Before the adventure was ready to go there was a test run 
of the dungeon to see if puzzles were appropriately hard enough for most players. After this a second and third run 
through of the dungeon was done in order to train all the people who would be acting as NPCs in the dungeon for 
the actual convention itself. At the convention there were seven slots of the dungeon that were played in full cos- 
tume. Each was allocated 60 minutes of time, though most runs only took 45 minutes. Length depends on how 
clever the players are. 

The following is a full photo by photo walk through of the living dungeon as some of the different groups of 
players experienced it in an actual game. This is provided as both a record of the convention's game and as a guide 
to give other Game Masters an idea of what the living dungeon experience can be like. As long as everyone is hav- 
ing fun and using their imagination, one is not doing it wrong... 




1) IN THE BAD WOLF PUB - The players interact wit numerous 2) GAME MASTER BRIEFING - The GM takes the opportunity to 

NPCs in the Bad Wolf pub learning rumors, being given equipment, give the players the instructions on how the game is played before 

and getting immersed into the atmosphere of the game. The play- the adventure begins in full. Players can ask questions and learn 

ers are not even sure of what is going on yet, and this makes it about equipment, 
laughter filled and fun from the start. 
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3) MR. KLINGER TAUNTS - The players meet the villain just as they 
being the adventure. He takes the time to insult them before he 
moves on. 




4) THE BACK DOOR TO THE PUB - The GM explains that the back 
door is locked. Players need to find a way through. 




5) UNLOCKING THE DOOR - The players find and solve a 3-D puzzle 
to open the door. If they do not do it fast enough they may be 
harmed. 




6) THE WALL STARTS TO CLOSE IN - A crushing wall closes in on the 
players as they discover a puzzle that may deactivate the trap. 




7) DANGEROUSLY CLOSE - The players work to solve the puzzle as 
the wall comes close to crushing them. 




8) ONWARDS DOWN THE ALLEY - With the puzzle solved the wall 
retracts and allows the player passage down the alleyway. 
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9) KLINGER'S FACTOR DOOR - The players find themselves at the 
back alleyway entrance to Mr. Klinger's Factory. But the door is 
locked! 




10) RIDDLE OF THE SPHINX - The players figure out the riddle and 
are able to get through the doorway. 




11) CLOCKWORK ROBOTS ADVANCE - The players encounter 
clockwork robots that threaten them as they enter Mr. Klinger's 
factory. 




12) HIDDEN ROBOT - One of the players is wounded as a hidden 
robot attacks, but it is soon deactivated. 




13) AT THE GRID - Mr. Klinger taunts the players as they get to the 
mysterious grid on the floor. 




14) CROSSING THE GRID - The players try to figure out how to 
safely cross the grid. 
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15) RECOVERING THE FIRST PIECE - When crossing the grid, the 
players get the first piece of the force field power controller. 




16) SAFELY ACROSS THE GRID - The players have made it across 
the grid having figured it out but another danger awaits... 




17) FALLING EMBERS - In the factory embers of hot steel fall, and 
the players must avoid them as they fall as well as the ones on the 
ground. 




18) FAST REFLEXES - Players quickly run, but stay on the path 
avoiding the dangerous and hot sparks! 




19) THE SECOND PIECE - Along the way, the players recover the 
second piece of the power controller. 




20) SAFE FROM THE FIRE - The players make it through the falling 
embers with only some damage. 
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21) OUTSIDE MR. KLINGER'S OFFICE - The players read the signs 
and prepare to enter the office from the factory floor. 




22) FORCE FIELD GOES UP - As the second player enters a force 
field goes up. The players must figure out how to get past it. 




23) ONE MORE TIME - After thinking about the dilemma for a 
while, the players exit the office and try to pass another way. 




24) ONE AT A TIME - Figuring out the key to passing, the players 
enter the office one at a time to prevent the force field's activa- 
tion. 




25) FOLLOWING MR. KLINGER - Passing the automaton without 
problem, the group follows to where Mr. Klinger exited. 




26) AT THE TRAP - Mr. Klinger awaits the players as they come to 
his corridor trap! 
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27) IN THE DEADLY CORRIDOR - The players enter the corridor and 
approach Mr. Klinger. 




28) DON'T BLINK! - A weeping angel appears behind the players 
and if they avert their eyes it can advance towards them. If the 
players are touched the angel takes them out of the game! 




29) DEADLY THREAT - The players lose one of their group, but no- 
tice the angel before they are all lost. 




30) FROZEN IN TIME - Keeping an eye on the angel and not blink- 
ing keeps it quantum locked, and allows the other players to es- 
cape. 




31) FINAL ENCOUNTER WITH Mr. KLINGER - The player find the 
Doctor, but are faced with Klinger's real identity and his robots! 




32) ROBOTS ATTACK - The clockwork robots attack on order. The 
players try to assemble the force field deactivator parts while un- 
der attack, while shooting back and try to stop the robots. 
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33) POWER IS DISABLED - The players are able to assemble the 
force field deactivator and turn off the power, but not before other 
party members are killed. 




34) RESCUING THE DOCTOR - The Doctor is freed of the force field 
and as Klinger makes an escape. 




35) OFF TO THE TARDIS - The surviving player follows the Doctor 
and he leads him out of the factory and on to new adventures... 




36) THE VICTORS - In this group, only one player survived the en- 
tire dungeon, but everyone had a good time playing and the efforts 
of the Game Master and the NPCs were well appreciated. 




37) AND THERE WAS MUCH REJOICING - The NPCs celebrate the 
good job that the players and Game Master did at the event! 



WATCH A FULL WALK THROUGH 

Anyone interested in seeing a complete walk- 
through of this scenario of the living dungeon can 
watch a full run on YouTube. It is interesting to see 
which puzzles are easily solved and which are harder 
for this group. GMs should be aware that every group 
has a different experience with each having varying 
strengths and weaknesses. 

CONCINNITY LIVING DUNGEON WALKTHROUGH 
http://www.youtube.com/watch?v=2qrCPKcAePM 

And yes, people really did scream when they saw the 
weeping angel! fiSft 



300 



EVENT REPORT: DEPRUL UNIVERSITY'S fi CELEBRATION OF DOCTOR WHO 



On Saturday 04 May 2013 DePaul University in downtown Chicago, Illinois, USA hosted an event called "A 
Celebration of Doctor Who— A Colloquium, Discussion, and Commemoration on the Fiftieth Anniversary of BBC's 
Doctor Who". The event which was heavily promoted in Doctor Who circles on facebook was meant to be an aca- 
demic discussion on Doctor Who and its impact in media studies. The keynote speaker was screen writer Rob 
Shearman ("Dalek"). Other academics also presented, along with other well known presenters such as Carol Bar- 

rowman, Jennifer Adams Kelley, 
and Lynn Thomas. The event 
featured discussions, a dealers 
area, and live commentary of 
the episode "Dalek". 

The event was quite en- 
joyable, though what we experi- 
enced of it lacked the more 
pointed academic elements we 
had hoped to encounter. The 
event was more convention-like 
seeing general discussions filled 
with opinions rather than theses 
supported by evidence and then 
talked about. Most panels were 
discussions of what people en- 
joyed of the show rather than 
why the series is academically 
important. 

Still we enjoyed and ap- 
preciated the free event that 
DePaul University sponsored. 
We hope that they consider an- 
other such event, perhaps with a 
more academic direction 




ENTRANCE TO DEPAUL UNIVERITY 



DEALERS AREA 
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DISCUSSION ON FAN EXPERIENCES 
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KEYNOTE SPEAKER ROB SHEARMAN 



LIVE COMMENTARY FOR "DALEK" 




A Celebration of Doctor Who 
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THE MAIN AUDITORIUM 



AUTOGRAPH LINES AT END OF EVENT 



EVENT PROGRAM 
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EVENT REPORT: GAMING IN CHINA 

From May 27th to June 7th, 2013, DDWRPG Editor Nick Seidler travelled to China for a university class and 
project that he served as a faculty trip guide on. One of the goals of the trip was to bring school supplies, school- 
yard games and toys, and teacher's supplies to a school in rural Inner Mongolia in the Gobi Desert. When on the 
trip the group visited the cities of Shanhai, Yinchuan, Xian, Beijing and Boutou. Besides the service trip, the group 
took in cultural sites and other educational and business related learning opportunities. 

In China, on the first night in Shanghai, Nick encountered a friendly neighborhood game store with a Magic: 
the Gathering poster in the window. This was quite unexpected. In the Pearl Tower, the group found a Namco ar- 




GAMING STORE IN SHANGHAI SCHOOL 3 HOURS FROM YINCHUAN CARD GAMES AT THE TEMPLE PARK 




BLADE RUNNER-LIKE NIGHT IN SHANGHAI DOMINO GAMES ARE POPULAR OUR GROUP AT THE FORBIDDEN CITY 
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cade. In Beijing's Temple of Heaven 
park people could be found playing all 
sorts of games from chess to cards. 

The highlight of the trip from a 
gaming perspective was a chance to 
play a game of Doctor Who-Adventures 
in Time and Space atop of the Great 
Wall of China. This presented a unique 
type of game experience. An amazing 
gaming trip and a great time! 





IN TIANANMEN SQUARE ON 05 JUNE 2013 



A CHANCE TO PLAY DWAITS ON THE GREAT WALL OF CHINA 



EVENT REPORT: MILWAUKEE TIME LORDS SUMMER PICNIC 

On Saturday, 15 June 2013, the Milwaukee Time Lords held their annual summer picnic, which usually in- 
cludes various games of different kinds. Due to the threat bad weather, the event was moved from Hoyt Park to 
Dick and Nanette's house instead. At the event, attendees enjoyed a grilled meal, great conversations, and ample 
talk about the Doctor Who series. Because of weather, gaming was restricted to bocce and badminton. The eve- 
ning ended with the club watching 'The Name of the Doctor'' in preparation for the 50th Anniversary Special! 




ENJOYING GRILLED FOOD 




PLAYING BOCCE 


RELAXING OUTDOORS 








1 





SHARING GREAT CONVERSATION 



CHRIS POINTS OUT THE PALLINO 



WATCHING "THE NAME OF THE DOCTOR" 
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EVENT REPORT: COGS AND ROSES 3 STEAMPUNK PICNIC 

On 22 June 2013, the staff of our fanzine was invited to the Steampunk event called Cogs & Roses III: A 
Trip on the Orient Express. This summertime steampunk get together featured a variety of fun activities and 
party games to include games of the Spot It! Card game, a scientific inventors game of croquet, and Victorian 
style badminton. Conversations about role-playing games and Doctor Who once again filled the air as it had at 
the previous year's gathering. The enjoyable in-character LARP style event for gamers and steampunks also in- 
cluded music jams, a pinata, a hot tub gathering, and other fun social activities. tiSk 




SPONTANEOUS MUSIC JAM 




THE GANG PLAYING SPOT IT! 



BRIDGET HAS A GO AT THE PINATA 





DRAGON KITE 




VINTAGE FIREARMS LECTURE 




VICTORIAN STYLE BADMINTON 



KLINGER'S FLAMING DJ STAND 




THE STEAMPUNK ATTENDEES TAKE A GROUP PHOTO 
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EVENT REPORT: BRISTOL RENAISSANCE FA IRE 

On 20 July 2013, the staff headed out to the Bristol Renaissance Faire located on the Illinois/Wisconsin bor- 
der. The day was a special Steampunk day, though some of the members of our group went costume-light for the 
event due to the heat. Doctor Who still proved popular at the event, with cosplayers seen in costumes of the 11th 
Doctor, 2nd Doctor and TARDIS all spotted. Game talk, great entertainment, social activities and catching up with 
the steampunkers from the Milwaukee Steampunk Society and Chicago Steampunk scene were highlights. 





SOME OF THE DDWRPG STAFF 

ir 



CRAIG OF FARRINGTON PERFORMS 



THETORTUGA TWINS 






BROM LEARNS HOW TO USE A SPEAR 



CYBER-GOTH TARDIS DRESS 



11th DOCTOR COSPLAY WAS POPULAR 






FAIRY IN A TREE 



CATCHING UP WITH FRIENDS 



SILK PERFORMER 30 FEET UP 




THE STEAMPUNK ATTENDEES TAKE A GROUP PHOTO 
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LOCATIONS GAZETTEER: BOTUNGEN 

Botungen is the fifth planet orbiting the star Perch-329, the others cannot support life. While generally an 
Earth-like planet, Botungen has two things that set it apart from other planets. The first is that the large amount of 
microscopic refracting crystals in the upper atmosphere cause a great deal of Ultraviolet light to be bent into the 
violet end of the visible spectrum. The result is a sky that looks purple during the day, and the tinting of any star- 
light to purple during the night. The second unique feature of the planet is that because of the planet's strong mag- 
netic field, and the large amount of ionized debris in the atmosphere. The sky of the planet is awash with electrical 
lightning. Day or night, lighting (accompanied by thunder shortly thereafter) fills the sky every five to twenty sec- 
onds in an irregular pattern. Because of this large amount of electrical activity, electrical and electronic devices 
(including energy weapons) have a chance of failing or malfunctioning. There is a 50% chance each turn or use that 
a device will fail. A Game Master should roll separately a second time to see if the device outright fails, or if it sim- 
ply malfunctions. A malfunction should give incorrect data (such as on a scan with a sonic screwdriver or tricorder) 
or functions incorrectly (such as gun shooting on stun setting rather than kill in the case of an energy weapon). This 
effect is something that needs to be observed to be discovered — scanning for the effect itself will not yield accu- 
rate data. Reversing the polarity of the neutron flow will ensure that TARDISes (and TARDISes alone) will work com- 
pletely accurately on the planet. As such, Botungen is the sort of planet where one must trust one's eyes and not 
one's technology. 

BOTUNGEN ADVENTURE SEEDS 

Here are a number of quick adventure ideas that Game Masters can develop using Botungen... 

• The TARDIS crew land on Botungen to discover a troupe of circus performers who are using the planet as a 
respite. A criminal gang lands their spacecraft on the planet and aims to shake down the circus performers for 
whatever money they may have. The TARDIS crew must assist the helpless circus (who rely on now functionless 
energy weapons for protection) in warding off the gang, and help the strange mix of carnival performers get 
their own spacecrafts back into the sky and on the move again as well. The carnival can provide an interesting 
mix of potential new characters as well as a memorable set of returning allies that might again turn up. 

• A scientific survey team has come to the planet to investigate its unusual properties. The lightning causes 
their ship to crash and makes their communication devices useless. While on the planet they seem to be at- 
tacked and shocked by energy creatures. As it turns out the others on the planet are not evil creatures, but 
rather beings that cannot be seen in the visual spectrum and thus appear invisible also stuck. As the groups try 
to interact the static electricity shocks the other species. The players must help both stranded groups escape. 
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SIGN AT THE MUSEUM ENTRANCE THE GROUP ARRIVES MUSEUM ENTRANCE (WITH AIRSHIP) 

OSHKOSH PUBLIC MUSEUM TRIP 

On 03 August 2013, some of the staffers from DDWRPG joined Steampunk Chicago on a trip to the Oshkosh 
Public Museum in Oshkosh, Wisconsin to see their exhibit on Steampunk. The group dressed in costume much to 
the delight of the museum staff who were happy to see the group enjoying the displays. Many items were featured 
from costumes, to set pieces, to props and designs. Production artwork from The Secret Adventures of Jules Verne 
series was on display as well as other movie props and steampunk art. On the trip were some of the artists that had 
contributed to the exhibit itself such as Paul Buss (aka. Magnus Effing) and Dr. Chuck Tritt. The group also took in a 
rummage sale and an antique store before enjoying dinner at Fratellos to end the event. This was the same week- 
end as the Experimental Aircraft Association (EAA) fly-in, allowing the attendees to also enjoy the air show and ac- 
robatics overhead. A fun event punctuated with conversations about Doctor Who and role-playing as well. 80 




ENJOYING THE MUSEUM GIFT SHOP SAOJV PRODUCTION ARTWORK COSTUME DISPLAY 




PAUL BUSS WITH HIS JETPACK DESIGNS UNCLE IRVING FROM CITY OF LOST CHILDREN ELECTRIC GAUNTLET DISPLAY 




GROUP PHOTO AT THE MUSEUM DINNER AT FRATELLOS PICTURE IN FRONT OF AN AIRPLANE 
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THE INDIANA CONVENTION CENTER 



ROLL FOR INITIATIVE 
EVENT REPORT: GENCON 46 

On Wednesday, 13 August 2013 through Sunday, 18 August all eyes of 
the gaming world were on the GenCon game fair held in Indianapolis, Indiana. 

ing for the annual event (not counting 
spinoff conventions) and it looks as if 
gaming has become more popular than 
ever! With Doctor Who's 50th Anniver- 
sary upon us, the game fair also had a 
very large Whovian element to it with 
many cosplayers, games, and even Peter 
Davison as the main media guest of 
honor at the event. 

Attendance at GenCon in 2013 
broke records as it reached a total atten- 
dance of 49,058 unique attendees, sur- 
passing the previous year's record by 
more than eight thousand! 

As a number of our staff are from 
the Southeast Wisconsin area, we were 
quite sad to see the convention leave the 
area where it had started. However, Indi- 
anapolis has welcomed the convention 
like no other event in the city. Restau- 
rants do special meals for visitors, signage 
and banners appear all around town, the 
downtown movie theater does special 
fantasy or sci-fi themed film showings, 
some police cars have goblin masks in 
them, and nearly everyone embraces the 
event as the tourist welcoming extrava- 
ganza that it is. Many cities can learn 
from Indianapolis' efforts when it comes 
to inviting a convention to their city. And 
who would not want a group of generally 
well-behaved and smart people coming 
to your town to celebrate something as 
benign and inclusive as playing games? 
(I'm looking at your half-hearted efforts 
to win the convention back, Milwaukee.) 

This year's event had all of the 
excitement and interest that GenCon has 
become known for. Fifth Doctor actor 
Peter Davison signed autographs and 
took pictures with those who were inter- 

GOBUN MASK IN POLICE CAR K 



our fanzine's staff and most from 
This year was the forty-sixth out- 




ATTHE REGISTRATION AREA 




PLAYING "WEREWOLF" 





THE MAIN DEALERS HALL 




DOCTOR WHO IN THE EXHIBIT HALL 




THE CUBICLE 7 BOOTH 




GUEST OF HONOR PETER DAVISON 
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GENCON AUCTION 




LOCAL PAPER WITH TARDIS COVER 




FASA GAMES' BOOTH 



ested in having a moment to interact with 
him. This gave and especially Whovian air 
to this year's convention, with local papers 
actually featuring the TARDIS on the cover 
of the newspaper due to his appearance. 

Annual events, such as the infa- 
mous GenCon auction, the expansive 
dealer's hall, and entertainment events 
such as the travelling pirate-themed sing- 
ers of Marooned (featuring one of our 
staff members) gave the convention its 
usual flair and excitement. Treasures, en- 
joyment, and entertainment could be 
found around every corner. 

For our staff, we of course were 
looking for Doctor Who related gaming 
experiences to report on. The first we en- 
countered was the staff at FASA Games. 
FASA has risen again to be a player in the 
RPG market supporting a number of their 
older titles, and working on new material 
as well. Our team had a chance to catch 
up with Ross Babcock, one of FASA's origi- 
nal founders, who had worked with us so 
well in presenting the lost Doctor Who 
RPG adventure outlines that we featured 
in issue #20. We want to thank him again 
for his efforts! We also had a chance to 
catch up with James Sutton who told us 
about FASA's plans to expand and create 





WITH FASA'S JAMES SUTTON (Center) 




OUTSIDE THE CON 




THE FOOD TRUCK EXPERIENCE 




16 



ENJOYING THE MUSIC OF "MAROONED" 




NICK WITH ROSS BABCOCK, FASA CO-FOUNDER WHO HELPED WITH DOCTOR WHO RESEARCH 
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RPG ROOMS 





WITH C7'S WALT CIECHANOWSKI 



CUBICLE 7 TEAM (Gareth Skarka, Jon Hodgson, Dominic McDowall) WITH NICK 



new material. It looks like they have a 
developing future ahead of them. 

Some of our staff stopped by 
and support our good friends at Cubi- 
cle 7, makers of the Doctor Who- 
Adventures in Time and Space RPG. 
The game triumphed to win two much- 
deserved Ennie awards at the game 
fair. In addition, new games were pre- 
sented by C7 to include the DWAiTS 
compatible pulp sci-fi offering Rocket 
Age and the historical horror game 
World War Cthulhu. As reported else- 
where in this issue, Dominic McDowell 
and the rest of the staff gave us an 
overview of the many supplements 
and ideas that are being worked on for 
the Doctor Who line. It seems that as a 
role-playing game Doctor Who gamers 
can rest assured knowing that there 
are a plethora of ideas and plans for 
the game. Cubicle 7 is a company that 
is treating its fans well and giving them 
continued expanded content that will 
keep them happy for a long while to 
come. Our editor, Nick, helped sup- 
port the company by running various 
games over the course of the conven- 
tion which can be seen in various side- 
bars. Players were exited and happy 




C7'S ANDREW PEREGRINE 




GENCON MODULE REPORT ttl: 
"NOT QUITE THE SHINY" 
(AIRSHIP PIRATES) 

Joining our editor Nick Seidler at the 
game table on Thursday for the "Not 
Quite the Shiny" adventure of Cubi- 
cle 7's Airship Pirates were Heather 
Hamilton, John Bellando, Lisa 
DeVries, Caitlin Doran, Nick Davis and 
Ray Davis. These Steampunks helped 
to take over an Imperial train in the 
desolate wasteland to discover that 
rather than treasure inside the box 
cars there was something much more 
valuable to be found! 



GENCON MODULE REPORT tt2: 
^STRANDED" 
(PRIMEVAL) 

Playing with a number of players that 
have joined him before Thursday's 
Primeval adventure was played by 
Shawn Brock, Brigette Kephart, An- 
gela Murray, Rod Schroeder, Robert 
Osborne, and Todd Miller. Going on 
a camping trip proves to lead 
through an anomaly for an extended 
stay in the past. Avoiding dinosaurs, 
the group made their way back to 
the present to confront a crime boss 
with angles on an abandoned military 
post that could change the world. 

- 



DOM CELEBRATES "ENNIES" WINS 
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GENCON MODULE REPORT tt3: 
"SPECTRES OF REALITY" 

(FflSfl DOCTOR WHO-DDWRPG VARIANT) 

A turn on Friday at the old FASA Doc- 
tor Who RPG, which Nick first ran at 
GenCon as early as 1986, featured a 
plot that brought together the Doc- 
tor, the player characters and the 
original crew of the starship Enter- 
prise! Avoiding the ghosts that were 
there included players Jerry Beyer, 
Bryan Daniels, James Romas, Chris 
Moore, and Brian Duff. The players 
successfully helped those in need 
and prevented an intergalactic war of 
extreme proportions! 




GENCON MODULE REPORT ft4: 
"THE FACE IN THE MIRROR" 
(D WRITS) 

Saturday saw Nick run a game of the 
Doctor Who-Adventures in Time and 
Space RPG in an adventure called 
"The Face in the Mirror". Along for 
the adventure were Jason Larsen, 
Suzanne Wills, J. Raymond, Joseph 
Brunfield, and Jason Reynolds. Chal- 
lenged to solve a mystery in Victorian 
England, the various players get in- 
volved in an adventure involving time 
travel and an ancient enemy. The 
crew succeed in saving the planet! 




with the various adventures they 
found themselves engaged in. 

The convention itself was also a 
great opportunity to catch up with 
gaming friends from around the coun- 
try (and world for that matter). As our 
team walked the halls we bumped into 
old friends and had discussions about 
rules systems, other conventions, and 
gaming topics. It was great to catch up 
and perhaps have a few moments in 
which we recalled our favorite mo- 
ments at the game table. Sometimes 
only another gamer will understand a 
particular rant or concern. And that's 
one thing that makes conventions so 
fun. 

This year's GenCon seemed to 
feature two rather interesting develop- 
ments in gaming. The first is the resur- 
gence of card games. Not so much col- 
lectable ones, but boxed strategy card 
games. A Doctor Who Card Game was 
released in 2012, and it won the Ori- 
gins Award for "Best Traditional Card 
Game" in 2013. Other games such as 
Cthulhu Fluxx, Hobbit Tales: From the 
Green Dragon Inn, and the Pathfinder 
Adventure Card Game: Rise of the 
Runelords are examples of the many 
games that are hitting the market right 
now. Expect these easy to play and 
fun games to be a feature of the mar- 
ket for the next few years. 

The second interesting devel- 
opment was the influx of Walking 
Dead and zombie related games. A 
number of Walking Dead board games 
were licensed and released and their 
presence was definitely felt as many 
vendors carried and demoed them. 
Add to this that zombies continue to 
be popular in games and fandom and 
they could be seen almost everywhere 
at GenCon. The game fair even fea- 
tured a special zombie cosplay parade 
as one of the special events of the con- 
vention. 

Sometimes, some of the most 
interesting or fun events at GenCon 
have to be sought out, or one has to 




WITH DDWRPG WRITER JACK KESSLER 




PULLING A "BRIDGET" WITH JIM O. 




"WALKING DEAD" BOARD GAME TIME 




A TINY PART OF THE ZOMBIE PARADE 




CARDHALLA FOR MAGIC CARDS 
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GETTING COSPLAY PHOTOS 




NICK POINTS AT GAMES HE WORKED ON 



find open time in one's schedule to 
make it happen. Seeing a Klingon band 
perform (and later with a wookie) was 
particularly fun especially when they 
launched into a rendition of the origi- 
nal "Yub Nub" Ewok Victory celebra- 
tion song. There is no where else that 
one can enjoy that sort of unexpected 
fun just wandering a hallway. 

Our staff made the effort to do 
our own Doctor Who gaming at the 
convention as well. Taking the time to 
get in some gaming for your own cam- 
paign is one of those things that any 
group of friends should enjoy at an 
event such as GenCon. A game in 
one's own campaign reminds your 
group of how original and unique your 
own adventures are; It is a rewarding 
experience and it also reminds your 
players that your social past-time is 
part of a much bigger experience as 
well. 

GenCon's gave attendees a lot 
of costumers and cosplayers who 
were dressed in great outfits that lifted 
the spirit of the event and celebrated 
fandoms of all sorts. Doctor Who cos- 
tumes were particularly popular, but 
the variety remained very broad. Sci- 
ence fiction, fantasy, anime, superhe- 
roes, video games, and other genres 
had people dressed up to support their 
interests. The event was a celebration 
of personal expression and fashion. A 
cosplay parade was held on Saturday, 
which featured hundreds of people in 
costume. This event is one that is al- 
ways worth finding the time for at 
GenCon. 

As always, there are many new 
games that are on display in the ven- 
dor hall. Perhaps the most interesting 
thing this year was that Hasbro/ 
Wizards of the Coast did not have a 
booth in the main hall. This is the first 
year that the property owners of Dun- 
geons & Dragons did not have any (let 
a lone a significant) presence in the 
dealers room, especially considering 
their intent to release D&D Next in 



GENCON MODULE REPORT ttS: 
"NOT QUITE THE SHINY" 
(AIRSHIP PIRATES) 

A Saturday reprise game of Airship 
Pirates challenged a new group of 
players that included Bryan Notham, 
Jeb Boyt, Bill Hallihan, Justin Kellog, 
and William Kellog. Once again the 
pirate crew of the Airship Cordelia 
were on a mission to rob an Imperial 
train as it crossed the wastes on be- 
half of the empire. The players found 
themselves engaging Peelers 
(automaton policemen) and Chuno 
Ggun (the Emperor's elite guard) as 
they took the real treasure onboard. 




GENCON MODULE REPORT *6: 
"THE FACE IN THE MIRROR" 
(D WAITS) 

A Sunday slot of Doctor Who— 
Adventures in Time and Space fin- 
ished off Nick's games as he sup- 
ported Cubicle 7 at GenCon. At the 
table were Ian Woodall, Alisdair Ly- 
ons, Greg Zuvich, and Audrey Zuvich. 
Once again facing the threat of dan- 
ger from an ancient enemy, the play- 
ers sorted out the mystery that was 
found at Flint Hall, and estate where 
a paranormal event turned out to be 
related to time travel. Another suc- 
cessful and well played game. 
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ERIC GIVES THE "BRIDGET" THUMBS UP 




i 



ONE OF THE GAMING HALLS 




CELLO PLAYING WOOKIE WITH STAN 




COSPLAY PARADE 




INTRICATE COSTUMES 



2014. This marked a significant shift in the 
game community. It is almost as if the 



grand patriarch had finally died, and now it 



was time for the new generation of games 
to step up. This is already being done by 
the Pathfinder game, which stuck with the 
D&D 3.5 rules system and has continued 
to expand as the primary fantasy game 
system for role-players. A few of our staff 
have playtested D&D Next, and their deci- 
sion was to go back to original AD&D (1st 
Edition) and replay classic modules in- 
stead. There should be a lesson in this for 
many game companies. One should not 
change or update a game, simply because 
one can. Eventually one may lose one's 
fan base by making unnecessary changes 
and updates. Make a good game and stick 
with it. Support it with additional materi- 
als, but do not return to the drawing board 
and change your core mechanic when one 
does not need to (I'm also looking at you 
Fluxx and the unneeded addition of 
Creeper cards). 

Other great things to take in at 
GenCon including the miniature gaming 
hall and some of the many special events. 
Some of our staff went to a burlesque 
show that was held at the con, while oth- 
ers went to the dance that was held on 
Saturday night. Stopping in some of the 
lectures and film showings was also an op- 
tion. It would be near impossible for 
someone to visit GenCon and not have a 
great time simply enjoying themselves 
amid the hundreds of fun things to do or 
explore at the event. 

GenCon 2013 seemed to show us 
that interest in Doctor Who continues to 
grow in the United States and that the fu- 
ture of Doctor Who role-playing is in solid 
hands with Cubicle 7. The only bad thing 
about the whole trip is that the cost of the 
convention and the hotel rooms at Gen- 
Con continues to go up. The gouging of 
gamers' pocketbooks can only last so long 
before some gamers will vote to pass on 
the event because of their pocketbooks. 
But it seems it will be a while before that 
happens. With so much fun to be had, our 
staff will be back next year 




SLENDERMAN ON PARADE 




MINIATURE GAMING 




MINIATURE PAINTING 




BALLOON CTHULHU 




DDWRPG STAFF AFTER A GREAT CON 



313 



DOCTOR WHO COSPLAY AT GENCON 46 



Is Doctor Who as popular in 2013 as it was previously for cosplayers? No. It is definitely much more popular 
with costumers. There were more Whovian costumes than any other single form. Here are a sampling... 
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EVENT REPORT: STEAMPUNK SHOOT 2013 

On 22 September 2013, some members of the DDWRPG staff joined the members of Lytheria House and the 
Milwaukee Steampunk Society in Old Ashippun, Wisconsin for a day of education and shooting. This event was 
similar to one that was held the year before in that it gave the attendees the opportunity to learn numerous history 
lessons on the application and manufacture of various firearms. Host Lee Schneider explained the workings and 
histories of various firearms as the attendees had the opportunity to handle and fire the weapons themselves. 
Many different types of weapons from flintlocks, to cap and ball pistols, to rifles and pistols of all types were avail- 




EVERYONE ARRIVES FOR A DAY OF FUN LEE COOKS OVER THE CAMPFIRE SOME DECIDE TO KNIT 




NICK SHOOTS A PIRATE FLINTLOCK ERIC WITH AN AR-15 SPOTTING ON THE RANGE 




TRYING DIFFERENT WEAPONS LEE SHOOTS A FLINTLOCK LONG GUN LOADING THE LEVER ACTION MODEL 87 




COCKING THE LEVER ACTION RIFLE FIRING THE HI POINT CARBINE WALTHER P-22 PISTOL 
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able to learn about and fire. The event featured discussions on science fic- 
tion, Doctor Who, RPGs, history, firearms, and even farming. The event was 
positive as a social experience and also as a learning experience. Few peo- 
ple have the opportunity to not only learn about, but also to try shooting, 
such a large variety of firearms. From a role-playing game perspective, the 
DDWRPG staffers discussed the length of reloading times for certain weap- 
ons as well as consideration of ammo usage versus ignoring such a rule. 
Doctor Who might not feature a lot of combat, but it does sometimes. 




ONLY A FEW OF THE PISTOLS AVAILABLE 



SHOOTING WITH A SCOPED RIFLE 




9mm VARMINT SHOT ROUND 



TARGET HIT BY MULTIPLE SHOT ROUNDS 



WHAT WE TRIED 

Thanks to Lee Schneider and others we had 
the opportunity to learn about the follow- 
ing vintage and modern firearms: 

• .22 AR-15 rifle (with .22 converter) 

[US M-16 style rifle in standard .223 (5.56mm NATO), 
converted to .22LR with a new bolt and magazine 
system] 

• .22 Marlin Model 25 rifle with scope 

[US scoped sniper-style rifle firing .22 Magnum] 

• .22 Springfield Savage Model 87 rifle 

[US rifle dubbed "The Typewriter", as the action re- 
quires one to release the trigger in order to reset the 
bolt and firing pin. This action creates a typewriter-like 
feel the occurs after each shot and trigger release.] 

• .22 Armes de Pirene "Pistolet de tir 
Unique" pistol 

[French .22 with unique look and removable barrel] 

• .22 Baretta Model 21a Bobcat pistol 

[Italian/US micro-pistol] 

• .22 Baretta U-22 Neos pistol 

[Italian/US pistol dubbed "The Raygun"] 

• .22 Chiappa Arms Puma 1911-22 pistol 

[US Colt .45-style pistol in 22LR] 

• .22 Hi Standard "Double Nine" pistol 

[US - revolver with nine rounds in cylinder in 22LR] 

• .22 Magnum Research "Desert Eagle" 
pistol 

[US - almost all plastic construction "Desert Eagles- 
style pistol] 

• .22 Ram-Line "Ram Tech Compact" pistol 

[US - almost all plastic construction short-barreled 
pistol] 

• .22 Walther P-22 long-barrel pistol 

[German/US Smith & Wesson made Walther] 

• .30 M-l carbine 

[US WW2 compact rifle] 

• .38 Interarms Model 92-SRC Lever-Action 
rifle 

[Interarms version of the Winchester Model 1892 lever- 
action repeating rifle used by the US Cavalry and made 
famous in the Wild West] 

• 7.62x25mm Tokarev M/52 pistol 

[Czech made version of the Russian officer pistol fa- 
vored by the Russian Mafyia] 

• 9mm Hi-Point carbine 

[US - almost all-plastic compact rifle] 

• 9mm Ruger SR9c pistol (with shot round) 

[US pistol loaded with varmint shot round] 

• .44 Flintlock Pirate pistol 

[US reproduction of flintlock style pistol used by 19th 
century pirates in skirmishes] 

• .45 Star Interarms Megastar45 pistol 

[Spanish/US pistol in A5ACP] 

• .410 Taurus "The Judge" pistol 

[Brazilian/US pistol in .45 Colt that can also fire .410 
shotgun shells] 
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EVENT REPORT: TESLRCON 4 




THURSDAY'S LIVING DUNGEON 



On Thursday, 31 October 2013 through Sunday, 03 November 2013 some of the staff of the Diary of Doc- 
tor Who Role-Playing Games found themselves at TeslaCon 4 a full immersive Steampunk convention that was 
named the Best Steampunk Convention in the world in 2013. Held in Madison, Wisconsin at the Madison Marriot 
West hotel, the convention requires attendees to be in character and costume through out the weekend. While 
the rules on this immersion are fairly relaxed, nearly every attendee dresses in costume and interacts at the 
event. In all, TeslaCon becomes a very unique LARP-style experience. 

At this convention, the staff of our fanzine as well as a number of members of the Milwaukee Steampunk 
Society arrived early to set up a special event meant to kick off the convention itself. Traditionally TeslaCon fea- 
tures a plot that unfolds during the 
course of the convention, and this year's 
narrative was called "The Congress of 
Steam". The overall plot had the atten- 
dees attending the titular conference in a 
meeting held in an 1883 alternate uni- 
verse, somewhat like the historical Con- 
gress of Vienna where politicians planned 
the future course of technology and poli- 
tics. Of course, the conference itself 
would be plagued with various factions 
that had different views on the direction 
of the future. To kick off the conference, 
our team helped put together a living 
dungeon event which allowed players to 
participate in the evolving plot directly. 
The living dungeon was titled "Lurking in 
the Shadows" and featured a plot at the 
conference where assassins were trying 
to stop the event from happening. Play- 
ers had to solve puzzles and save the day 
by stopping the assassins. The whole liv- 
ing dungeon setup and script is included 
in this issue after this TeslaCon write-up. 

The convention itself had a very 
Whovian flair this year as many cos- 
tumiers wore Doctor Who inspired cos- 
tumes. Some of our favorites were gas- 
mask wearing attendees holding signs 
asking "Are you my mommy?" and an 
amazingly accurate Madam Vastra. Other 
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THURSDAY DJ SET 




ORIENTAL COSTUME 




ONE OF TWO DEALERS ROOMS 




STEAMPUNK WRITERS PANEL 




PANEL ON VICTORIAN ILLNESSES 



series related costumes were also seen 
through the course of the weekend, even a 
Victorian steampunk Dalek (that even had 
a mustache). 

Other Thursday night events in- 
cluded circus acts, bands, and DJ sets for 
people to enjoy. Thursdays events were a 
warm-up for the proper convention which 
officially started on Friday. The con itself 
featured an excellent steampunk dealers 
room which was split into two sections of 
space due to the large number of vendors 
that were at the event. This setup was not 
ideal, but it worked given the space limita- 
tions of the hotel. 

Friday saw the start of various pan- 
els and events held at the convention. 
Some of the more interesting sessions in- 
cluding a panel on writing Steampunk fic- 
tion and plotting stories (an excellent 
panel for any Game Masters that might 
have been in attendance), and another 
panel on Victorian era diseases and ill- 
nesses which proved to be remarkably well 
informed and interesting. Much of the 
other time was spend exploring the ven- 
dor areas and visiting many of the other 
areas of the convention such as the tea 
room or restaurant (which featured special 
meals such as cog-burgers). 

The opening ceremonies kicked off 
the convention to a full room of partici- 
pants as a parade of flags was held featur- 
ing the standards of the various clubs, air- 
ships and countries of attendees. This 
year's convention welcomed guests from 
around the world with 12 countries repre- 
sented at the convention. Many different 
clubs and airships were represented and 
the parade of flags gave each a chance to 
be recognized and involved in the sale of 
the event. Opening words from Lord Hast- 
ing Bobbins III (the Steam-persona of con- 
vention organizer Eric Larson) welcomed 
everyone and set the scene for the immer- 
sive plot that would continue throughout 
the weekend. As it was, the Congress of 
Steam welcomed a discussion on the fu- 
ture of steampunk and also presented he 
various factions in the fictional universe 
that TeslaCon has featured over the past 
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four years. The plot of the event was 
moved forward as a murder happened 
right outside the grand ballroom at the 
end of the opening. Who was causing 
these murders of delegates would become 
the arching plot over the weekend. 

That evening's main event was the 
fashion show that is always one of the 
highlights of the convention. Numerous 
professional steampunk designers attend 
the con, and show off some of their new- 
est and most elaborate designs. Some of 
our favorites were by Silversark Clothier 
who had a fun a playful line of fancy 
dresses. Other designers had styles that 
ranged from subtle to pseudo-Cyberpunk. 
A fun and exciting event! 

Friday culminated in various room 
parties being held by delegates through 
out the hotel. Many friends and clubs held 
gatherings inviting their friends to join in 
the celebratory activities. Social gather- 
ings ended the evening for most atten- 
dees. 

Saturday's events began with more 
panels. At midday, Lord Bobbins ad- 
dressed the con-goers and introduced an 
idea to reinvigorate fandom. He called for 
steampunk fans to each make an effort to 
bring one friend to a convention or event 
in the next year, and then challenge that 
friend to invite another as well. This effort 
to grow the steampunk and gaming fan- 
dom became known in some circles as 
"The Bobbin Initiative". 

Various panels and events contin- 
ued through the day. Victorian era dance 
classes were given to prepare those who 
were interested for the formal ball that 
was to be held that evening. Other panels 
included more conversations with writers 
in a panel room that was sponsored by Tor 
Books. Authors Karina Cooper, Travis 
Sivart, and Steampunk Museum curator 
Kevin Stiel were interesting and amusing 
to hear from as they discussed writing 
styles and the impact of Steampunk on 
culture. 

In the early afternoon a number of 
DDWRPG contributors were on a panel to 
cover Steampunk role-playing games and 
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THE RPG PANEL FOCUSED ON 
CHARACTER CREATION AND 
LARPING AS WELL AS RPG GAMES 



A LESSON IN SABERAGE— OPENING A 
CHAMPAGNE BOTTLE WITH A SWORD 



PAUL, SANDY, NICK, AND GREG DOING A PANEL ON STEAMPUNK RPGs AND CHARACTER CREATION 



character creation. The standing-room 
only panel gave an overview of the many 
Steampunk role-playing games that are on 
the market. Tips were given on what sorts 
of games can be played as well as how to 
use those games to engage in a personal 
character's history. Because of the immer- 
sive nature of the TeslaCon convention, a 
good portion of the panel was focused on 
how to create a LARP persona and charac- 
ter for the event itself. Discussions ex- 
panded on how a characterization can be 
performed and developed and how it can 
be a source of immense satisfaction and 
enjoyment. Perhaps most rewarding for 
the panelists was that the panel ended 
with everyone in good spirits and it was 
obvious that some people were emotion- 
ally affected for the better because of the 
welcoming and open nature of the panels. 

Dinner-time gave an opportunity to 
catch up with friends who often join us for 
Doctor Who gaming events. Catching a 
quick meal and a drink was a great oppor- 
tunity to socialize before the evening's 
grand ball. Just before the ball, the group 
took in a panel on the art of saberage — 
opening a champagne bottle with a sword. 
The demonstration was great fun and 
taught the attendees a skill that will be 
particularly useful at parties. Chill the bot- 
tle so the neck is cold, find the seam of the 
bottle and run the sword in a smooth and 
firm motion along it to the head of the 
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CLOCKWORK ROBOTS AT THE DANCE 
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bottle and with the right force the bottle 
should open in a spectacular trick! 

Saturday evening ended with the 
annual formal ball, which featured period 
music to begin with and then gave way to 
more contemporary electo-swing and up- 
beat Irish music by the band Dublin 
O'Shea. Costumes, socializing, and danc- 
ing the night away were the order of the 
day! Some blew bubbles into the air as 
the dance continued which enthralled 
many of the party goers. The fun contin- 
ued past the witching hour and into the 
morning. 

Sunday gave our team the chance 
to visit the science fair exhibit which fea- 
tured many of the various craft and maker 
projects that had been built and put on 
display at the convention. One of our fa- 
vorite items included a working electro- 
static generator that created electricity. A 
version of this device is seen in the Tom 
Baker episode "The Pyramids of Mars". 
Another fun Whovian related item we 
spotted was a steampunk Adipose that 
had been made. More great items were 
featured from guns, to backpacks, to 
Steampunk accessories. 

TeslaCon 4 ended with a closing 
ceremony in which the Congress of Steam 
plot came to an end. It was revealed that 
an alliance of villains (SWARM, the Lycan- 
broms, the Prussians) had assassinated 
some of the delegates to disrupt the con- 
ference and at the same time worked to 
save the villainous Doctor Proctocus from 
his prison on the moon. But the heroes of 
day were the investigators who came and 
discovered the plot, ensuring that the Con- 
gress of Steam was safe. 

As the immersive elements of the 
convention wound down, con organizer 
Eric Larson thanked the many people who 
were involved in making the convention a 
reality. After a round of thanks to his 
guests and those who worked hard on the 
event, the audience gave him a standing 
ovation for his hard work, and to express 
their enjoyment of the event. TeslaCon 4 
was a success, and we look forward to the 
fifth convention next November. 
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LIVING DUNGEON SCENARIO: LURKING IN THE SHADOWS 

by Nick Seidler, Bridget Sharon, Zach Page, and Eric Fettig 



This Doctor Who living dungeon was first put together for the TeslaCon 4 steampunk science fiction conven- 
tion held on Thursday, 31 October 2013 through Sunday, 03 November 2013 at the Middleton Marriot Hotel in 
Madison, Wisconsin. This living dungeon was primary constructed as an event to be an interactive adventure that 
involved the players on the Thursday at the start of that convention. 

This living dungeon presents a script for an adventure 
story set in an alternate steampunk reality in the city of Lon- 
don, and is easily adaptable for a Doctor Who adventure. 
The adventure features a plot set in an alternate Victorian 
timeline. Recently an international conference called "The 
Congress of Steam" has been called to allow delegates to 
work out various differences in their political ideologies and 
to discuss the various advances in science and technology. It 
seems that a delegate from the conference has gone miss- 
ing, and rumors about that a group of assassins may be 
stalking the attendees. As the Doctor and his companions 
the group of players must stop the threat, avoiding traps, 
outsmarting the challenges and defeating the dangerous as- 
sassins of the Blue Hand. At the heart of the adventure is a 
journey into the catacombs beneath the city and the confer- 
ence center where the assassins are lying in wait. 



SCENARIO BASICS 

• Players have 3 hitpoints each and are a party of 4 
players (no specific characters, unless the GM desig- 
nates the Doctor or any companions). 

• Clockwork Robot Automatons have 1 hitpoint 
each. Henry the Explorer has 1 hitpoint. Two Assas- 
sins (Acid Assassin and Card Assassin) have 3 hit- 
points. The Cannibal King Assassin has 4 hitpoints. 

• Players have special equipment explained in the 
scenario. 

• There are 14 encounter areas, required props, 
volunteers, and items are listed after each area. 

• The GM should accompany the players in the dun- 
geon, and will need at least 7 volunteers to act as 
bad guys (1 to represent Henry the Explorer, 3 to 
play the Assassins, 2 to play Clockwork Robots/ 
Automatons, 1 to activate other traps in the adven- 
ture). Additional volunteers NPCs can be added for 
flavor (people pleading for their lives in rooms with 
the assassins, etc.). 



PROPS NEEDED FOR THE WHOLE LIVING DUNGEON: 

• Sonic Screwdriver prop (or pencil) 

• 7x green crumpled pieces of paper representing Sonic 



323 



Screwdriver uses 

• Flare prop (or folded piece of red paper) 

• 7x red crumpled pieces of paper representing Flare uses 

• 2x Gun (for the players) 

• 20x orange crumpled pieces of paper representing bullets from the gun given to the players [10 for each "gun"] 

• lOx orange crumpled pieces of paper representing extra bullets for the gun given to the players (as extra ammo 
carried by Henry the Explorer) 

• 15x blue crumpled pieces of paper representing vials of acid used by the Acid Assassin 

• 15x blue crumpled pieces of paper representing throwing knives used by the Cannibal King Assassin 

• Banana (or folded piece of yellow paper) 

• 2x clockwork robot masks 

• Pool noodle with string attached (or cardboard tube to represent the Cannibal King Assassin's spear) 

• Scarf or Fez (to represent the Doctor) 

• Explorer Helmet (to represent Henry the Explorer) 

• Tea Set - with at least 4 cups and 1 tea pot (or cutout paper shapes of such) 

• Pocket watch 

• 7 test tubes with a test tube holder (or clear plastic cups) 

• Red colored drink/soda [Fruit Punch] 

• Orange colored drink/soda [Orange Crush soda] 

• Yellow colored drink/soda [Mountain Dew soda] 

• Clear colored drink/soda [Water] 

• Green colored drink/soda [Green Gatorade] 

• Blue colored drink/soda [Dark Blue Gatorade] 

• Purple colored drink/soda [Grape Crush Soda] 

• Whiteboard 

• 3 Dry Erase markers (in different colors) 

• Blindfold 

• Letter with assassin Information [envelope and letter] 

• 8 light switches (or a way to represent them - 2 for the Locked Door logic puzzle; and 6 for the Henry the Explorer 
and the Switches puzzle) 

• 2x Decks of playing cards (52 card decks) (one set for the Card Assassin, one set for the blackjack puzzle) 

• Paper for making basic signs 

- "7 vials of acid puzzle" written/printed out 

- "Blackjack Puzzle" to mount or display puzzle 

- "Boat puzzle" written/printed out 

- extra to substitute of items if needed 

• 4x rolls of blue painters tape (to represent out of bounds areas) 

• 4x rolls of cream (or orange) colored masking tape (to mark areas and attach items) 

• 5x "PLAYER" character buttons (or stickers) [4 in a regular game, and one extra] 

• 7x "NPC" buttons (or stickers) 

• "GM" button (or sticker) 



ENCOUNTER #0: EVENT SIGN-UP 

When players first sign-up at the event check-in area (at Convention HQ), they are given a button to wear to signify 
they are characters and given their time at which to go to the in-character start point. 

GM DESCRIPTION (BOX TEXT): 

People signing up players can give them the following instructions: 
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The buttons you have been given should be worn when you begin the living dungeon (you may wear them now if 

you wish). Your Doctor Who Living Dungeon start time is at . Please be on time for your game slot. At that 

time go to the starting table to meet the Game Master. The Game Master (who will be wearing a button that says 
"GM") will find you when the full game is about to start and give you additional instructions. From that time on, you 
should act "in character" as your full Doctor Who or Steampunk persona. 



The administrator should give the group their starting time. If the starting area does not start at a starting table lo- 
cation (as it did at TeslaCon 4 where the event was first run), add an appropriate description. 



ENCOUNTER #1: THE STARTING TABLE AND INSTRUCTIONS 

The players first arrive at the Starting Table. From their perspective they themselves (or the characters they are 
playing) find themselves in the year 1883CE in the city of Oslo, Norway where the Congress of Steam is being held. 
The starting table gives them the rules for the game, how to interact, sets the scene for the event, and then begins 
their adventure. 

SETUP: A room or hallway with little noise, and that includes a table, is needed for the encounter area. 

PROPS: A paper sign that is labeled "LIVING DUNGEON SIGN UP AREA" for inside the location. A prop banana, two 
prop guns (with 10 orange crumpled pieces of paper for each), a prop piece of psychic paper, and a prop sonic 
screwdriver (with 7 green crumpled pieces of paper), and a prop Flare (with 7 green crumpled pieces of paper). 

NPCS: While at least 1 person is needed to engage the group of players at the start and give them their equipment 
(more than likely not the main Game Master who leads them through the adventure). At the TeslaCon IV conven- 
tion where this adventure was played the area was filled with many people who were "in character" as their Neo- 
Victorian steampunk personas, allowing the players to interact with many people in the area. This is not necessary 
to run the adventure but helped to create a good atmosphere, and allowed a number of different people to give the 
players their equipment. 

GM DESCRIPTION (BOX TEXT): 

Once the players have reported to the starting area, the Dungeon Prep person here can read the following to them: 



Welcome to your starting slot for the Living Dungeon event. This is an opportunity for you to interact directly with 
the plot of the events happening here. Like the rest of the convention this event is immersive, and you should re- 
main in your Doctor Who or Steampunk character persona during the course of this adventure. In a moment, your 
Game Master will come and get your group and you will begin your adventure. 



This first encounter happens when the characters first come to the start point of the living dungeon. In this sce- 
nario, it is assumed that the players already have a character or persona in mind for the game (as this was the stan- 
dard setting for TeslaCon IV where the adventure was first run). If this is not the case, the Game Master can assign 
Doctor Who characters to the players, or can prepare some standard settings for the players. 

At this location, the Dungeon Prep person assigns each person one of the pieces of equipment. They can do 
so randomly, or assign as desired. All four items will be given to the players, so that each had at least one item. Be- 
low are lines of dialogue the Dungeon Prep person can use when giving the player their equipment. 



I need to give some of you a piece of equipment for you to use during your adventure. Let me see, what I should 
assign to everyone... 



Banana: 

- "Excuse me sir/miss, would you like this exotic fruit?" (if they object) 
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- "You are mistaken, you want this banana- you should always bring a banana to a party." (if they still object) 

- "You should really take this it is good for your health." (If they object again, walk away). 



Guns: (x2) 

- (in hushed tones) "This firearm may assist in keeping the Congress of Steam safe (hands gun), but be aware that 
keeping it exposed may mean that security could confiscate it." (If they ask what it is, tell them it is a gun) 

- "This pistol can help protect you and the other delegates, but use it safely and judiciously." 



Psychic Paper: (not used at TeslaCon IV) 

- "Excuse me Sir/Miss, I believe you dropped this it has your picture on it." (If they object or say it is blank.) 

- "It doesn't look blank to me. It is clearly a picture of you, I insist you take it" (if they say no, put it in their hand and 
walk away) 



Sonic Screwdriver: (not used at TeslaCon IV) 

- "Excuse me Sir/Miss, the Doctor wanted you to have this." (hands the sonic screwdriver) 



Flare: 

- "Here is a flare, which can be a good source of light." (gives the player the flare) 



SPECIAL EQUIPMENT 

• Banana - Full of Potassium and other minerals, and great for inventing daiquiris. If eaten, the banana restores 1 
hitpoint of health. It can be eaten in up to 3 parts (restoring a total of 3 hitpoints, or more or less per the GMs dis- 
cretion). Once eaten, the banana becomes a banana peel. In an encounter with a robot, the banana peel can also 
be used to disable a Robot (as the Robot will slip on the peel). This restorative effect is not told to the players, 
and they must discover it on their own. 

• Gun (x2) - Has 10 "shots" represented by 10 orange crumpled pieces of paper. The gun can damage robots or 
shoot the assassins. 

• Psychic Paper - Can be read to give a clue or act as identification. 

• Sonic Screwdriver - Has 7 uses based on being given 7 green crumpled pieces of paper to use as "activations" or 
"shots". The sonic can be used to open doors, deactivate robots, or accomplish other tasks. 

• Flare - Has 7 uses based on being given 7 red crumpled pieces of paper to use as "uses" or "attack". The flare 
can be used to cast light in given areas, and can also be used to damage people or start fires. 

After a certain amount of time the Game Master will collect the players and give them instructions away from the 
table where the start is allowing the group to understand the rules of the game for the adventure. The instructions 
are as follows: 



Hello, welcome to the Doctor Who Living Dungeon. You find yourselves in Olso, Norway in the year 1883 at 
the Congress of Steam. Before you become a part of this interactive adventure we want to go over a few quick rules 
for you so that you understand the basics of how to enjoy and participate in this experience. 

You may not hit or harm anyone in the live dungeon. Some of the actors may try to tag you with a piece of 
paper or throw a crumpled piece of paper, playing cards or a foam pool noodle at you as part of the scenario, but 
you too will be free from any harm. Our first priority is safety. 

As the Game Master I am in charge of the event. Please follow any rules or instructions that I give without 
question. If you want to make a certain action, let me know what you are doing, and I can tell you the result. There 
are pieces of tape on the floor. You may not cross any of the pieces of CREAM colored masking tape during this 
event. When you cross a piece of BLUE masking tape you must stop, and I will give you instructions. 

Some of you may have been given an item at the start table. You can at this time trade items with your fel- 
low players, but each player can only hold one item. If a player is removed from game or dies, another player make 
pick up the item and carry more than one. 
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The GM explains each item of equipment to the specific player: 



Banana: You have a banana. It is a good source of Potassium! 

Gun (x2): You have received a state-of-the-art Victorian era pistol; it can hit a target as far as you can throw. How- 
ever, you only have 10 bullets, represented by the 10 orange crumpled pieces of paper. You may throw the pieces 
of paper you were given at the target object or person to determine the effect. If you miss the throw, it has no ef- 
fect. Each crumpled piece of paper represents one bullet for your gun. Once a bullet is used, it cannot be used 
again. 

Psychic Paper: It seems you have received a piece of psychic paper. This is an apparently blank piece of paper that 
allows those holding it to show people whatever they want to see on the card and occasionally receive messages. 

Sonic Screwdriver: This is a strange futuristic sonic device, one might even say a screwdriver, that can lock and 
unlock doors, bypass security systems, and disable simple machinery. It is ineffective on deadlock seals and wood. 
The sonic screwdriver has 7 charges, represented by the 7 green crumpled pieces of paper. Like the revolver, you 
may throw the pieces of paper you were given at the target object or person to determine the effect. If you miss the 
throw, it has no effect. Each crumpled piece of paper represents one charge for your sonic screwdriver. Once a 
charge is used, it cannot be used again. 

Flare: This represents a flare. If you cannot see in a given area or room, using the flare may provide some light. 
Flares can also burn things and do damage. The flare has 7 charges, represented by the 7 red crumpled pieces of 
paper. Like the pistols you may throw the pieces of paper you were given at the target object or person to deter- 
mine the effect. If you miss the throw, it has no effect. Each crumpled piece of paper represents one burning 
charge for your flare. Once a charge is used, it cannot be used again. 



Then continue to all: 



If you possess and want to use the "gun", the "Sonic Screwdriver" or "Flare" as a weapon, you may throw the 
pieces of paper you were given at the target object or person to determine the effect at any time. Please be sure 
that I see you doing so, so I can determine the proper outcome. If you posses another item and wish to use it in 
some way, let me know and I will tell you what affect you have when using the item. 

For the purpose of this game, each character has three hitpoints. Being touched or attacked by certain char- 
acters gives you one hit point of damage, others may have a special effect that are explained when you are tagged 
by them. If for some reason you are eliminated by losing all your hitpoints cover up your player button with both 
hands and simply stay where you are. 

If you lose all your hitpoints during the game, your character has met their mortal end. You can still follow 
along through the dungeon but may not speak or participate from the point of death to the end of the game. 

We ask that you do not discuss the adventure or what happens in it with anyone else at the convention. This 
is to ensure that the adventure is not ruined for other players. 

If you ever have any real world concern or question, you may cover up your "PLAYER" button with one hand 
across your chest and ask a question. 

With this said, what questions do you have about game play? 



The Game Master should answer any questions that the players may have and then when ready continue: 



OK, now we can begin... 



The players may now move to the next encounter area and begin their adventure in full... 
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ENCOUNTER #2: INTO THE CATACOMBS 

The Game Master walks the players into the beginning hallway and away from 
the noise and or instruction area of the gather point. Here is where more spe- 
cific instructions on the adventure are given to help deepen the setting of the 
adventure and immerse the players into their full play experience. 

SETUP: A hallway that can be used as the start of the catacombs. It is best if 
there is little or no traffic from passersby in the area. 

PROPS: Letters in an envelope that is sealed for the players to open. 

NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area designated as the start of the living dungeon (and the opening to the cata- 
combs), you can read this to them: 



You and your friends find yourselves in Oslo, Norway in the year 1883CE as delegates at the Congress of 
Steam. The Congress of Steam is a gathering of all of the world's greatest minds and politicians as they try to plot 
the course of technology and world peace into the next century. But you have heard nasty and vicious rumors. An 
assassination attempt was made on the Prime Minister himself about three weeks ago. There has been talk among 
the delegates that assassins may try to derail the conference. If this is true, they may have been hired by the vil- 
lainous Dr. Proctocus, or perhaps not. There is no need to tell you that if this conference fails that there will be 
grave consequences. Almost without a doubt the world could be plunged into a state of war. The Prime Minister 
has been worried and his security detail has been on guard. 

As it turns out, the Prime Minister's worries seem to be true. He sent a young delivery boy to you with an 
important message. An assassin, named Dobbs, had been apprehended. Shortly later the assassin killed them- 
selves with a cyanide capsule, taking their knowledge of the plot to their grave. However, the assassin had a letter 
with them. The Prime Minister has now sent you a message, but the delivery boy made it clear that you and your 
friends could not open the Minister's letter until you were at the entrance to the catacombs beneath the city of 
Oslo. 

Now, your group finds itself standing here, in front of the cave-like entrance to the old catacomb graveyard 
that tunnels below the modern steam-metropolis of Olso overhead. It is now, that your group finally has a chance 
to read the letter and instructions that had been delivered. 



The Game Master hands the players an envelope that contains a letter which has the following text: 



[Letter from Lord Bobbins, Prime Minister of the United Kingdom of Britain] 
My Dear Delegates, 

You have been selected as you are some of the only people whom I can trust. An assassin was discovered 
and apprehended by my Chief of Security and it seems there are forces that aim to disrupt the Congress of Steam. 
The assassin was able to kill himself before we learned more about his motivations. At first I thought this to be 
members of S.W.A.R.M. (the Society for War Against the Royal Masses) and their leader Dr. Emmanuel W. Procto- 
cus. I have since learned this not to be the case. A letter was discovered in the possessions of the assassin. Read it 
now before you continue my correspondence. 




READING THE LETTERS 



Another smaller letter is included with Lord Bobbin's letter... 
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[Blue Hand Assassin letter] 
Guild of the Blue Hand, 

Meet in your designated preparation area in the catacombs. Prepare your weapons. I shall contact you when 
we are ready to move on the assembly with deadly force. 

In the name of anarchy and the disruption of all that might be just and good -- we must act. It is the goal of 
the four of us to kill as many of the delegates at the Congress of Steam that we can. We shall let them know that the 
Cult of the Blue Hand may not be more powerful than those that unite under Lord Bobbins or Doctor Proctocus. But 
the forces of anarchy will always triumph over reason and order of any kind — good OR evil. 

May their blood turn our mark purple, 

-Azari, The Cannibal King 



The players continue with the Prime Minister's letter.... 



[Letter from Lord Bobbins continued] 

The fate of freedom and justice now lies in your hands. I ask that you enter the catacombs beneath the city to 
find and stop the remaining assassins of the Blue Hand so that the world has a chance at peace. I believe there to be 
more than a single plot at hand at our conference and if you can help end this one, I can focus my attention on any 
others. 

As such I deputize you as security personnel to stop these assassins. If you succeed, there might just be hope 
for us all. God Save the Queen! 

In sincerest best wishes on your quest, be safe and be always on your guard, 

- Lord Hastings R. Bobbins 
Prime Minister 



The Game Master can ask the players the following: 



Do you accept the Prime Minister's quest, and enter the catacombs? 



Presumably all the players will say "Yes" or it will be quite a short adventure. The Game Master will then lead the 
players towards the next encounter area. On the way, they should stop once and read the following description 
which gives an overview of the underground setting: 



Having travelled into the catacombs you find them to be an interesting mix of natural cave formations and man- 
made excavation. Stalactites grow from the ceiling as Stalagmites and calcified rock seem to grow from the floor up- 
ward. Among these formations are chiseled out areas that have been stuffed with the dead. Skeletons of those long 
deceased have been interred here. There is a musty odor that permeates the stale air, and there is a certain amount 
of humidity as water that leeches from the surface makes its way to these caves. It is dark here, but a natural lumi- 
nescence seems to provide a dim light. The passageways ahead slope deeper underground. 
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If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 



Banana: 
Gun: 

Psychic Paper: 
Sonic Screwdriver: 
Flare: 



No effect. 

No effect (lose one use for each attempt). 

Reads "Watch your step". 

No effect (lose one use for each attempt). 

Makes the area bright but has no significant effect (lose one use for each attempt). 



The Game Master should then lead the players to the next Encounter area. 



ENCOUNTER #3: THE LOCKED DOOR 

The players have wandered deep into the catacombs and encounter 
something that is a bit unexpected. A locked door! The must overcome 
the trap to move beyond it. 

SETUP: Door that leads to the next encounter area. Two NPCs should 
stand outside the door with masks on. They are automatons. 

PROPS: Two switches, to throw to activate the door. Two masks to rep- 
resent the automatons (clockwork robots). 

NPCS: Two NPCs needed as the automaton door keepers. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area by the back door of the Bad Wolf Pub, you can read this to them: 



As you have made your way through the catacombs you find yourself in front of two automaton robots who 
stand in front of a closed door. Beside each side of the door is a switch that can be thrown, most likely to open the 
door, or perhaps to activate the automaton guards. As you get closer the automatons begin to move in an un- 
threatening manner but they give you an important set of instructions... 



Automaton #1 (the liar) says: 



One switch on the wall activates the lock and opens the door, 
The other switch on the wall activates us to stop anyone going by, 



Automaton #2 (the truth teller) says: 



One of us always tells the truth, 
One of us always tells a lie, 



Automaton #1 (the liar) continues: 



Are you clever enough to figure our riddle out, 

Or will you join the many who have fallen here and died? 




CLOCKWORK ROBOTS GUARD THE DOOR 
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If the players asked to repeat the riddle, the automatons will do so. 

If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 



Banana: 
Gun: 

Psychic Paper: 
Sonic Screwdriver: 
Flare: 



No effect. 

No effect (lose one use for each attempt) on the automatons until they are activated. 
Reads "Ask one what the other would say". 

No effect (lose one use for each attempt) on the automatons until they are activated. 
No effect (lose one use for each attempt) on the automatons until they are activated. 



One designated automaton will always tell the truth, the other will always lie. The GM should before hand 
choose which switch will open the door and which will activate the automatons. The automaton NPCs always im- 
ply tell the truth or not. This can be a very funny interaction so long as the automatons always follow their roles. 
The actors doing so should act somewhat cheekily as the questions are asked. 

If the players throw the correct switch, the door opens, and the automatons power down. If they throw the 
wrong switch the automatons activate and attack the players (Automatons have 1 hitpoint), after the automatons 
are disabled the second switch can be thrown. 

The trick to beating the puzzle is to use logic. By asking the question of one automaton, "If I were to ask 
your fellow automaton which switch to choose to allow me to enter the passage, which one would they indicate", 
the players can find the answer. [The truth telling automaton would indicate the switch which activates the 
automatons, as this is the one that the lying automaton would indicate, as the liar would not point to the switch 
that the truthful automaton would indicate; the lying automaton would indicate the switch which activates the 
automatons, as it would lie about which switch the truthful automaton would choose, as the truthful automaton 
would indicate the correct switch, and thus the lying automaton would indicate the false one]. Thus if the players 
ask that question, and then choose the switch that was not indicated, they will be able to open the door and con- 
tinue unhindered. 

If the players simply attack the automatons, they will activate, but once eliminated, the players can throw 
the switches without any interference. Throwing the wrong switch once the automatons have already been acti- 
vated has no effect. 

This logic puzzle was featured in the Doctor Who story "The Pyramids of Mars" as well as in the seminal fan- 
tasy film Labyrinth. 

If the characters try to destroy the puzzle, they will take a fatal charge or electricity and be out of the game. 



ENCOUNTER #4: THE FIRST ASSASSIN - ACID ASSASSIN 



The players enter the room found in the catacombs and encounter a 
laboratory where an assassin is waiting, and where he mixes acids, poi- 
sons and explosives ready to attack the Congress of Steam. The players 
must defeat the assassin. 

SETUP: A room to be used as the assassin's laboratory. An orange line 
should be taped to the ground. This indicates a line that the players 
and the assassin NPC cannot cross during combat (to prevent any actual 
contact). A second dotted orange line should be placed about 5 yards 
behind the first orange line. This is the line that the acid assassin can- 
not retreat past, in order to give the players a fair chance at being able 




to eliminate him. players face the acid assassin 

PROPS: Roll of orange tape, to mark the floor of where the players and NPC can move. 15 blue crumpled pieces of 
paper representing vials of acid used by the Acid Assassin 
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NPCS: One person to play the acid assassin. 



GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area by the back door of the Bad Wolf Pub, you can read this to them: 



You enter a room in the catacombs, and discover that it is fairly well lit, with burning gas lamps providing am- 
ple light. As the last of you enters, the door closes automatically behind you. The room is a laboratory with numer- 
ous test tubes, Bunsen burners, vials and tumblers filled with various liquids. Before you is a strange man that is 
mixing numerous chemicals before he stops his work and addresses you directly. 



The Acid Assassin: 



You may have found my laboratory, but you cannot stop me and the rest of the Cult of the Blue Hand. We 
will put an end to this Congress of Steam and ensure that anarchy reigns! You may try to stop me, but do your best 
to avoid my acid vials and explosive liquids that I throw at you! 



The Acid Assassin then attacks the players (with crumpled pieces of paper). 

If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: No effect. 

Gun: Does one point of damage when hitting the assassin. 

Psychic Paper: Reads "This man wields poison, explosives and acid. Stop Him. " 

Sonic Screwdriver: Does one point of damage when hitting the assassin. 

Flare: Does one point of damage when hitting the assassin. 



This combat encounter lasts as long as the acid assassin is alive, and the assassin has 3 hit points. Players can 
take damage. When the assassin is killed the GM should read the description of the next encounter... 



ENCOUNTER #5: THE SEVEN VIALS PUZZLE 

Having killed the acid assassin, the players must try to solve the puzzle that lets them leave the laboratory. 



SETUP: A table by the doorway for the props to be put on should be near the door. 



PROPS: A printout with the text of the letter is needed. Also, 7 cups or test tubes are needed, as well as seven dif- 
ferent liquids to represent the various colored potions in the vials: 

Fruit Punch 
Orange Soda 

Mountain Dew 
Water 

Green Gatorade 
Blue Gatorade 
Purple Gatorade 

NPCS: None. 




GM DESCRIPTION (BOX TEXT): 

Once the acid assassin is killed the GM should read the following description 



THE SEVEN VIALS SET UP 
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The acid wielding assassin has been killed and has fallen over on his own bandoleer filled with vials of acid, 
smashing them under his weight. His body slowly disintegrates and melts as the acid turns his figure into a molten 
goo of fleshy remains. 

But with the door closed behind you it seems as if you must find a way to escape this laboratory. In the bat- 
tle, most of the laboratory equipment has been smashed and destroyed. Standing behind you, untouched from the 
battle, are seven vials of mysterious liquid in every shade of the rainbow and a strange letter that may be a hint on 
how to extract yourself from the room itself. 



By the door stands seven vials of liquid each in another color, as well as a written letter. 
The vials of liquid are arranged in the following manner: 

Red Orange White Green Blue Purple 

The letter reads as follows: 



One is full of acid, 

you can burn the lock to leave, 

Four of them ore poison, 

A deadly web we weave, 

One has restorative powers, 

and will make you feel all fine, 

the last one will do nothing, 

and simply waste your time, 

The key to your exit, 

is set off to a side, 

But not all the way, 

it hasn't gone too wide, 

The poisons stay apart, 

afraid to touch their neighbor, 

To find the restorative, 

is of an equal labor, 

The one that stands alone, 

and has no real affect, 

Is brighter than the one, 

that will leave the lock all wrecked. 



If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: No effect. 

Gun: No effect (lose one use for each attempt) on the door. 

Psychic Paper: Reads "The four poisons are not next to each other". 

Sonic Screwdriver: No effect (lose one use for each attempt) on the door. 

Flare: No effect (lose one use for each attempt) on the door. 



The letter itself allows players to discover which liquid can be used to escape the room. Below is the logic for 
the puzzle as revealed by the letter: 
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LOGIC: 

- one has acid, allowing one to burn the lock and leave the room. 

- four have poison 

- one is restorative (and will give back full hitpoints) 

- one does nothing. 

- The key to escape (the acid) is set off to a side, but is not all the way to the end (thus must be 2,3,5,6) 

- The poisons are not touching one another (thus must be 1,3,5,7). 

- The restorative stands alone, of equal labor (it is in the middle - 4) 

- The one that does nothing is brighter (orange) than the one that will wreck the lock (blue) (2 rather than 6). 

Red Orange White Green Blue Purple 

poison nothing poison restorative poison acid poison 

If the players choose the blue liquid and try to splash it on the door, they will have used the acid and the door 
melts away allowing them to leave. 

If the players identify the restorative and drink it, then that player gets all of their hitpoints back (if they lost 
any in the encounter with the automatons or acid assassin). The restorative will only heal one person, even if 
shared. 

Ironically, nothing prevents the players from splashing all of the liquids on the door to find the acid, but most 
players never try to do so. Also doing so prevents them the chance of finding the restorative and healing a party 
member. 



ENCOUNTER #6: THE GRID 

The players continue deeper through the catacombs and come across a grid on the floor. What sort of danger might 
await them? 

SETUP: An area in a hallway large enough to put a grid, in which one person can stand in a square at a time. 
PROPS: Masking tape to put the grid on the floor. 
NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

Once the players have reached the next area, and a short distance before the grid, the GM should read the follow- 
ing: 



As you make your way deeper into the catacombs, ahead of you lies a grid on the floor. Because of the tight quar- 
ters in order to continue you need to cross the grid... 



As the grid is made out of tape laid on the floor, each player must step onto the grid on the first rank (depicted by 
the yellow squares on the example grid below), one at a time. 
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THIS IS THE SIDE THE CHARACTERS ENTER THE GRID ON 



After the first person steps onto the grid, the Game Master should announce, "You are safe. Would you like 
to continue to move?" The player can then choose to move again, or to stay where they are. Where and how they 
move, determines whether or not they are safe. The safe pattern is described after the graphic of the grid. The 
player can keep moving until they tell the GM that they are done with their turn. 

Each player should be given a chance to move, and then the next player should move. All players must move 
and end their turn before the first player can move again. 

This is encounter is a false danger. The grid has no effect whatsoever. 

However, the Game Master may choose to have the grid present a danger (if the players are moving through 
the dungeon too fast, or are being rather rude to the NPCs and so on). As long as the GM is consistent in how the 
trap operates, the game will be fair. Here are a few suggested methods of how the grid trap may operate: 

--The grid electrocutes anyone who does not move at a diagonal. 

--The grid electrocutes anyone who does not move in straight lines (right, left, forward, or back) 
--The grid electrocutes anyone who makes a fourth move, without another person moving first. 
--The grid electrocutes anyone who does not move like a chess piece that is represented by the first square 
that they step on. 

If the player moves to a space that is not correct, the Game Master should say, "The floor is electri- 
fied, you take 1 point of damage, move back to your starting square." 

If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 

Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "There is no clanger here", [unless the GM modified the grid to a trap] 

Sonic Screwdriver: No effect (lose one use for each attempt). 

Flare: No effect (lose one use for each attempt). 

Once the players all make their way across the board, the group is safe and can move on in the catacombs 
towards more encounters. 
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ENCOUNTER #7: ACROSS THE DARKENED BRIDGE 

The players find themselves in the deepest part of the catacombs on a 
natural bridge that spans a chasm. The players must be careful to stay 
on their path. If they fall off, death is assured. 

SETUP: Any area with a wall. 

PROPS: A blindfold, large paper with a path drawn on it, and a marker. 
NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

Once the players have approached the area near the paper fastened to 
the wall, the GM can read this to them: 




THE DARKENED BRIDGE ENCOUNTER 



You make you way forward deeper into the catacombs. The number of buried skeletons begins to 
decline and the amount of man-made influence tapers off as natural cave formations take over the surroundings. 
The natural luminescence on the walls begins to fade away, and soon you find yourself standing it pitch darkness. 
Please close your eyes. 



If the players use a flare, the GM walks them forward to the puzzle fastened to the wall. 



You move forward, deeper underground, but realize that you are now moving directly below the city. 
Ahead you can see that there is a deep chasm that you must cross. A natural bridge of stone spans the depths, but 
one false move and you will fall to your death. Walking across the bridge will take teamwork and precision in the 
dark. You also realize that you do not have enough flares to make it all the way across in the light. 



For this encounter, you must choose one of your party to be blindfolded and use a marker to draw a safe 
path across the land bridge. One other team member can give instructions to assist the person in drawing the path 
across to safety. If your group chooses to use a flare, the blindfolded player may temporarily remove the blindfold 
and look at the map, before replacing the blindfold and continuing on, again listening to the instructions of the 
guide. 

The blindfolded team member represents the path of the whole group. If their line touches a line on the 
map, representing the edge of the bridge, they fall to their death, and another party member may continue on 
blindfolded from the spot, at the cost of another flare. 



If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 



Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "Slow but sure wins the race". 

Sonic Screwdriver: No effect (lose one use for each attempt). 

Flare: Allows the blindfold to be removed and the board looked at (before the blindfold is 

replaced and the journey continues). 



The blindfolded player must draw a safe route across the chasm with the assistance of the other player who 
gives them instructions (such as "up", "down", "left", "right", "right at a 45 degree angle down", and so on). If the 
blindfolded player touches a mark on the map representing the edge of the bridge, they fall to their death. The 
party can continue with another person blindfolded. But to switch players, the cost is one flare use (as they have 
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seen the board recently). 

After this encounter has been successfully navigated, the GM can read the following to the players: 



Now that you have crossed the chasm, there is a natural tunnel that leads away from here. Once again 
phosphorescent light emanates from the walls and you can see where you are going in the dull light as you walk 
through the calcified stone walls underground... 



The GM leads the players to the next encounter area. 



ENCOUNTER #8: HENRY THE EXPLORER AND THE SWITCHES 

The players encounter a somewhat annoying explorer named Henry in 
the catacombs, at a point where they find a challenge that they must 
overcome. Might he be another of the assassins? 

SETUP: Area near a doorway that has a wall where 6 switches can be 
mounted on the wall near the door. 

PROPS: 6 switches, blade style seem to be the best for effect, an ex- 
plorer's pith helmet to represent Henry the explorer, 10 crumpled 
pieces of orange paper (representing extra ammunition that Henry has 
though he has no weapon). 

NPCS: One NPC to play Henry the Explorer, who follows the group all 
the way to the final encounter (unless the players kill him). 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area by the door and switches and Henry the explorer, the GM can read 
the following to them: 



You make your way forward in the natural tunnel and find an unusual sight. A thick metal door 
blocks the way up ahead. Near the door is a row of six switches. But even more surprising is that there is a man 
here who wears the familiar pith helmet that seems to indicate that he is an explorer of some sort. 



At this time Henry the explorer can engage the group: 



Oh Lord, I never expected to meet any other intrepid explorers down here. I am so happy to see you all as I 
have begun to run low on illumination. Wonderful, Wonderful. I can't seem to get past this door, and I believe it is 
electrified. There is a set of switches here. I threw one switch earlier and it electrocuted me. Perhaps if we can 
get the right combination... I feel much better now though, but my memory is a bit foggy... 



If the group asks Henry the Explorer any questions he will an- 
swer them truthfully (See section below on Henry's background). The 
players must figure out the combination of switches to properly open 
the door. The initial setup looks like this: 



THE SWITCHES 




HENRY THE EXPLORER AND THE SWITCHES 
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If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: 
Gun: 

Psychic Paper: 
Sonic Screwdriver: 
Flare: 



No effect. 

No effect (lose one use for each attempt). 
Reads "The proper pattern is like a stormy sea". 
No effect (lose one use for each attempt). 
No effect. 



The door itself is electrified and touch it will give a player 1 hitpoint of damage unless the proper switch com- 
bination is thrown. 

The switches are also electrified just as Henry the Explorer has told them. Whenever 5 or 6 of the switches 
are all either up or down, the person moving that switch to that position is electrocuted and loses 1 hitpoint. Any 
other combination has no effect, and one combination will open the door... 

To open the door the players must move the switches to the following pattern: 



When this is the case the door opens and the players can go along their merry way. However, Henry the ex- 
plorer will then ask the group the following: 



Thank you chaps for helping me. Do you mind if I join you in your continued explorations? I am quite curious 
as to what we might find here... 



The characters can choose to allow Henry to join them. If they say "Yes", he will happily follow them, and ask 
many annoying questions in all of the parts of the journey from this point forward. If the players say "No", Henry 
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will follow them anyway after a certain amount of time and catch up to them at the next encounter area, from 
which point he will follow them no matter what. 



HENRY THE EXPLORER'S BACKGROUND: 

Henry the Explorer is a British gentleman and explorer who is 
always curious and interested in learning new things. He is a bit aloof, 
and always asks questions, often to the annoyance of those around 
him. Likewise, he often tells stories of his adventures but because of 
faulty memory gets the details all wrong (ex. "I remember that time I 
was in China at the Great Wall and there were kangaroos all around 
me!"). In truth, the chap has had many amazing adventures to the Far 
East, the African plains, Australia, Fiji and other Pacific islands, the 
deepest jungles of South America, and more, but his memory is so 
weak he does not properly remember his experiences. Many other 
explorers incorrectly believe him to be a fraud. 

Henry the Explorer learned of the catacombs under the city a 
few years ago, and has made a trip here to explore them. His focused 
nature and poor memory means that he is blissfully unaware of the 
Congress of Steam or of any potential assassins being nearby. 

To this point he made his way through the catacombs (before 
any of the assassins retreated here to their lairs to prepare for any as- 
sassination attempts). After making his way across the bridge slowly 
on his hands and knees to ensure that he did not fall off, he got to this 
door that he could not pass. He tried a few different combinations of 

the switches and was electrocuted a few times. This has made him weak, (Henry the Explorer has only 1 hit point -- 
even if he drinks his tea). He cannot remember any of the combinations of switches that he threw, and remembers 
very little of his journey in the catacombs himself. 

Henry has a tea set with him that he uses at tea time (at a certain point in the adventure), and he also has 
extra ammunition (10 pieces of crumpled paper) that he can share with players who have guns at any point in the 
adventure he wishes). 




HENRY THE EXPLORER 



ENCOUNTER #9: THE BLACKJACK PUZZLE 

The players move forward and encounter another closed door. This time there is a puzzle of cards they need to 
solve to get entry... 

SETUP: A door with a board with a card combination next to it. 

PROPS: A deck of cards (with one set of A, 2, 3, 4, 5, 6, 7, 8, 9, 10 ,J, Q, K on the ground to solve the puzzle), and 
paper with the puzzle on it. 

NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

Once the players have approached the doorway, you can read this to them: 



Your pathway has begun to slope upwards. In the gloom of the natural cave, you find another doorway 
along this passage. There seems to be a puzzle on the wall. Solving it may allow you to entry inside. 



By the door is a puzzle that looks like this: 
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HERE'S THE DEAL, 



TO FIND VICTORY 
IS TO FIND THE WAY 




♦ 
♦ 
♦ 



♦ 



♦ 
♦ 
♦ 



THIS IS WHAT I HOLD 
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I 
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On the ground under the puzzle are a set of playing cards to include only one cards of each number: an Ace, 2, 3, 4, 
5, 6, 7, 8, 9, 10, Jack, Queen, and a King. 



If the players choose the correct card combination, the door opens. 



If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "Beat the dealer in blackjack. " (and if players are unfamiliar with the game of 

blackjack tell them "An Ace is either 1 or 11, and cards that have a picture are worth 
10, but do not go over 21. "). 

Sonic Screwdriver: No effect (lose one use for each attempt). 

Flare: No effect. 



The players must place all three cards properly in the puzzle on the empty spots designated by the back of a 
card. The players need to beat the dealer in each row as in the game blackjack (the dealers hand is a 19, so the 
player's card combinations in all three columns must add up to 20 or 21). But with only a single card available this 
allows for only three possible solution sets to the puzzle: 



PUZZLE SOLUTION SETS FOR THE THIRD CARD IN EACH ROW 




If the players choose the correct card combination, the door opens. If the players choose an incorrect combi- 
nation, the player placing that card takes 1 hitpoint of damage as they are electrocuted. 
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ENCOUNTER #10: THE SECOND ASSASSIN - MR. SLIGHT-OF-HAND-TO-HAND 

The players find an underground casino, and also waiting there is an assassin who 
kills with playing cards! 

SETUP: A room to be used as the assassin's hideout. An orange line should be 
taped to the ground. This indicates a line that the players and the assassin NPC 
cannot cross during combat (to prevent any actual contact). A second dotted or- 
ange line should be placed about 5 yards behind the first orange line. This is the 
line that the Mr. Slight-of-Hand-to-Hand assassin cannot retreat past, in order to 
give the players a fair chance at being able to eliminate him. 

PROPS: Roll of orange tape, to mark the floor of where the players and NPC can 
move. A deck of playing cards representing the poisoned bladed cards that the 
assassin attacks with. 

NPCS: One person to play the Mr. Slight-of-Hand-to-Hand assassin. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area by the back door of the Bad Wolf Pub, you can read this to them: 



You enter what appears to be a fancy parlor room. Something like this should not be found under the 
ground, but perhaps you are not as deep below the city as you first thought. Around you stand various card tables, 
a roulette wheel, and other accoutrements used for gambling. It seems that some people come down here to par- 
ticipate in an illegal casino! 

Also down here seem to be another villainous rogue. You can see that he is putting some sort of liquid onto 
the edges of some playing cards... 



The players can interact with this person, who is in fact an assassin known as Mr. Slight-of-Hand-to-Hand. The liq- 
uid he puts on the playing cards is poison that will harm people on contact. The assassin may announce to the 
players: 



Well, now it seems you have discovered my means of assassination, as I have placed fast acting poison on these 
cards. I apologize for this but it appears that I must now kill you! 



The Mr. Slight of Hand-to Hand assassin begins to flip playing cards at the players. 

If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 

Banana: No effect. 

Gun: Does one point of damage when hitting the assassin. 

Psychic Paper: Reads "Avoid the deadly cards, and eliminate the assassin. " 

Sonic Screwdriver: Does one point of damage when hitting the assassin. 

Flare: Does one point of damage when hitting the assassin. 

The players that get hit with a playing card will lose 1 hitpoint. The assassin himself has 3 hitpoints and 
when done, he is eliminated. This is a battle that cannot be avoided. 

Also, as the ground slopes upward near the city, these are hidden locations under the city where the rich 
and powerful go for secret meetings. The threat of the assassins continues to grow... 
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ENCOUNTER #11: TEA TIME WITH HENRY THE EXPLORER 

The players continue on their journey, but Henry the explorer insists that the group has a break for some tea. 



SETUP: A hallway representing anyplace in the catacombs. 
PROPS: A teapot and 4 teacups, a pocket watch. 



NPCS: Henry the Explorer, who should already be with the party again. 



GM DESCRIPTION (BOX TEXT): 

After the last encounter and on the way to the next, Henry the Explorer should interupt the groups progress 
by making an announcement, after checking his pocket watch: 



Excuse me everyone. No matter the circumstances there is always time for a moment of civility! It is tea 
time. Won't you join me in a quick cuppa? 



Henry the explorer will sit on the floor and offer three players a cup (and keep one for himself). He then pours the 
tea, and sips it. 

If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "Take the opportunity to get revitalized". 

Sonic Screwdriver: No effect (lose one use for each attempt). 

Flare: No effect. 



Henry the Explorer is simply choosing a short break for tea. His tea is safe and healthy. Players who choose 
to join in with Henry the Explorer and drink the tea gain back 1 or 2 hitpoints at the discretion of the Game Master. 
Those that refuse to drink or move on, get no benefit (even though Henry then quickly catches back up to the 
group). 



ENCOUNTER #12: THE BOAT PUZZLE 

The players encounter another logic puzzle needed to unlock the final door. 
SETUP: A space outside a doorway. 

PROPS: The wording of the puzzle, and the graphic to assist the group. 
NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area by the door, the GM can read this to them: 



Continuing towards the surface, you find the walls are again carved out, but it seems that you are now near 
the sewers of the city. Apparently, someone has worked to connect the sewers to the catacombs, allowing someone 
to sneak past the guard near the pavilion where the Congress of Steam will be taking place. 

As you come upon a steel door, you find another task that you must overcome in order to gain entry. 
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A sign near the door says: 



To gain entry here, one must ring the entry bell the correct number of times. Failing to do so will cause you 
harm. To find the correct number of rings, solve this problem: 

You find yourself on the banks of a river, with three things that you must take to the other side to continue 
your journey. You have a rowboat that can only hold you and a single one of the three items at a time. The three 
items are a leg of beef, an unarmed yet hungry explorer, and a hungry cannibal which only eats human flesh. You 
are armed with a weapon, and as long as you are present no one will eat or attack another while you are there. How 
many trips across the river must you make to ensure that you and the three items continue along the journey with- 
out losing any of them? This is the number of rings you must make on the entry bell. 



If the players try to use any of the equipment that they have been given the items of equipment will have the 
following effects: 



Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads 11 You can return across the water with an item you've previously taken across". 

Sonic Screwdriver: No effect (lose one use for each attempt). 

Flare: No effect. 



The entry bell must be rung 7 times for this is the number of trips it would take to get all the items across the 
river without losing any. 



LOGIC: 

-- The hungry Explorer will eat the Beef, the Cannibal will eat the unarmed Explorer. 

--No one will eat or attack another while you are present. 

--Trip #1 - Take the Explorer across the river. The Cannibal will not eat the Beef. 

--Trip #2 - return to the starting side. 

--Trip #3 - Take the Cannibal (or the Beef) across the river. 

--Trip #4 - Return to the starting side taking the Explorer with you again. 

--Trip #5 - Take the Beef (or the Cannibal) across the river. The Cannibal will again not eat the Beef. 
--Trip #6 - Return to the starting side. 

--Trip #7 - Take the explorer back across the river, and you have successfully gotten everyone over the river without 
losing any of the items. 

If the players ring the bell 7 times the door unlocks and swings open and they enter the next chamber with- 
out any concern. 

If they choose the wrong number, they each take 2 hitpoints of damage in an explosion and screams can be 
heard above them (Henry the Explorer is unharmed by the having been at the back of the group). The explosion may 
have even hurt delegates at the congress of steam! If there are survivors, the door to the next area is open as they 
approach the final encounter... 



ENCOUNTER #13: THE THIRD ASSASSIN - THE CANNIBAL KING 

The players have a chance to come face-to-face with the mastermind of the assassins, the Cannibal King Azari. 

SETUP: A room representing a hidden room under the pavilion where the Congress of Steam is to convene. An or- 
ange line should be taped to the ground. This indicates a line that the players and the assassin NPC cannot cross 
during combat (to prevent any actual contact). (NOTE: In this encounter there is no second dotted orange line 
placed about 5 yards behind the first orange line which in other areas is the line that the assassins there cannot re- 
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treat past.) 

PROPS: Roll of orange tape, to mark the floor of where the players and 
NPC can move. 15 blue crumpled pieces of paper representing throw- 
ing knives used by the Cannibal King. A Pool Noodle with string at- 
tached is used as the Cannibal King's spear. 

NPCS: One person to play Azari, the Cannibal King. 

GM DESCRIPTION (BOX TEXT): 

Once the players have entered the area by the GM reads the following 
description: azari, the cannibal king 



You find yourself in the basement of an ornate building. It is clear that this is the very pavilion that the Con- 
gress of Steam is to be taking place very shortly. The room seems filled with explosives, but they have not all been 
connected to the detonator yet. 

In the middle of the room you see the leader of the Cult of the Blue Hand, Azari, the Cannibal King as he 
eyes you up carefully. It is clear that whatever happens here will determine if there is peace in our time or not. 
But the Cannibal King has something to say to you... 



The Cannibal King can make whatever statement he wants, but his final statement should be: 



[To Henry the Explorer] Now, my minion! Attack and Kill them! 



Henry the Explorer should move quickly out of fear (as from his perspective, the Cannibal King has just ordered one 
of the players to attack him). This may prompt the player to kill Henry by shooting him with a crumpled piece of 
paper, believing him to be a spy of the Cult of the Blue Hand. If this is the case the Cannibal King's ruse has 
worked, because Henry the Explorer is innocent, and the Cannibal King has fooled them into killing one of their 
party. 

If the players try to use any of the equipment that they have been given the items of equipment will have 
the following effects: 




Banana: No effect. 

Gun: No effect (lose one use for each attempt). 

Psychic Paper: Reads "Henry is a friend". 

Sonic Screwdriver: No effect (lose one use for each attempt). 

Flare: Catastrophic failure, as the flare sets off all the explosives in the room causing an 

explosion that kills everyone as well as all the delegates at the Congress of Steam! 



The final encounter is a straight up battle. The Cannibal King will fight the group until they all perish, or un- 
til he dies (and he has 4 hitpoints as he is the final boss). Henry the Explorer, if he has not yet offered the extra am- 
munition to the players can do so at this time if they are running low. If Henry has been killed, the GM may inform 
the players that it looks like Henry has extra ammunition near his body. 

If the players use a flare in the room, especially as a weapon to shoot Henry or the Cannibal King, the flare 
will ignite the explosives and set them off. This causes an explosion that kills all the players and the villain and de- 
stroys the building and all the delegates at the Congress of Steam! Bullets from guns, or charges from the sonic 
screwdriver will not have the same dangerous effect in the room, only the flare has such dangerous unavoidable 
consequences. Likewise, shooting explosives will not set them off. 



346 



ENCOUNTER #14: HEROES WITHOUT A FANFARE 

The GM can sum up the events for the players if they find themselves victorious or as failures. 
SETUP: No special setup, this encounter is read at the end of the battle. 
PROPS: Buttons for those who have survived, buttons for those that have died. 
NPCS: None. 

GM DESCRIPTION (BOX TEXT): 

If the players have failed in their attempt to stop the Cannibal King, the GM should read the following: 



It seems your whole party has perished. The Cannibal King and the Cult of the Blue Hand continue their plans to 
spread anarchy throughout the world. If the safety of the Congress of Steam were only up to you, the world has 
been lost. An explosion is heard underneath the pavilion and the agonizing screams of innocent people can be 
heard through the streets. You can leave here now, and perhaps in the next day or two see what it might have been 
like had you been successful here. 



If the players have succeeded in their attempt to stop the Cannibal King, the GM should read the following: 



It seems that the Cannibal King is dead. The explosives around you are no longer a threat. You have prevented one 
of the greatest terrorist threats of all time. The Congress of Steam is set to begin shortly, and you can hear the 
voices of the ever growing number of delegates from around the globe. In the pavilion outside, no one is the wiser 
to your heroic accomplishments. Go forth knowing that you are heroes who have given the world a chance at 
peace! 



Remember that the players should be sworn to secrecy that they will not tell others about the adventure un- 
til the next day, so be sure that the players do not return to the same location where the next group of player might 
be waiting, as they will want to discuss the fun that they just had. (gi 



TESLfiCON IV LIVING DUNGEON 

At TeslaCon IV, the DDWRPG staff had a chance to set up the "Lurking in the Shadows" living dungeon sce- 
nario that was just laid out in this issue. The adventure was played on the Thursday of the convention (31 October 
2013) and served as a bridge into the plot that enveloped the whole plot of the fully immersive convention. Players 
who participated had an extra layer of immersion and experience in regards to the convention's on-going plot. 

On the next pages is a full photo by photo walk through of the living dungeon as some of the different 
groups of players experienced it in an actual game. This will help readers and Game Masters see what the experi- 
ence might be like. The photos are of various groups, and not all succeeded in each challenge, and not all of the 
groups successful defeated all of the assassins. 

WATCH A FULL WALK THROUGH 

To see a full video of the "Lurking in the Shadows" living dungeon experience one can go on-line and watch 
the dungeon being played at TeslaCon IV at the following link: 

LURKING IN THE SHADOWS - LIVING DUNGEON (TESLACON IV) 
https://www.youtube.com/watch?v=_S2hFAmBqms 
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1) PLAYER BRIEFING - The players are given the initial briefing by 
the Game Master and the letters from Lord Bobbins sending them 
on the mission to save the Congress of Steam. 




2) THE LOGIC PUZZLE - The players encounter the Automaton ro- 
bots who guard the door to the catacombs, and pass by logic... 




3) THE ACID ASSASSIN ATTACKS - Having entered the room pro- 
tected by the automatons, the players encounter the Acid Assassin 
who attacks them! 




4) DEATH IN A POOL OF ACID - The Acid Assassin is killed, but the 
players need to figure out how to leave the room... 




5) THE VIALS PUZZLE - The players need to figure out which liquid 
will allow them to escape the room, and read the clue. 




6) THE GRID OF DOOM - A Mysterious grid is found in the cata- 
combs. How can one pass across it safely... 
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7) CAREFUL CROSSING - Some players jump from square to square 
to avoid the dangers that the grid might pose to them. 




8) THE CHASM ENCOUNTER - The players encounter the chasm 
and have to pick someone to lead them across. 




9) DANGEROUS CROSSING - Given instructions by another team 
member, the blindfolded player draws the groups path across the 
deadly chasm. 




10) RETURN TO SAFETY - The team has made it across the chasm 
safely and can continue on through the catacombs. 




11) WHO IS THIS - The players encounter Henry the Explorer in the 
catacombs. What is he doing there? 




12) ENCOUNTERING THE SWITCHES - With little help from Henry, 
the group has to figure out the pattern of the switches that helps 
them move on through the adventure. 
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13) CARD PUZZLE - The players encounter a puzzle made of cards 
that they need to figure out. Can they get the combination 




14) DEBATING THE ANSWER - The players wonder if the solution is 
related to the game of Blackjack or to Texas Hold 'Em... 




15) FINDING THE ANSWER - The players find the correct combina- 
tion, which lets them through the next door and to face the next 
challenge. 




16) MISTER SLIGHT OF HAND-TO-HAND - The second assassin of 
the blue hand cult is an expert with deadly poisoned playing cards. 




17) THE COMBAT BEGINS - The assassin flicks cards at the players 
who aim to protect the Congress of Steam. 




18) ON TARGET - The players are able to target the assassin and 
shoot him with their paper guns. 




19) THREAT ELIMINATED - The Slight of Hand-to-Hand assassin lies 
dead, cards scattered about him. 




20) THE QUEST CONTINUES - The players continue their journey, 
but Henry the Explorer has his own idea... 




21) TEA TIME! - Henry the Explorer breaks out a mini tea set and 
offers a warm cuppa to the players. 




22) A LITTLE DRINK - Some choose to join Henry for a short tea 
break, others pass as they distrust the explorer. 




23) ONWARD IN THE CATACOMBS - The players continue to move 
onwards to the next encounter area. 




24) ENCOUNTERING THE RIVER PUZZLE - The players find a puzzle 
that they must beat, figuring out the logic of the river crossing. 
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25) TRYING THE BUTTON - Player Klinger tries the button after 
inputting the group answer to the puzzle. 




26) THE CANNIBAL KING - The group makes it to face the Cannibal 
King, leader of the anarchist Cult of the Blue Hand. 




27) FACE OFF! - In a room full of Explosives, the lead assassin 
threatens the whole Congress of Steam! 




28) THE INSIDER IDENTIFIED - The Cannibal King orders his minion 
to attack the other players! 




29) IS IT HENRY THE EXPLORER? - The players try to figure out the 
nature of the assassin's threat. 




30) DEATH OF THE CANNIBAL KING - The players attack, and after 
a valiant battle, the Cannibal King is mortally wounded, and the 
Congress of Steam is saved! 
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BEHIND THE SCENES) CATCHING UP WITH FRIENDS - The dungeon 
crew catch up with friends who have played in their on-going Doctor 
Who role-playing game campaign. 



BEHIND THE SCENES) THE GM'S OPINION - Bridget our Game Mas- 
ter gives us a "Bridget" (thumbs up) on the event. 





BEHIND THE SCENES) READY TO PLAY - Players get ready to start BEHIND THE SCENES) TAMELA AND DOMINIC - Looking quite Victo- 
their adventure into the catacombs. rian the pair enjoy the con. 
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EVENT REPORT: MSOE DOCTOR WHO 50th ANNIVERSARY SCREENING 

On Saturday, 23 November 2013 the world would be celebrating the 50th Anniversary of the Doctor Who 
series with the broadcast of the series' special episode called "The Day of the Doctor". Simulcast around the world 
to 94 countries all at the same time, the event would be the largest television drama event ever seen to this point in 
history. Though the university quarter had ended the day before and were on break at the Milwaukee School of 
Engineering, the MAGE science-fiction and gaming club along with the Student Union Board (SUB) programming 
body sponsored an event for students and university community members to enjoy the event. 

Attended by 58 people to include students, alumni, faculty, staff and friends, the screening organized by the 
students featured many special moments. The highlight of the screening was of course viewing the show's 50th 
Anniversary story which was met with cheers and clapping. Other events included numerous prize give-aways 
which includes Blu-Ray Doctor Who series box sets, DVDs, sonic screwdriver toys, a TARDIS beach towel, action fig- 
ures and more. Doctor Who games were played after the show to include role-playing games, monopoly, and a play 
test of the newly minted "The Rory Adventure Game" [which will feature in a future issue of DDWRPG]. The event 
also featured Jelly Babies for everyone in attendance to enjoy and eat. Games were enjoyed until BBC America re- 
broadcast "The Day of the Doctor" at which time additional attendees arrived to watched the show with those who 
had waited to see it again. Overall, it was another amazing day of Doctor Who and gaming for all. 




THE MSOE YARN ENGINEERS' DOCTOR SOCIALIZING BEFORE THE SCREENING NICK SHOWS OFF THE TARDIS BRACELET 



WHO SCARF LONG ENOUGH FOR TEN THAT MAX MADE FOR HIM 



A FULL HOUSE FOR THE SHOW THE DAY OF THE DOCTOR UNDERWAY THE CROWD ENJOYS PRIZES AND 

GAMES AFTER THE SHOW 




PLAYING THE RORY ADVENTURE GAME DOCTOR WHO ROLE-PLAYING GAMES ANOTHER CROWD FOR THE SPECIAL'S 

(Coming to DDWRPG very soon!) WERE ENJOYED AFTER THE SHOW REBROADCAST ON BBC AMERICA 
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EVENT REPORT: CHICAGO TflRDIS 2013 

photos by Dennis Kytasaari and John Lavalie 





PRE-CON STAFF MEETING 



If there was one convention most strongly devoted to Doctor Who role-playing games it would be the Chi- 
cago TARDIS Doctor Who convention. Held in 2013 at the Lombard Westin hotel from November 28th through 
December 1st, the convention this year added a whole track of Doctor Who gaming to its already amazing lineup 
of guests, panels, autograph and photograph sessions. And who better to oversee this gaming? How about the 
staff and contributors of this very fanzine, who work hard every year as the primary staff of the convention. Here 
is a look at the amazing Doctor Who event that featured a record 2,700 attendees. 

Staff members showed up to the convention as early at Wednesday morning to start setting up the stage 
areas, audio-visual equipment, and video rooms. Thursday was Thanksgiving Day but that did not keep the staff 
away from their final adjustments or the most eager of fans lining up to get their registration packets that evening 

before the convention. Attendees who 
purchased all-access or reserved mem- 
berships had the chance to interact and 
meet the guests early at a special recep- 
tion on Thursday evening. This was a 
chance to meet the actors, have some 
snacks, enjoy a soda, and ease into the 
fun of the event. 

Most of the staff made sure to 
meet at the pre-convention staff meeting 
in which they ironed out rules, policies 
and procedures that they would be fol- 
lowing at their convention. The game 
room staff took the time to set up the 
gaming room for the next day, and the 
crew that covers tech-world made sure to 
set up all the items that they needed to. 
Some of the DDWRPG staff would also be 
working the green room, and making sure 
to provide hospitality to the convention's 
primary guests. There was still time for 
the group to make sure that they got the 
obligatory TARDIS picture before they 
went on to finish their work late on 
Thursday night. 

Friday morning was the official 
start of the Chicago TARDIS convention. 
Attendees started arriving very early in 
the morning and there was a large line by 
the time registration opened at 9am in 




THURSDAY'S REGISTRATION LINE 



, _..r~%— ; 



STAFF AT THE THURSDAY RECEPTION 



JOHN HELPS SET UP TECHWORLD 





COLIN BAKER AND PAUL McGANN 



STAFF'S OBLIGATORY TARDIS PIC 
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FRIDAY'S REGISTRATION LINE 




ADRIC AND MARA, TOP VOLUNTEERS 




K-9 MEETS A YOUNG FAN 



the morning. Panels and events began at 
10am and the events on the schedule be- 
gan in earnest. The first event that was 
held in main programming included a fire 
up event called "Convention 101" which 
explained the details of doing a convention 
for first timers. Hosted by Jennifer Adams- 
Kelley and Steve Hill, the panel gave the 
whole event good perspective especially 
for anyone new to a con. The hallways 
were soon full of fans, some of whom 
wore excellent and colorful costumes. 

Some of the earliest panels had 
smaller attendance numbers but as the 
day continued the numbers grew. A panel 
featuring Michael Jayston who played the 
Valeyard in "The Trial of a Time Lord" and 
Terry Melloy who twice played Davros in 
the original series featured great anec- 
dotes that the actors had of their time in 
the series. 

A panel on the Doctor Who Big Fin- 
ish audio adventures started to see an in- 
crease in turnout at the panel. Having the 
producer and some of the Big Finish voice 
actors talk about their radio-play like ad- 
ventures brought in fans who have been 
following the line since the late 1990s. 
Unfortunately, Nicholas Briggs, who di- 
rects many of the audios, as well as voice 




PANELS WERE UP AN RUNNING 




JENNIFER GIVES A CON-GOING 
OVERVIEW AT THE FIRE UP 



MICHAEL JAYSTON AND TERRY MELLOY 



DDWRPG EDITOR NICK WITH MOST OF THE GUESTS AT CHICAGO TARDIS 2013 
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A BLACK CYBER SCOUT COSTUME 



THE BIG FINISH PANEL 



THE DEALERS ROOM WAS PACKED 



PHOTOS WITH THE COMPANIONS 



acts on the series as the voice of the 
Daleks and the Cybermen, could not at- 
tend the convention due to professional 
commitments. Some fans missed his being 
there, so hopefully he will return to a fu- 
ture convention. 

At mid-day, the dealers room at 
the convention opened up to a large 
crowd that waited to go and enjoy the 
large selection of sci-fi items available for 
the sale. Products ranged from books, to 
magazines, to posters, to pins, to toys. 
With this being the 50th Anniversary of 
the series there was a significant selection 
of Doctor Who items as the BBC and its 
licensees took advantage of the shows re- 
surgence and popularity. The dealers 
room remained one of the busiest loca- 
tions throughout the convention. 

Noon time also saw the autograph 
and photograph events at the convention 
begin, where attendees could pay money 
for an autograph or a photos with a guest 
(or group of guests). This is always one of 
the most popular events at the convention 
with many people making time to enjoy 
this personal experience. The convention 
featured a virtual queue to help alleviate 
some waits, but the sheer number of at- 
tendees slowed this process down and 
caused a few schedule changes. Some at- 
tendees complained about the additional 
cost of autographs and photographs, but 
compared to other events, the cost at Chi- 
cago TARDIS (generally $25 per opportu- 
nity) was well below the cost of other me- 
dia conventions. 

Main programming soon filled 
when Paul McGann took the stage and he 
was soon joined by Daphne Ashbrook. 
Having recently acted in the prequel "The 
Night of the Doctor", McGann said he 
loved returning to the role, and added that 
the reason Dr. Grace Holloway was not 
mentioned in his farewell speech (he men- 
tioned the names of many of his audio ad- 
venture companions) was that the BBC did 
not have the rights to Grace's character. 
The omission of Grace was not accidental 
versus a legal issue. 

At 10am on Friday, the Game Room 



DAPHNE ASHBROOK AND PAUL McGANN 




ONE-ON-ONE SESSION WITH LARS 




VIRTUAL QUEUE ROOM 




NINA TOUSSAINT-WHITE 




FANS IN THE LOBBY 
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PLAYING THE RORY ADVENTURE GAME 




A LOOK AT OUR UPCOMING GAME... 




JOEY RUNS FIND IT! 




DOCTOR WHO MICRO UNIVERSE GAME 




at the convention opened in full swing as 
the DDWRPG staffers took to facilitating 
Doctor Who gaming experiences for the 
attendees that were interested. This 
turned out to be quite a number of people 
as over the weekend hundred treked into 
the room and took the time to either play 
or observe some of the games going on. 

Many Doctor Who games were fea- 
tured, primarily Doctor Who role-playing 
games. Other games included two games 
that will be published in future issues of 
DDWRPG to include The Rory Adventure 
Game and Find It! Doctor Who Monopoly, 



DOCTOR WHO MONOPOLYTO PLAY 



CHICAGO TflRDIS 
ADVENTURE MODULES 

The following Doctor Who RPG adven- 
tures were run at the convention, some in 
multiple slots... 

"BLINOVITCH SUPER NOVA" (by Neil Riebe) 

- The players attend a party held by space explor- 
ers on 21st Century Earth. Somewhere at the 
party is a temporal anomaly that the players must 
find before it destroys Earth! [Coming in a future 
issue of DDWRPG] 

"CHASING AMYZAKRIEL" (by Jack Kessler) 

- It's a holiday weekend at UNIT Base 36, so relax 
and catch that escapee from the Shed before the 
Minister's surprise visit! Players take on a mix of 
original and bit characters from the show. 

"DIME STORE HEROES'' (by Jack Kessler) 

- Space and time go all wibbly-wobbly and sud- 
denly you're on the run from Sontarans, Cyber- 
men, and your time is running out as the clock- 
work automatons approach. Can you reverse the 
polarity of the neutron flow in time? Players cus- 
tomize the generic characters from the box set. 

"GOD SAVE THE KING" (by Anna Kaas) 

- The TARDIS travels back in time and is recruited 
by the Crown to undermine a meeting of political 
extremists and domestic terrorists. 

"TELLECON" (by Allison Haas and Anna Kaas) 

- The TARDIS crew finds themselves in Future! 
Chicago, and a mysterious telecommunications 
signal is making the local populace act a little 
strangely. 

"TERMINUS ALERT!" (by Neil Riebe) 

- The players are in a race against time to save the 
Terminus Space Station from being destroyed by 
saboteurs. [Featured in DDWRPG Issue #18 under 
the title "Glitz and Dibberz Runaway Bomb"] 




FASA and TIME LORD DISPLAY 




CUBICLE 7 DWAiTS RPG DISPLAY 




ADVENTURE MODULE BEING PLAYED 




ALLISON RUNS A DOCTOR WHO RPG 




MAGIC: THE GATHERING CARD GAME 
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A PANEL ON DOCTOR WHO RPGs 




NEIL GIVES AN RPG EXAMPLE 




the Doctor Who Card Game, the Doctor 
Who Micro Universe Game, and few other 
non-Doctor Who games were also avail- 
able for attendees to enjoy. 

At 2pm a panel was held on Doctor 
Who Role-Playing Games that featured 
DDWRPG staffers Allison Haas, Anna Kaas, 
Jack Kessler, Neil Riebe, and Nick Seidler. 
The group covered the various Doctor Who 
RPGs that had been released over the 
years, and compared and contrasted them 
to an interested audience of over 50 peo- 
ple. Product updates, including how other 
Cubicle 7 releases such as Primeval and 
Rocket Age are also compatible with the 
current game, was one of the highlights 
that were of interest to the attendees. 
The announcement of a 50th Anniversary 
DWAiTS rulebook also surprised many 
people. The staff of DDWRPG led the 
panel well and also demonstrated the 
depth of gaming knowledge and experi- 
ence that the group has. 

After the panel, slots of games 
were played for those who wanted to try 
the game. Many first-time players were 
introduced to the joys of RPGs through 



D WRITS LIMITED EDITION 
RULEBOOK ANNOUNCED 

Two days before the Chicago TARDIS con- 
vention began, Cubicle 7 announced that 
a special Doctor Who-Adventures in Time 
and Space Limited Edition Rulebook to 
celebrate Doctor Who's 50th Anniversary 
would be released. The hardcover book is 
now available for pre-order at their web- 
site. Act quickly as it ships in April 2014! 



A GOOD CROWD AT THE PANEL 




ALLISON TALKS ABOUT GAMING 



ANNA EXPLAINS THE GAME., 




...THEN RUNS ONE FOR THE CROWD 




NEIL GAME MASTERS AN ADVENTURE 




ALLISON AS THEGM 




PLAYING C7's DOCTOR WHO CARD GAME 
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JACK GAME MASTERING 




2nd AND 5th DOCTOR COSTUMES 




GAME STAFF WITH ORIGINAL COSTUMES 



the Doctor Who role-playing games that 
the staff were running. Role-playing 
games were scheduled through the day on 
Friday and Saturday and a variety of differ- 
ent scenarios were presented by the Game 
Masters. The Game Room was not open 
on Sunday as the space was needed for 
the brunch event, but had it been there 
would have been continued interest. 

One of the more interesting oppor- 
tunities for fans at Chicago TARDIS conven- 
tion was to see some of the original Doctor 
costumes. Brought to the USA by Andrew 
Beech, curator of the Doctor Who Experi- 
ence, fans had a chance to see up-close 
the original costumes worn by the 2nd, 
5th, 6th, 8th, and 9th Doctors! 

More panels were held through the 
weekend. One of the more engaging 
guests was Dan Starkey who is best known 
for his role as Strax, though he has played 
numerous Sontarans on the series. Per- 
haps most delightful was learning that he 
himself was a fan of the series and that he 
took a large amount of time to learn the 
background of the Sontarans themselves 
so that he could always present his role in 
an accurate way. 

Rob Warnock and Nick Seidler led a 
panel on music in the Doctor Who series. 




MORE GREAT PANELS 




ROB AND NICK TALK ABOUT MUSIC 




MUSIC PANEL CROWD 



DAN STARKEY TALKS ABOUT STRAX 






COMPANIONS SIGNING AUTOGRAPHS 



THE THREE DOCTORS WITH NICK, EMILY, ALEX, ANNA, JOHN, AND JOEY 
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"LOVE LETTERS" PERFORMERS 




SATURDAY'S PACKED HALLWAYS 



PERFORMING THE THEME AT THE OPENING STEVE HOSTS "THE POWER OF THREE" GAME 



The pair compose an original variation on 
the Doctor Who theme for each year's 
convention, which this year was per- 
formed at the opening ceremony to clips 
of every Doctor Who story of the past 50 
years. To top that, with Rob Warnock tak- 
ing the lead, the group also composes a CD 
worth of original Doctor Who inspired mu- 
sic which is played through out the week- 
end giving the convention all original mu- 
sic annually. Due to scheduling and auto- 
graph and photograph events running over 
time, the convention's opening ceremony 
was short and did not feature introduc- 
tions of the guests as it has in the past. 
This was scheduled but occurred because 
of the large number of attendees. 

Friday's events ended with Steve 
Hill hosting the popular original trivia 
game 'The Power of Three" pitting differ- 
ent people's knowledge of the series 
against one another. After this was an 
amazing and emotional performance of 
the two person play Love Letters per- 
formed by Louise Jameson and Colin 
Baker. The emotional and humorous play 
is told by readings of love letters ex- 
changed between a couple. The veteran 
actors pulled of the triumph of the con- 
vention with their heartfelt and believable 
reading of the A. R. Gurney classic from 
1988. There was not a dry eye in the 
house as they took everyone on a journey 
of love from youth to death. Events like 
this are worth the convention's admission 
alone, and seeing professional actors of 
this quality perform is a real joy. 

Saturday's crowd was the largest of 
the weekend, as certain events highlighted 
the activities. Dick Mills gave an overview 
of the BBC Radiophonic workshop and 




STEVE AND JENNIFER AT FIRE UP 2 
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FREEMA AGYEMAN STAFF PHOTO 




DDWRPG STAFF ENJOY THE CON 




RADIOPHONIC WORKSHOP PRESENTATION 



TECH CREW WITH DICK MILLS 




STANDING ROOM ONLY 



McGANN BECOMES THE PHOTOGRAPHER 
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PETER DAVISON AND SARAH SUTTON IN MAIN PROGRAMMING 




DUBBERZ IN THE HOUSE OF MADNESS, 
DDWRPG CONTRIBUTORS ENJOY THE CON 



walked through the parts of the Doctor 
Who theme one audio element at a time. 

Panels featuring Peter Davison and 
Sarah Sutton, as well as Colin Baler and 
Nicola Bryant were favorites of the atten- 
dees on Saturday. The Doctor and com- 
panion pairings told stories of their time 
on the series and shared humorous stories 
about their experiences on set. Each of 
the actors expressed how unique the se- 
ries is, in that the actors become part of a 
special Doctor Who "family" that they are 
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COLIN BAKER AND NICOLA BRYANT TALK ABOUT THEIR ERA 
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DALEK THAT OPENS 




BEING ENJOYED BY GLENN 




BACKSTAGE BEFORE THE MASQUERADE 



THE LITERAL "MASTER" OF CEREMONIES 




a part of and even make friends among 
themselves due to their shared experi- 
ences. The actors echoed the fact that in- 
terest continues in their work decades af- 
ter their involvement was both surprising 
and wonderful. This year's convention 
featured guests that appeared in the eras 
of the 2nd, 4th, 5th, 6th, 7th, 8th, 10th and 
11th Doctors— giving an accurate and wide 
-ranging overview of what it was like to 
work on over 5 decades of the series. 

Saturday evening featured the ever 
popular masquerade event. Many elabo- 
rate and interesting costumes were pre- 
sented. A white robot throwing out 
"missing episode" tins was greeted with 
cheers, while an accurate War Doctor cos- 
tume got a strong round of applause 
(especially considering the episode "The 
Day of the Doctor" had only aired one 
week before the costume contest). 
DDWRPG staffer Jack Kessler and his wife 
(and her amazing costuming talents) were 
recognized for their mastercraft work of 
costumes of Kassia and Tremas from "The 
Keeper of Traken". Perhaps most adorable 
was a young child in a 6th Doctor costume 
which won the hearts of the crowd. 

The evening began to come to a 
close with a Mysterious Theater 337 riff- 
trax style performance that put "The Five 
Doctors (Special Edition)" directly in the 
crosshairs. The show tickled the funny 



V 





MINIATURE 6th DOCTOR WINS 




THE m orTOBi 

SPF 41 F r "Ml 



MYSTERIOUS THEATER 337. 




MASQUERADE COSTUMES 



AFTER MT337 THE CAST DO A TALK BACK 
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BRITROCK AND KARAOKE PARTY 




SUNDAY BRUNCH 




BRUNCH TABLE WITH PAUL McGANN 



bone of attendees while celebrating the 
series at the same time. Saturday's activi- 
ties ended with the Britrock party and 
Karaoke event. Room parties abounded, 
as well as people enjoying the socializing 
that is always found at LobbyCon. 

Sunday saw attendance numbers 
drop which made it easier for most to ex- 
perience the many elements of the con- 
vention. A brunch giving con-goers who 
has signed up and paid for the event a 
chance meet the guests one on one and 
enjoy a meal became a special event for 
those that participated. Peter Davison left 
the brunch early to present to the atten- 
dees in main programming a live audio 
commentary. He explained the back- 
ground on his 50th Anniversary Doctor 
Who comedy 'The Five Doctors (ish) Re- 
boot" much to the delight of the crowd. 
Other events included a crafting panel as 
well as numerous author talks such as Gra- 
ham Burke and Robert Smith? speaking 
about their latest book "Who's 50. 

One of the most enjoyable sur- 
prises of the convention came as the five 
companions thrilled the audience with an 
unexpected rendition of the "12 Days of 
(Whovian Christmas". The crowd clapped 
and laughed (especially to the refrain of "5 
lost stories!") and the song was a treat for 





PETER DAVISON'S LIVE COMMENTARY 
ON "THE FIVE DOCTORS (-ISH) REBOOT" 




GRAHAM AND ROBERT'S "WHO'S 50 
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SURPRISE SONG AS... 





CRAFTING PANEL 



...THE COMPANIONS SING THE "12 DAYS OF (WHOVIAN) CHRISTMAS" 
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MORE EXCITING PANELS 



FEMALE FANDOM DISCUSSION 




FREEMA ENJOYS THE CON 



all who caught it. This started an amazing 
set of panels that were on-stage in main 
programming on Sunday. 

The companions panel, was shortly 
followed by Freema Agyeman talking 
about her time on the series as the 10th 
Doctor's companion Martha Jones. Having 
a new series main guest was a treat for the 
convention. It was especially endearing to 
hear Freema answer questions about the 
series. As this was only her second or so 
convention, her answers were candid and 
she often had to think about her answers 
rather than having a standard response. 
Her affection and love for the show as the 
"big break" in her career, was obvious and 
she made it quite clear that being associ- 
ated with the series is something that she 
treasures. 

Sunday's highlight was the three 
Doctors panel when Peter Davison, Colin 
Baker, and Paul McGann all appeared on 
stage together! The three lead actors all 
talked about their time on the series and 
made a point of theatrically huffing and 
puffing if a question was directed at a par- 
ticular Doctor rather than all of them. The 
panel gave many insights to the creative 
process and also the effect that the role 
has had on each actor. Like may of Sun- 




DALEKTEAM PHOTO 




NEW SERIES GUEST STAR PANEL 




THREE DOCTORS PANEL 




DOCTORS FIVE, SIX, AND EIGHT ON STAGE TOGETHER 
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THE GUESTS THANK THE TECH CREW AND THE CONVENTION STAFF 




JENNIFER AT CLOSING CEREMONIES 



THE WRITERS BID FAREWELL 




KIND WORDS FROM THE GUESTS 



day's panels their time on stage ended to a 
standing ovation on behalf of the de- 
lighted and happy crowd. 

Shortly after the Doctor's depar- 
ture, the convention found itself coming to 
a close. The closing ceremonies welcomed 
back to the stage many of the guests who 
had made the gathering so memorable. 
Some guests, such as the three Doctors 
and Freema Agyeman, missed this event 
due to the flights that they needed to 
catch in order to return home. However, 
there were plenty of moments that the 
crowd shared. Tony Lee, the comic book 
writer, wished the convention well as he 
announced it would be some time before 
he returned again (as IDW's contract with 
the BBC for comic books has come to an 
end). Guests like him took turns wishing 
the attendees well and thanking the audi- 
ence for such a warm and welcoming at- 
mosphere. With the primary companions 
wrapping up the event and bid everyone a 
farewell the Chicago TARDIS 2013 conven- 
tion officially wrapped up. 

For the convention staff there were 
still a number of responsibilities left as 
everyone pitched in to help clean up the 




THE COMPANIONS SAY GOODBYE 




A FEW LAUGHS AT CLOSING CEREMONIES 



THE CONVENTION OFFICIALLY ENDS 
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BACKSTAGE AS THE CON ENDS 




VOLUNTEER PARTY AFTER THE CON 




GUESTS THANK THE STAFF IN PERSON 



various elements of the event. The staff 
and crew quickly tore down the main pro- 
gramming, video, and panels rooms to get 
as much cleanup done before the staff and 
volunteer party at the end of the conven- 
tion. 

On Sunday evening, the staff of the 
convention gathered to unwind at the 
pizza party held in their honor. Numerous 
guests such as Daphne Ashbrook, Nicola 
Bryant, Frasier Hines, Michael Jayston, and 
Dan Starkey stopped by to thank the con- 
vention team for their hard work and a 
well orchestrated event. Such kind words 
and positive exchange of the admiration of 
hard work and effort motivated the con- 
vention staff to look forward to another 
year. 

The event came to a close for our 
staff with the traditional annual game of 
Who, Lose or Draw. This year Michael Jay- 
ston and Dick Mills joined the game as the 
players tried to figure out what Doctor 
l/l/7?o-related topic was being described 
using only pictograms. Laughter and a 
good game ended the convention on a 
high note for our staff. Chicago TARDIS 
2013 can count itself as the most success- 
ful event for the convention so far. 




KIND WORDS ON THE CON'S SUCCESS 




BEST WISHES UNTIL NEXT YEAR 



DDWRPG CHICAGO TARDIS 
STAFF ACKNOWLEDGMENTS 

A special thanks to the following 
DDWRPG staff members who volunteered 
and worked hard to make the Chicago 
TARDIS Doctor Who convention the suc- 
cess that it was and who helped with our 
reporting of the event: 

Jennifer Adams Kelley, Bryan Baumann, 
Joey Dusel, Alex Fuerst, Eric Fettig, Allison 
Haas, Steve Hill, Anna Kaas, Jack Kessler, 
Bob Kohlmetz, Jon Kuderer, Dennis Kyta- 
saari, Jeff Miller, Mike Olson, Neil Riebe, 
Emily Save la, Steve Schwa i, Nick Seidler, 
Ruth Ann Stern, Al Sumner Jr., and Rob 
Warnock. 

And an additional thank you to the many 
other con staff, volunteers, and helpers 
that made the convention a success. 




ANNUAL GAME OF WHO, LOSE OR DRAW 




MICHAEL JAYSTON JOINS THE GAME 




DICK MILLS TRIES TO FIGURE OUT A CLUE 




DICK TRIES HIS HAND AT DRAWING 




ENDING THE NIGHT WITH A CLUE 
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LOCATIONS GAZETTEER: DERELICT SHIP OZ-T 437 

Drifting in deep space in the void wastes near vector A-24 in an alien spacecraft of unknown origin. This 
spacecraft is labeled on its rear tail section as "OZ-T 437". There are no other markings on the vessel whatsoever 
that might give an idea of the vessel's origin. Inside the vessel all markings are in an unidentifiable language (that 
the TARDIS can translate) but the ship's logs have been wiped and there in no information on how the vessel got to 
its present location or what caused it to be abandoned. There are a number of escape pods on the vessel, able to 
hold the complement of 300 crewmembers that the ship could accommodate, but none of them have been 
launched. The ship itself has four large glowing nucleo-ion power plants. All of them are in working order. While 
the ship seems to be more of an exploration vessel, it does have four gun turrets that could be used for general 
ship's defense. A good investigation of the turrets and the state of the mechanics and one will realize that the gun 
turrets have never been fired. All systems aboard the ship are working perfectly, and there are no signs of a strug- 
gle aboard the vessel. Those encountering the ship have to deal with the its associated mystery. Si 




DERELICT SHIP OZ-T 437 ADVENTURE SEEDS 

The following are a few adventure seeds that fit the setting of Derelict Ship OZ-T 437. 

• Landing on the ship, the TARDIS crew discover that there is a breeding colony of Wirrn aboard the vessel. The 
Wirrn have programmed the ship to restart its engines and head towards a populated planet. The ship fires up 
and the players have to race against the clock to stop the vessel as it speeds towards civilization. 

• After the TARDIS lands, two other spacecraft find the OZT 437. One group is a salvage team that want the 
ship's bounty. The second group is an archeology team looking to discover the ship's mysteries. The two 
groups fall into conflict, before the archeologists discover that the ship is not actually abandoned. It turns out 
(continued next page) 
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(Continued from previous page) 

that the aliens that once lived on the vessel still do, and that they have evolved into energy creatures. The 
ship's engines serve a dual purpose, in that the creatures go to the engines to hibernate over long journeys. As 
the energy creatures awake, the salvage team started to tear up the ship and claim it for themselves as a sal- 
vage find. The energy creatures see this as a direct attack and start taking defensive action. The TARDIS crew 
have to sort out the situation and help all three sides find a peaceful middle ground. 

• The derelict spacecraft navigates its way through various well travelled space lanes. As it is unmanned it be- 
comes a dangerous vessel as it cuts off other ships in the lanes. A call goes out to investigate the dangerous 
craft, and the TARDIS crew respond to the request. Onboard, the crew discover that the ship's navigation sys- 
tem is preset and is continuing to follow its originally programmed course which takes it in an out of the current 
space lanes numerous times. The ship has been making this trip for the past 500 years on autopilot. But now 
that the crew are on board, it is discovered that the ship itself is about to make a jump into the heaviest of used 
space lanes including the location of where a major space station is now located. The players in a race against 
the clock to prevent the ship's jump into danger. But another complication occurs, just as the players are work- 
ing to stop the ship, the vessel's anti-piracy systems are activated. The ship will try to isolate the borders by 
locking down doors, decompressing certain compartments, and perhaps even activating robots or weapons sys- 
tems to repel the intruders. The players must help stop the very ship that is trying to kill them. 

• The derelict vessel finds itself immobilized directly on a border between two space empires. The players ar- 
rive on the ship just as it is being hailed by both sides. Each group sends a negotiation party to the ship, believ- 
ing the characters to be the ship's owners. At first, each of the representatives of the empire assume that the 
ship belongs to the characters and accuses the others of violating their borders. Eventually, both sides discover 
that the vessel has advanced technology on it (nucleo-ion power drives, advanced weaponry). The two empires 
both try to convince the players to sell them their technology, or if finding out the ship does not belong to them 
may try to take it by force. In short the players find themselves at ground zero of a border dispute in which the 
technology on the vessel can tip the balance of power to one empire or the other. 

• Landing on OZ-T 437, the players discover than on board its holds are two (a male and a female) of many dif- 
ferent kinds of alien species (including sentient species such as humans and Draconians). The ship seems to be 
some sort of arc. In reality, the ship's previous inhabitants were collecting specimens for their planet's zoo. The 
characters need to save the appropriate sentient species. However, unknown to them, the ship's original in- 
habitants are also in stasis aboard the craft, and will want to maintain their cargo. Complicating this is the fact 
that the original owners are also shapeshifters. The crew must rescue the people they can, while avoiding or 
stopping the shapeshifters from imprisoning the sentient species. 
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ADVENTURE MODULE: COD EN A ME 'QUfiNIK' 

by Steven Dieter and Nick Seidler 

"Codename 'Quanik' " is a Doctor Who adventure module set on the planet Earth in 2014CE. The player char- 
acters find themselves on a train caught in a snowstorm and discover that someone is after a passenger. This adven- 
ture module can be run with either the Eleventh Doctor and Clara or another group of time travelling characters. 

The player's TARDIS materializes on a passenger train that is making its way across Canada between Toronto 
to Ottawa. Outside the windows of the train, it can be seen that there is a building snowstorm outside. Characters 
who have the wherewithal to check any real-time weather report will discover that the snow is not predicted and 
nearby areas are unaffected. 

The players have a chance to explore the train itself. Heading towards the front will take them to the first 
class cars, while moving toward the back of the train will take the group to standard passenger cars as well as a 
transport carriage (that contains some shipping containers). If the players explore the back of the train, one of the 
players will get a text message sent from a member of UNIT. It requests help at this location and says help is needed 
in the dining car. Any attempt to reply to the message goes unanswered. Either by heading towards the front of the 
train, or after getting the message, hopefully the players will take in the amenities of the first class areas, which in 
this run include a dining car and a lounge. When first heading that direction, the players will encounter a train stew- 
ard, who will ask for their ticket if heading up towards first class. Once the players have figured out how to get past 
this concern, they discover the developing threat at hand. 

Making their way to first class and the dining cabin, they start to find that the people in the dining car are act- 
ing ill and passing out. Among the catered food, still being warmed by sterno heaters, are passengers that falling 
unconscious. The situation is rather serious, and some people seem to have slowing heart rates and dangerously 
low blood pressures. The crew members must step up and help rescue the people who have been affected and are 
in danger. There are also five UNIT soldiers on the train car that are gravely ill. One of those who is affected is 
Brigadier General C. G. I. Coupland. Judging by the insignia on his shoulder he is a Canadian member of UNIT. Next 
to BG Coupland is a cell phone (and if the players received a text asking for UNIT help, it was sent by him). He is on 
the edge of consciousness, and simply tells the group "the food". 

If the players investigate the food that those have eaten in the first class dining car, they discover that it has 
been laced with an alien compound that causes illness and unconsciousness. Due to some of the chemicals in the 
compound the players can determine that it is not of earthly origin and that some alien influence is involved. An ex- 
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act source cannot be assessed, though characters look- 
ing for technology or robots may discover small nano- 
bots at the method of delivery for the poison. Just as 
the players are checking the food, a young woman in 
civilian clothing enters that cabin, and seeing what is go- 
ing on steps up to help. She identifies herself as Beth 
House, a cadet at the Royal Military College of Canada 
who is returning to school after the holiday break. See- 
ing the UNIT soldiers she quickly checks on them as she 
reports to the players that she came up front to get help 
after the train attendant (who also ate food) passed out 
in the standard passenger cabin (after the players 
passed him). 

Beth helps identify the general to players and 
lets them know that BG Coupland is an important mem- 
ber of UNIT who oversees their Cyber-Command. If 
someone wants to invade Earth, they could get the secu- 
rity codes from him to disable UNIT'S command and con- 
trol system as well as the satellite warning network that 
helps protect the planet! Beth will explain that the train 
is on its way to Kingston (halfway between Toronto and 
Ottawa). This must be the destination for the com- 
mander and the UNIT troops as Kingston is the home to 
the Canadian Forces School of Communications and 
Electronics. It is also home to the Royal Military College 
of Canada and the 1st Division of the Canadian army. 
Unknown to Beth it is also the classified location of the 
home of Canada's Joint Task Force 2 special operations 
unit which is hosting UNIT'S operations in Canada. 

Outside, the snow has gotten much worse and 
the engineer is slowing the train down for safety. With 
the snow and wind being almost blinding, the train slows 
to a crawl. Players who also check any communications 
devices will notice that all systems are jammed. Not 
long afterwards, the train loses power and everyone 
finds themselves in the darkness. The train has stalled in 
the middle of the snowstorm a fair distance from its last 
station and with no obvious civilization nearby. 

The player characters must first deal with the 
panic of the passengers in the standard cabins. With the 
train not moving and thrust into darkness, as well as the 
heaters no longer working, the passengers are tense and 
could overreact complicating the situation at hand. 
OCdt Elizabeth House is willing to help with this if or- 
dered to, but she will be sure to first assist the UNIT sol- 
diers. The first class passengers cannot be quickly re- 
vived so she will assist the players in keeping calm as 
much as she can. But this becomes more difficult soon 
after... 

In the darkness two large hulking shapes lumber 
towards the train. The players can make rolls to notice 



IMPORTANT NPCS 

Brigadier General 
C. G. I. (Corel George Ingersoll) Coupland 

This Canadian general 
is head of UNIT'S Cy- 
ber-Command. He 
oversees electronic 
communications and 
security including for 
the network of satel- 
lites that help warn 
Earth of any alien in- 
~ - | | cursion. His family 
/ ' i fl made money in soft- 

ware and gave him a 
head start in computer 
security. The "Corel" name (which he despises) is a 
condition of a marriage contract — include the name 
or lose the family fortune. In turn, he goes by his ini- 
tials "C.G.I." or "George" when necessary. He is smart 
and cautious. With an extensive computer program- 
ming background he first gained the attention of his 
UNIT superiors when he assisted with the code break- 
ing of an alien transmission. He has been attached to 
UNIT from the Canadian Air Force for the past six years. 

Officer Cadet 
Elizabeth "Beth" House 





A fourth-year cadet at 
the Royal Military Col- 

■^* H ^fl lege of Canada ( RMC ) 

in Kingston, she is re- 
turning home from 
her holiday break and 
happens to be on the 
train. Beth is saavy 
and smart. She is 
more motivated and 
willing to step for- 
ward to act on the 
side of justice than 
most people her age. Beth is an up and coming soon- 
to-be officer. Her summer posting had been with the 
SkyHawks' parachute team giving her some limited air- 
borne jump experience. During the adventure she will 
have enough awareness to realize that she must help 
and protect BG Coupland. She will quick to realize the 
characters are allies. Her actions in the adventure 
might catch the eye of UNIT and get her a special post- 
ing there after her commissioning as an officer. 
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this themselves, otherwise passengers will notice and scream as large hulking figures make their way towards the 
train. As the creatures reach the train, they pull the doors off with their amazing strength and enter the train. 

The two figures that are making their way onto the train are Ice Warriors. The two Martian soldiers are a pair 
of scouts that have been sent to see if the Earth's defenses can be breached so that an Ice Warrior invasion can take 
place if their high command determines that an invasion would be strategic and useful. The scouts have spent the 
past three months monitoring Earth's satellite warning system and defense capabilities. They have determined that 
if they can capture BG Coupland that they can disable the warning system allowing the Ice Warriors to invade Earth 
if they so choose. The Ice Warriors' spacecraft is landed nearby, and they are using an atmospheric manipulator to 
cause the snowstorm itself (hence the storm's localized effect). The Ice Warriors were able to poison the food with 
a strong sedative that incapacitated the passengers who ate in first class (delivered through nearly invisible cyber- 
netic drone nanobots). The monsters also used an electromagnetic pulse to disable the lights and the power. How- 
ever, now that they left their spacecraft, they are unable to use the EMP device again (allowing the characters to re- 
store power at the engine if they take such an action). 

The Ice Warriors want to capture general Coupland and get the cyber security codes to the satellite system 
from him. They have no problem killing or harming anyone in the course of their mission. They are armed with 
sonic blasters and can also manipulate the weather (which they can do via their wrist unit). As the Ice Warriors 
board the train, this causes chaos as the armored beasts go through the cars searching for commander Coupland. 

It is up to the characters to keep Coupland safe and to protect the Earth. A few methods that can be used to 
defeat the Ice Warriors. Two of the incapacitated UNIT soldiers have pistols on them which can be used as weapons. 
Beth will be quick to discover this as a resource and let the characters know if they have not discovered the fact. The 
pistols though will only be marginally effective against the heavily armored Ice Warriors. As heat can harm or inca- 
pacitate the Martians, other solutions include using the sterno chemical heaters at the food buffet of the dining car 
as hastily improvised grenades or napalm bombs that can be lit afire. Restarting the engine of the train will power 
electrical wires and other heat producing elements can be used to subdue the invaders. Given an advanced techno- 
logical device such as a sonic screwdriver (or a laptop or smartphone), the Ice Warrior's own nanobots can also be 
reprogrammed to attack them and deliver the very chemicals used to incapacitate the people through the food. 

This players only need to incapacitate the Ice Warriors. Once done, they will be able to radio for more UNIT 
soldiers for backup. As a cadet, Beth will step up and shine, showing that she is top notch officer material, and with 
smarts and skills to boot. She will act with valor and vigorously support the characters. Her actions may be enough 
for her to catch the eye of the UNIT command and might get her a coveted UNIT posting after she gets her commis- 
sion. BG Coupland will recognize the crew's heroism and invite the characters to a special dinner with their UNIT 
friends in Canada before setting of in the TARDIS again. The UNIT file on the mission is labeled "Codename Quanik". 

Quanik is the Inuit term for "falling snow" which refers to the plan of the Ice Warriors to crash and disable the Earth's 
satellite network, the weather, and UNIT'S response in taking down the Ice Warriors and stopping their plan. 
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NPC FEATURE: K ARK SON 

by Pete Murphy 



Presented as part of our Non-Player Character feature this month is Korkson, a young man who is always 
looking to have a bit of a good time. 



KARKSON 





STR 


END 


DEX 


CHA 


MNT 


INT 


Level 


IV 


V 


V 


IV 


V 


V 


Score 


10 


19 


15 


10 


15 


15 



MAX OP 38 
END 


WOUND HEAL 

5 


IN ACT SAVE 12 

LEVEL III 


CURROP 38 
END 


FATIGUE HEAL 

5 


UNC THRESH 6 

LEVEL II 



Special Abilities: None 
Combat Statistics: AP: 9 

Unarmed Combat - Brawling 



V 



Skills - Level 



Administration 


-V 


Public Performance 


- V 


Carousing 


-V 


Sports - Hoverboard 


-VI 


Climbing 


-VI 


Streetwise 


-VI 


Construction 


- IV 


Vehicles Operation - Ground 


-VI 


Gambling 


-VI 


Verbal interaction - Haggling 


-VI 


Gaming 


-VI 


Verbal Interaction - Negotiation/Diplomacy 


-VI 



If using the Time Lord RPG: 





STR 


CONT 


SIZE 


WEIGHT 


MOVE 


KNOW 


DET 


AWAR 


LEVEL 


3 


4 


3 


4 


3 


4 


4 


4 



Skills - Level 




Acting [Awar] 


-2 


Bargaining [Awar] 


-3 


Brawling [Con] 


-2 


Bureaucracy [Awar] 


-2 


Driving [Move] 


-3 


Fisticuffs [Con] 


-2 


Gambling [Awar] 


-3 


Hoverboard [Con] 


-3 


McGuffin [Know] 


-2 


Mechanics [Know] 


-2 


Singing [Awar] 


-2 




KARKSON IN A BIT MORE TROUBLE THAN EXPECTED WHILE AT THE SOUTH POLE 
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If using the Doctor Who-Adventures in Time and Space RPG: 





AWARENESS 


COORDINATION 


INGENUITY 


PRESENCE 


RESOLVE 


STRENGTH 


LEVEL 


4 


4 


4 


3 


4 


3 


Skills - Level 














Athletics 


- 3 


Knowledge 


- 0 


Subterfuge 


- 0 


Convince 


- 3 


Marksman 


- 0 


Survival 


- 0 


Craft 


-2 


Medicine 


-0 


Technology 


-0 


Fighting 


-3 


Science 


-0 


Transport 


-3 



Appearance: 

Race: 

Sex: 

Height: 

Build: 

Looks: 

Apparent Age: 
Actual Age: 



Human (Earth) 

Male 

Tall 

Slim 

Average 
Young Adult 
26 



Recognition Handle: Karkson is tall and slim and often has a 
sneer on his face. 




KARKSON AS HE LOOKS EVERYDAY 



Brief Personal History 

Karkson was born into a rich family and so has had nothing to work for. He has never worked and done the 
basic minimum at school. 



Personality 

Motivations/desires/goals: Karkson is out for himself, he wants a good time all the time. As long as he is not 
bothered by anybody else. The only other interest apart from himself is his hoverboard which he is rather quite 
good at. 

Manner: Arrogant, vain, selfish, self-centered, egotistical and quite unbearable at times. 



STORY SEEDS FOR KARKSON 

THE RETURN OF THE VAXIO: The old Earth colonist town of New Caton, on the planet Walbrean in 4149CE, is a 
thriving and prosperous community. It has a major town centre with various shops and this spirals out to a several 
housing estates. These housing estates have plenty of lush green land surrounding it. Easy to grow fruits and vege- 
tables. Each small estate usually has several smaller shops and various drinking establishments. 

The TARDIS will land on the outskirts of one of these suburban estates. The Time Lord and his companions 
will see a man walking towards them down the middle of the road - he is swaying as if intoxicated, a lorry will hit 
the man knocking him to the floor and killing him. 

The Time Lord and companions will noticed that the man is covered in blue boils. An ambulance and the 
Sheriff will turn up. On investigating they will be informed that this is the seventh this week and that they have all 
died before being medically examined. The Sheriffs only clue is that they have all frequented the local tavern : 
Pele's Place. 

The TARDIS crew will obviously decide that this is the next place to visit, on arriving several screams are 
heard. The PCs will see two women screaming at a man who has collapsed - he has blue boils on his face. The Sher- 
iff who has followed in his car decides to take the man to the hospital. The Time Lord realizes that the hospital will 
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not be able to cope so will decide to take the man to the TARDIS medical bay. The companions will remain back at 
Pele's Place. 

The companions will find out that the owner of Pele's Place is in fact in league with the Mayor of New 
Caton and has been selling drugs to the youth. At first the drugs give a chemical high and then a virus infects the 
blood. 

While examining the man the Doctor will realize the cause of the infection is a narcotic but one not of that 
should be known on Walbrean. The Sheriff will get a call from the Mayor of New Caton. The Vaxio have landed 
and demanding rights to the town in their war with the Hefti and in return will give an antidote to the blue boil 
virus. 

The Time Lord will have already worked this out and that the anti-virus will be lethal to the Vaxio. The 
Vaxio leave. The companions will inform the Sheriff of the Landlord and the Mayor and he will take them under 
custody. 

The Doctor and companions return to the TARDIS - they have to get the cured man up and out of the 
TARDIS but when they enter the medical bay, he has already gone. The Doctor sets the TARDIS into flight. 



Story : 2 - (whatever is next in your campaign) 
Story : 3 - (whatever is next in your campaign) But... 



...at the beginning of story 3 - The TARDIS has landed, the Doctor and his companions are just about to leave when 
a man stumbles into the console room from one of the corridors - its Karkson, he runs past them and out of the 
TARDIS. 



SKATE OR DIE: Landing on a planet where sports are taken seriously, Karkson with his cocky attitude decides to 
enter into a hover board competition. He quickly signs paperwork to be able to enter. It turns out that thefine 
print of the paperwork details the fact that if he loses the competition he forfeits his personal property (hover 
board, clothing, etc.) and becomes an indentured servant to the winner. The winningest athletes on the planet 
have large contingents of indentured servants who live in utter poverty and must assist them until a time that 
their debt is paid (either 10 years elapses, or someone buys them out of the debt). The crew have to both save 
Karkson from his servitude but also find a way to restructure the balance of justice on the planet. 



POLAR PLUNGE: The TARDIS lands in Antarctica 
during Sir Ernest Shakleton's Imperial Trans- 
Antarctic expedition in late September of 1915. 
The ice flows around Shakleton's ship, the Endur- 
ance, freeze over and trap the ship. As is the 
case, the ice crushes in and strands the 28 mem- 
bers of the expedition as well as their dogs. The 
crew discover the crushing of the ice as the ship 
begins to splinter. As this happens, the Shakle- 
ton's team discover the characters. With the 
splintering of the ship, this marks a moment when 
the crew's concern makes them want to blame 
the new people for arriving at that exact moment 
(add to this that the planet is currently embroiled in World War I, and suspicions that the TARDIS crew are spies 
abound). As expedition leader Ernest Shakleton and the ship's Captain F. Worsley, try to sort out the situation, 
some of the crew get angry and might even throw some of the characters into the freezing Antarctic waters until 
they reveal why they are there. The characters have to convince the crew they are not spies, and help them pre- 
pare to salvage their ship so that they may survive their unfortunate circumstances. They must also leave without 
attracting too much attention. As history will prove, the team have years of hardship ahead, and are all only res- 
cued in 1917 due to Shakleton's personal efforts. [ http://en.wikipedia.org/wiki/lmperial Trans-Antarctic Expedition ] 
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GAME MASTERING TIPS: CAMEO APPEARANCES 




THE DOCTOR AND CLARA MIGHT MAKE A CAMEO 

POINTS TO CONSIDER 

The following are some items that GMs should 
consider when playing in a campaign: 

• When having an established character make 
a cameo appearance, be sure they act in char- 
acter unless the change in persona is part of 
the plot. 

• A GM should be sure to take into account 
the cameo character's past history and charac- 
terization and stick to this within the context of 
the adventure presented. This is so that the 
players understand that this is in fact the same 
character in all ways. Changes to this will con- 
found or anger players. 

• Game Masters need to remember that Meta- 
gaming should be avoided. Players should not 
add their own knowledge of the cameo charac- 
ter's history or personality to what their own 
player characters knows. 

• If a gadget or item is a part of that character's 
persona, be sure to include the character's 
gadget and feature it in an appropriate way. 
(continued next page) 



One way to get the feel of Doctor Who in any RPG cam- 
paign is for the characters themselves to encounter established 
characters that exist within the greater Doctor Who universe 
themselves. If one's game features the Doctor and his compan- 
ions, most of the time the players are already in the mindset that 
helps them establish that their game is part of the Whoniverse. 
But a lot of Doctor Who games feature original characters, alter- 
nate Time Lords, or UNIT/Torchwood teams that are not tied di- 
rectly to the Doctor and his experiences. These games that are 
set in the world of Doctor Who are often just as, if not more, ex- 
citing as there are no limits to characterization and experiences. 
No matter what style of campaign one is running, one of the fun 
things that a Game Master can include in a game is the appear- 
ance of a well-known Doctor Who character which allows the 
game to be tied directly to the world seen in the series. 

Tying a game to the Whoniverse is often accomplished by 
presenting the same villains or monsters, such as the Daleks, that 
the Doctor encounters in the game. Almost always this is the pri- 
mary means of setting the stage But another way to introduce 
the feel and connection of the setting is by having established 
characters make a cameo appearance in an adventure and be a 
non-player character. This simple connection to what the players 
may know from watching the series will connect them to the 
game and its setting, as well as bringing joy and novelty to the 
adventure being played. 

A cameo can be a quick introduction and encounter, or an 
extended one featuring the character as a main point in an ad- 
venture. As a quick introduction, the Game Master can work in a 
character that one might not expect to see at a certain circum- 
stance. For example, the TARDIS lands in London, Earth in 2004 
and the players go to shop. Just as they are about to ask one of 
the clerks a questions, the blonde female shop girl excuses her- 
self and tells the other clerk, "Can you help these customers? I 
need to head off to lunch to meet Mickey." It might take a mo- 
ment, but player might suddenly realize that they are in Henrik's 
department store and that they just saw Rose Tyler at the shop! 
This sort of encounter adds flavor to a setting. Granted the GM 
must be sure to keep the player's own knowledge in check so 
that that they do not metagame and take actions because they 
know something that their characters would not. 

Another style of cameo appearance can be more in- 
volved. Working a character into a story so that they are a main 
feature in the plot that is occurring. In the adventure module 
called "Glitz and Dibber's Runaway Bomb" (featured in DDWRPG 
Issue #18) three characters are introduced in the adventure that 
play a part in the main thread of the adventure that takes place 
aboard the Terminus space station: Glitz, Dibber, and the Doc- 
tor's former companion Nyssa. While the players would surely 
know who these people are from the TV series, their characters 
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DOCTOR WHO AS A SERIES USES CAMEOS TOO 
- SUCH AS SARAH JANE IN "SCHOOL REUNION" 




ROSE'S RETURN IN "PARTNERS IN CRIME" 
WAS UNEXPECTED 




IN "THE NAME OF THE DOCTOR" EVEN THE 
DOCTOR MADE UNEXPECTED CAMEOS 




CYBERMAN HELMET IN VAN STAATEN'S 
MUSEUM IN "DALEK" 




"THE STOLEN EARTH" HAD MULTIPLE CAMEOS 



would not and by playing an ad- 
venture that features them it ties 
them directly into the universe 
that they are adventuring in. An- 
other example of this sort of ap- 
pearance would be the story 
"Mawdryn Undead" and the Doc- 
tor's one-shot encounter with 
Brigadier Lethbridge-Stewart, or 
even Sarah Jane Smiths appear- 
ance in "School Reunion". 

One main way of having 
such an encounter that features a 
primary cameo allowing a tie to 
the series is for the players to en- 
counter that Doctor and his com- 
panion from the series directly 
(assuming that the player charac- 
ters are not the Doctor, though 
this can work without a problem 
in a "multiple Doctor" scenario as 
well). Often when this happens, it 
is best for the players to have to 
rescue the Doctor and solve the 
adventure on their own. After 
years of convention scenarios we 
have discovered that once the 
Doctor is in play, the players often 
simply wait to follow the titular 
Time Lord's lead. This needs to be 
avoided or it bogs down game 
play. Rescuing the Doctor at the 
height of an adventure and allow- 
ing him to escape is one way that 
it allows the player characters to 
be heroes and to avoid the over- 
bearing presence of the Doctor 
himself. 

In the same vein of individ- 
ual characters, organizations can 
make cameos too such as UNIT or 
Torchwood with a new and unique 
set of characters that are not tied 
to the show. Or, as with the ex- 
ample of the Brigadier established 
characters can feature if appropri- 
ate as well. By featuring UNIT in 
an earthbound story the players 
will concretely know that they are 
in the setting of the TV series. 
Creative Game Masters will use 



(continued from previous page) 

• A cameo can be a person, a place, 
or even a thing. It is not limited to 
only characters. 

• It is the unexpectedness of a 
cameo that makes it interesting, so 

do not make every instance obvious 
or explain it in detail (until after the 
adventure module if needed). Sur- 
prises make games more fun. 

• As a campaign unfolds do not 
force cameos into the storyline. 

Include them for a bit of flavor and 
fun not always as an important plot 
point. 

• Include cameos from the player's 
own past adventures, not just refer- 
ences from the Doctor Who TV se- 
ries, but also references from origi- 
nal material experienced during the 
course of the campaign. 

• A GM should not dwell on a 
cameo or a reference. If the players 
miss it, move on and then explain it 
after the game is over. 

• Explain cameo references to all 
the players at the end of the adven- 
ture. No one likes to be left out, 
and it may alienate players if they 
feel they have missed or been ex- 
cluded from an inside joke. 

• If tying a cameo in to the Doctor 
Who TV series be sure to stick with 
continuity and make everything fit 
together properly. 

• Keep track of these cameos in a 

notebook or other way of tracking 
events. Reusing references without 
realizing it can be confusing to play- 
ers and lead them in wrong direc- 
tions. 

• Make some cameos obvious, and 
make others very remote. If they 
are all the same they become pre- 
dictable and uninteresting, Mix 
things up and enjoy the different 
levels of engagement. 
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A DALEK CAMEO IN "THE SPACE MUSEUM 




A MUTT IN "THE BRAIN OF MORBIUS" 




BAD WOLF APPEARED NUMEROUS TIMES 



AWIRRN IN "THE STONES OF BLOOD" 




JAMIE AND ZOE (AND OTHERS) APPEARED 
IN "THE FIVE DOCTORS" 



more obscure Doctor Who references to 
accomplish the same feeling, such as 
using the Special Space Service (SSS) 
seen in "Mission to the Unknown" and 
"The Dalek's Master Plan". 

Locations can make cameos as 
well. Having the player's TARDIS land 
on a planet known from the show in a 
different era or under different circum- 
stances is one way to accomplish this. 
Perhaps landing on the Mondas years 
before the people of the planet decided 
to convert themselves to Cybermen. 
Maybe finding themselves at the Plat- 
form One space station years after the 
events of "The End of the World" might 
be a nostalgic event for the players. 
These sort of location cameos can also 
be self-referential to the campaign it- 
self. After a set of characters has come 
and then eventually left the TARDIS a 
GM may wish to return to a location 
that a previous set of TARDIS travelers 
once visited. 

Creative Game Masters can 
sometimes think outside of the box 
when it comes to helping set the game 
in the Doctor Who universe. For exam- 
ple, some cameos can be objects in- 
stead of people or places. Consider the 
inclusion of a police box that happens 
to be at a given location such as an in- 
tergalactic peace conference (this might 
be the TARDIS itself as the Doctor and 
company are solving their own adven- 
ture at the same time that the player 
characters solve another). Landing on 
Earth, the players might find them- 
selves in the 1970s simply walking past 
the yellow roadster named Bessie which 
is parked on the street. There does not 
need to be an explanation for why it is 
there other than it is a nod to the exist- 
ing series and connects the game cam- 
paign to it. The excitement that the 
player may feel when they realize that 
they have found a booklet of psychic 
paper that they might use and add to 
their equipment list is enough for them 
to feel connected to the series. 

It must also be considered that 




CLARA UNEXPECTEDLY DOES A CAMEO 
BEFORE ANYONE KNOWS WHO SHE IS IN 
"ASYLUM OF THE DALEKS" 




A HOLOGRAM OF MARTHA (AND 
OTHERS) SHOW UP UNEXPECTEDLY 
IN "LET'S KILL HITLER" 



i| 

1' - 



A FALSE ADRIC IN "TIME FLIGHT" 



r 



LIZ 10 IN "THE PANDORICA OPENS" 




CHARLES DICKENSON REAPPEARS IN 
"THE WEDDING OF RIVER SONG" 
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AN ORGON IN THE SCOPE IN 
"CARNIVAL OF MONSTERS" 



i QlK 



THE FIRST DOCTOR MAKES A CAMEO 

APPEARANCE ON THE 
ELEVENTH DOCTOR'S LIBRARY CARD 
IN "VAMPIRES OF VENICE" 




AFFECTED BY THE KELLER MACHINE, THE 
DOCTOR SAW CAMEOS OF A ZARBI, AN ICE 
WARRIOR, AND EVEN A WAR MACHINE 
IN "MIND OF EVIL" 



IN "REMEMBRANCE OF THE DALKES" ACE 
FINDS THE SAME BOOK THAT SUSAN READ 
IN "AN UNEARTHLY CHILD" 



some cameos might be fleeting and 
not a major part of any element of the 
encounter. For example when walking 
through an alleyway which has some 
graffiti written on its walls, the players 
might see "Bad Wolf included amid 
the writing. Or perhaps flipping chan- 
nels on a video feed the player might 
hear a snippet of a news report on 
what is happening to the Face of Boe's 
children. These sort of tiny references 
go a long way in helping create a set- 
ting and connecting the players to the 
world of the series. 

The primary goal of cameo ap- 
pearances is to enhance the enjoyment 
of the game, while also helping con- 
nect the players to the world that they 
inhabit. This added connection, espe- 
cially in a role-playing game, helps the 
players get the feeling and tone of the 
setting and will also indirectly help es- 
tablish a set of expectations on how 
they are supposed to proceed in their 
investigations within the adventure 
module they are playing. By the GM 
including small cameos that connect 
the game to the series, it will help the 
players understand and relate how the 
game should be played and what they 
might expect. This is generally impor- 
tant to creating the overall tone in a 
campaign. 

Cameos can also create an "Ah 
Ha" moment for certain players who 
decipher or discover the reference and 
share it with the others at the table. 
This feeling of being clued in to an in- 
side joke goes father than one might 
think in helping establish camaraderie 
and cohesion at the game table. It be- 
comes a way for everyone to share an 
inside joke or reference, but GMs need 
to be sure to clue in all the players as 
to the reference or some players may 
feel alienated. 

Cameo appearances are one of 
the tricks that Game Masters can keep 
up their sleeves in order to help en- 
hance their setting and engage their 
players in the game. 
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AN UNEXPECTED PICTURE OF THE 
3rd DOCTOR IN "TIMELASH" 



MIKE YATES RETURNED TO CLEAR HIS 
REPUTATION IN "PLANET OF THE SPIDERS" 




THE DOCTOR'S YELLOW ROADSTER BESSIE 
RETURNED IN "BATTLEFIELD" 



In 



THE BRIGADIER'S SURPRISE RE- 
APPEARANCE IN THE STORY 
"MAWDRYN UNDEAD" 



DOCTOR WHO LIGHT UP TflRDIS KIT 



One small easy to grab item that is being found in bookstores such as Barnes & Noble recently are small 
boxed kits. These small kits are usually found along side the checkout lane and feature pop culture items to assem- 
ble, such as the Harry Potter time turner sticker kit. It was just a matter of time before these simple grab-and-go 

mini kits included Doctor Who. At our local Bar- 
nes & Noble store we found two sets made by 
the Running Press company. One is a Dalek Figu- 
rine. The other is a Light-Up TARDIS Kit. It was 
the TARDIS kit that will be of interest to gamers 
(as the Dalek set simply holds a large 2 inch fig- 
ure). Inside the kit is a TARDIS which has a 
switch on the bottom where one can turn on the 
light at the top. However, to call the TARDIS set a 
kit, though it is labeled as such, is untrue as there 
is nothing to assemble. But the TARDIS itself is 
sculpted very well, and turns out to be almost the 
exact size needed for 25-28mm role-playing fig- 
ures. At a simple price point of $9.95 each, this is 
an excellent deal. A small information booklet on 
the TARDIS is also included. Do not wait, these 
are great and perfect for gaming! 




THE BOOKLET, THE BOX, THE LIGHT UP TARDIS 
(Micro Universe Doctor and Martha are not included but shown for scale) 




or 

fr.Seuss 
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GAMER POLL: BEST DOCTOR WHO CARD GAME 



We took our poll online to the Gallifrey Base forum and surveyed the readers by asking them "What is the 
Best Doctor Who Card Game?" Coming in first place was the Doctor Who version of the Top Trumps game that 
was released from 2006-2011. In second was the MMG produced Doctor Who Collectable Card Game that was re- 
leased in 1996. This Magic: The Gathering style game garnered 18% of the votes. A strong third place was secured 
by the Battles in Time card game which was produced from 2005-2009. The currently available game Monster In- 
vasion (which was first released in 2010) got 6% of the votes, with the 2009 game Alien Armies also making the cut 
by securing a vote. 

32% of the vote went to the category of "OTHER" which included unofficial and fan created games, and oth- 
ers (such as the Unofficial Doctor Who Collectable Card Game), however, the category was added by a moderator 
which was not supposed to 



have been done as all cate- 
gories were supposed to 
feature commercial offer- 
ings only. 

It is also important 
to note that this poll's data 
was collected and aggre- 
gated before the release of 
the Cubicle 7's Doctor Who 
the Card Game. This might 
suggest another similar poll 
should conducted again in 
the future. 



BEST DOCTOR WHO CARD GAME 




126%= Doctor Who: Top TrunrpE 
I IB 36 = Battles In Time 
115%= Doctor Who CCG 
16% - Monster Invasion 
13% = Alien Armies 
132% = OTHER 

Sample size: 34 respondents 
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MORE ADVENTURE MODULES - GAME MASTER TIPS 
GAMING SEASONS: THE PETRWEE YEARS 
A GOOD LOOK AT SONTRANS 

and More.... 

Send your contributions, articles, comments and correspondence to: 

seidler@msoe.edu 



